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RUNNERS OF THE CRYPT
GAME DESCRIPTION

The game puts the player in a dungeon that they must complete in the shortest
amount of time possible. The dungeon will be randomly generated from room to
room and will feature four classes that have unique abilities that can assist the player
in completing the game as fast as possible.

WHO GOES FIRST?
If a multiplayer aspect is to be added, all players start at the same time.

HOW DO PLAYERS MOVE?

By completing an objective in the room. Objectives are completed through dice rolls, depending
on the objective given. For example, a player enters a room with a monster inside and has the
choice of fighting that monster, killing it in one shot if they roll a 5 or higher.

Alternatively, players can sneak past the monster by rolling a 2 or lower, skipping on the
possible rewards they get from the monster. The movement will be strictly individual, as the
game is single player and time based. Players can move more than one room at a time
depending on the loot they get.

CHARACTER ATTRIBUTES

Different classes have different roll requirements for their actions. This makes choosing a
character like the assassin more reliable in terms of consistency, whilst the knight is more of a
gamble and luck of the draw. The mage, for example, operates under more unique mechanics,
exponentially getting stronger with the more loot he gets

HOW DO THEY WORK?

OBSTACLE ENCOUNTERS

Obstacles and encounters are entirely optional. Should a player choose to pursue the obstacle,
they will be taking a gamble as to what piece of loot they can get. Likewise, skipping an
encounter is also a gamble as the player would be missing out on possible loot and might take
multiple turns to get the roll they need to skip the encounter.



Different classes will have different roll requirements to pass an obstacle as their passive. For
example, the knight can one shot a monster by rolling a 4 or higher, but needs to roll a 1 to skip
an encounter. On the flipside, the assassin can skip an encounter by rolling a 3 or lower, but
needs to roll a 6 to one shot a monster or a 5 or lower to 2 shot a monster.

REWARDS
Unlocking chests and killing monsters.

ANY SPECIAL SITUATIONS
If a player does this, their character can steal resources from another player or gets +5
Awesomeness.

WIN CONDITION

Victory is attained by shaving off the timer. Death is only possible through dying to traps and
monsters, which would send you one room back (the room resets so you must complete the
objective again).
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CHARACTER ONE

THE BROKEN GHOST GEB, THE MECHANICAL TERROR

STR:1 STR: 4
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A.hauntmg e aiiing 'past. el . The origins of this machine are a mystery.
Yw‘th no name. All that is known about it It showed up out of no where and began
5 |t§ e towa!'ds b‘elngs bf)rn QUt_ of hunting down monsters, slaying them witl
mallcg. Some believe it was killed in its terrifying efficency.

past life by a monster
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