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DA= 1: PREMI7E T]ler & Agg]

đĒı GAME TITLE WIPĪ Work In Progreàà

02. PREMI7E
WhaX iW ]SYV game abSYX? YSYV TVemiWe WhSYld iRclYde:

;HA8 =O9ƅRE ALL IN7PIRED B=:
TheWe gameW caR be iRWTiVed b] ]SYV life, kRS[ledge, aRd
e\TeVieRceW. ThiRgW ]SYƅZe heaVd abSYX, leaVRed abSYX, Vead
abSYX. FYXYVeW, TaWXW, TVeWeRXW ]SY mighX [aRX XS WTecYlaXe SR.
ThiRgW XhaX faWciRaXe ]SY. PVemiWeW fSV XhiW claWW WhSYldRƅX be
baWed SR WSmeSRe elWeƅW WXSV], SV ƻX [iXhiR aR e\iWXiRg TVSTeVX]
SV geRVe.

D9NGEON:
WheVe iW ]SYV game WeX? IX'll helT iRfSVm Xhe SXheV chSiceW iR ]SYV
game. YSYƅll make a Map Sf iX laXeV. A dYRgeSR cSYld be:

● A ShSTTiRg Mall
● The IRXeVRaXiSRal STace SXaXiSR
● A famil] gaXheViRg

CHARAC8ER7:
WhS ]SYV Tla]eVW Tla] aW. The] mighX be:

● FeYdiRg Famil] MembeVW
● The ƻVWX aRimalW iR STace
● KidW SR bikeW.

YSYV ChaVacXeVW [ill all ƻll diffeVeRX VSleW called a Character Role.
TheWe VSleW [ill be deƻRed b] XheiV diffeVeRX Attributes.

8HE GOAL:
ThiW iW [haX ]SYV chaVacXeVW [ill [SVk XSgeXheV XS achieZe XS [iR
Xhe game. Pick SRe gSal. IX WhSYld VelaXe XS SRe Sf Xhe SXheV
mechaRicW iR ]SYV game. YSYV GSal mighX be:

● Escape: GeX XS a WTeciƻc aVea Sf Xhe Map
● Sla]: DefeaX a WTeciƻc BSWW Monster
● Find: Pick YT a WTeciƻc Item

ASSIGNMENT: WViXe 2-3 WeRXeRceW fSV ]SYV PVemiWe. IRclYde
[haX ]SYƅVe iRWTiVed b], [haX Xhe DYRgeSR iW, [hS Xhe Pla]eV
ChaVacXeVW [ill be, aRd [haX XheiV GSal iW.

PREMI7E
> The TVemiWe Sf XhiW game iW eWWeRXiall] a gVSYT Sf childVeR [hS aVe XV]iRg XS make aR RPG XableXST caVd game
iR XheiV baWemeRX, bYX Xhe] haZe XS dSdge a lSX Sf daRgeVW ahead WYch aW RSX leXXiRg mSm kRS[ abSYX Xhe WecVeX
Sf Xhe WecVeX haRgSYX Sf Xhe kidW, aRd aZSidiRg Xhe m]WXeViSYW cVeeT] cVa[lieW iR Xhe abaRdSRed baWemeRX,
WYch aW VaXW, WSda caRW aRd mSVe.

The 3 TVSXagSRiWXW: Timm],  BSb aRd JeVem] haZe beeR TlaRRiRg fSV all XheWe daRgeVW ahead aW Xhe] had
bVSYghX iR [eaTSRW Sf XheiV S[R XS Xhe baWemeRX, WYch aW a ke]bSaVd, a TeRcil aRd a bSSk! Each Sf Xhem [iXh
XheiV S[R adZaRXageW, SRe beiRg faWX, SRe beiRg a XaRk, aRd SRe beiRg WYTeV WmaVX.

< END OF DA= 1 >



DA= 2: PLA=ER CHARAC8ER7

03. A88RIB98E7

;HA8 ARE A88RIB98E7:
AXXVibYXeW aVe UYaliXieW Sf ]SYV chaVacXeVW abWXVacXed dS[R XS a
RYmbeV. The] mighX be XhiRgW like SXVeRgXh SV STeed. HeVe [eƅZe
Ramed Xhe e\amTle aXXVibYXeW afXeV [haX VSle Xhe]ƅll ƻll iR ]SYV
game, bYX ]SY WhSYld VeTlace Xhem [iXh XhiRgW XhaX make WeRWe
baWed SR ]SYV game. SS if ]SY [eVe makiRg a game abSYX a
feYdiRg famil], AXXack mighX becSme GSWWiT, SV if ]SY [eVe
makiRg a game abSYX a baRk VSbbeV], DSdge mighX be RYR.

;HA8 DO 8HE= DO:
AXXVibYXeW aVe Xhe cSVe mechaRic Sf ]SYV game. The] make Xhe
Tla]eV chaVacXeVW aRd Xhe mSRWXeVW Xhe]ƅll ƻghX Tla] diffeVeRXl].
The] alWS iRdicaXe [haX acXiSRW ]SYƅll Xake iR ]SYV game.

E<AMPLE ARRA=7:

A fantas] adZenture game:
● [AXXack] = SXVeRgXh
● [DSdge] = De\XeViX]
● [HealXh] = GViX
● [FVee AXXVibYXe] = Magic

An Animal Game:
● [AXXack] = BiXe
● [DSdge] = RYR
● [HealXh] = TiVedReWW
● [FVee AXXV.] = STecieW

A Spelunking Game:
● [AXXack] = GVab
● [DSdge] = HSld
● [HealXh] = HYRgeV
● [FVee AXXVibYXe] = LighX

A Social Game:
● [AXXack] = GSWWiT
● [DSdge] = IgRSVe
● [HealXh] = CSSl
● [FVee AXXVibYXe] = SecVeXW

ASSIGNMENT: CSme YT [iXh ]SYV aXXVibYXeW. ReTlace [AXXack],
[DSdge], aRd [HealXh] [iXh RameW Sf ]SYV S[R. ]SY caR YWe ƄFiRd
aRd ReTlaceƅ XS VeRame Xhem acVSWW XhiW [hSle dScYmeRX. TheR
[ViXe a [FVee AXXVibYXe]  XhaX ƻXW ]SYV game. ReTlace aR] Xe\X iR
black, keeT aR] Xe\X iR TiRk. HeVe iW Xhe fSVmaX:

00. ATTRIBUTE NAME
FLAVOR: ThiW iW [heVe ]SY e\TlaiR [haX Xhe AXXVibYXe
VeTVeWeRXW. Like: UWe GSWWiT XS WTVead VYmSVW.
CORE MECHANIC: ThiW iW hS[ Xhe aXXVibYXe [SVkW iR game.
OTHER MECHANICS: TheWe aVe SXheV XhiRgW ]SYƅll YWe Xhe
aXXVibYXe fSV iR ]SYV game. WheR ]SY [ViXe a Re[ game
mechaRic make WYVe XS cSme back heVe aRd add iX.

Ɣ MECHANIC NAME: ThiW iW fSV addiXiSRal YWeW Sf
Xhe aXXVibYXe, like YWiRg WXVeRgXh XS climb SZeV
SbWXacleW.

A88RIB98E7

01. [SMACK]
FLAVOR: > YSYV chaVacXeV aXXackW aR eRem] [iXh XheiV [eaTSR (Timm] W[iRgW hiW TeRcil aX AVX blSck)
CORE MECHANIC: VeVWYW XeWX [Smack]. If ]SY meeX SV e\ceed a mSRWXeVƅW  [BSlX] deal 1 damage XS Xhem.

02. [BOLT]
FLAVOR: > YSYV chaVacXeV daWheW SV dYckW SYX Sf haVm'W [a] (JeVem] dYckW YRdeV aR iRcSmiRg aXXack)
CORE MECHANIC: VeVWYW TeWX [BSlX]. If ]SY geX YRdeV a mSRWXeVƅW [Smack] Xake 1 damage.

03. [ENERGY]
FLAVOR: > The amSYRX Sf eReVg] ]SYV chaVacXeV haW lefX iR Xhem (BSb fallW aWleeT afXeV VYRRiRg SYX Sf
eReVg])
CORE MECHANIC: WheReZeV ]SY Xake damage WYbXVacX 1 [healXh] if ]SY Veach ^eVS ]SYV chaVacXeV fallW
aWleeT
OTHER MECHANICS:

Ɣ ZERO HEALTH: YSYV Tla]eV fallW aWleeT aRd iW YRable XS dS aR]XhiRg iR Xhe game. HS[eZeV, afXeV
2 VSYRd SXheV chaVacXeVW caR XV] XS [ake YT Xhe WleeTiRg Tla]eV b] makiRg a WYcceWWfYl [Smack]
VSll

04. [IMAGINATION]
FLAVOR: > ThVSYgh Xhe TS[eV Sf Xhe miRd ]SYV chaVacXeVƅW [eaTSR becSmeW WYTeV Wi^ed!
CORE MECHANIC: AX Xhe WXaVX Sf cSmbaX Tla]eVW caR chSSWe XS VeVWYW TeWX[ImagiRaXiSR], if XheiV VeWYlX
e\ceedW XheiV chaVacXeVƅW [Smack] ZalYe Xhe] haZe adZaRXage SR XheiV Re\X aXXack, elWe Xhe] haZe
diWadZaRXage SR XheiV Re\X aXXack.



04. CHARAC8ER7

Pla]eV chaVacXeVW iR dYRgeSR cVa[leVW haZe diffeVeRX VSleW. ThiW
meaRW XhaX Pla]eVW Tla]iRg Xhe chaVacXeVW haZe a diffeVeRX
e\TeVieRce Tla]iRg Xhe game aRd diffeVeRX WXVaXegieW XS helT XheiV
Xeam achieZe ZicXSV]. TheWe VSleW aVe diffeVeRXiaXed b] giZiRg
chaVacXeVW diffeVeRX ZalYeW fSV XheiV AXXVibYXeW.

A77IGNING A88RIB98E7:
WheR ]SYƅVe aWWigRiRg aXXVibYXeW XS ]SYV chaVacXeVW, haZe a gSSd
mi\ Sf WXVeRgXhW aRd [eakReWWeW fSV each chaVacXeV. DSRƅX make
SRe chaVacXeV beXXeV SV [SVWe XhaR all Xhe SXheVW.

ASSIGNMENT: Pick a VSle fSV ]SYV 3 ChaVacXeVW. TheR DiWXVibYXe
XheiV aXXVibYXeW. All Attributes should be a Zalue bet[een 1 and 4
[including 1 and 4]. AW XhiW [ill meaR XhaX eZeR Xhe beWX
chaVacXeVW haZe a chaRce XS fail WXaXic XeWXW.

CHARAC8ER7

Timm], the artist Jerem], the big brain Bob, the [riter

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[Smack] 4 [Smack] 1 [Smack] 3

[BSlX] 1 [BSlX] 4 [BSlX] 1

[EReVg]] 2 [EReVg]] 2 [EReVg]] 4

[ImagiRaXiSR] 3 [ImagiRaXiSR] 3 [ImagiRaXiSR] 2

> PeRcil XSWW: YSY haZe adZaRXage
SR ]SYV cYVVeRX aXXack (YSY ma]
YWe XhiW abiliX] X[ice TeV game)

> BSSk W[eeX: YSY caR chSSWe SRe
TeVWSR, iRclYdiRg ]SYVWelf XS
VegaiR 1 eReVg].  (YSY ma] YWe XhiW
abiliX] X[ice TeV game)

> T]Te] X]Te: If ]SYV [Smack] VSll
e\ceedW Xhe eRemieW [BSlX] ]SY
caR WkiT Xhe eRemieW Re\X XYVR.
(YSY ma] YWe XhiW abiliX] X[ice TeV
game)

< END OF DA= 2 >



DA= 3: ENCO9N8ER7 + I8EM7

05. MON78ER7

MSRWXeVW aVe [haX [eƅVe gSiRg XS call [haXeZeV XhiRgW ]SYƅVe
eRcSYRXeViRg aRd WXVYggliRg agaiRWX. The] cSYld be ViZal Vace caV
dViZeVW SV aRgV] WhSTkeeTeVW XhaX dSRƅX like ]SYV miWchief. The]
cSYld alWS be RSR-liZiRg SbWXacleW if Xhe]ƅVe Xhe maiR XhiRg ]SY
WXVYggle agaiRWX, like cliffW iR a climbiRg game, SV cSmTlicaXed
machiReW iR a VeTaiViRg game.

MSRWXeVW aVe gSiRg XS haZe aR [AXXack] ZalYe, a [DSdge] ZalYe,
aRd a [HealXh] ZalYe, jYWX like ]SYV Tla]eV chaVacXeVW. HS[eZeV,
YRlike ]SYV Tla]eVW, XheWe ZalYeW dSRƅX haZe a dice VSll added XS
Xhem, Xhe]ƅVe WXaXic ZalYeW.

MON78ER A88RIB98E7
ATTACK AND DODGE: A MSRWXeVƅW [AXXack] ZalYe aRd [DSdge]
ZalYe WhSYld be beX[eeR 6 aRd 10, aW FailWafe meaRW ]SYƅll
al[a]W haZe a chaRce XS hiX.

HEALTH: A MSRWXeVW HealXh WhSYld RSVmall] be higheV XhaR a
ChaVacXeVƅW healXh aW ]SYV ChaVacXeV'W caR ƻghX Xhem XSgeXheV.

SPECIAL: NSVmall] ]SYV gameƅW [FVee AXXVibYXe] [ill be Tla]eV
faciRg. MeaRiRg XhaX mSRWXeVW [SRƅX Reed SRe. IRWXead ]SY cSYld
giZe ]SY mSRWXeVW mYlXiTle aXXackW, SV a WTecial aXXack XhaX
DamageW all ChaVacXeVW SR a failed SXaXic TeWX.

ASSIGNMENT: AWWigR aXXVibYXeW fSV X[S mSRWXeVW. TheR add aR]
WTecial TS[eVW Xhe mSRWXeVW mighX haZe. HeVe iW Xhe fSVmaX:

MONSTER NAME
● [ATTACK]: ZalYe beX[eeR 6 aRd 10
Ɣ [DODGE]: ZalYe beX[eeR 6 aRd 10
Ɣ [HEALTH]: ZalYe beX[eeR 6 aRd 10

SPECIAL POWERS
> ThiW mighX be e\XVa aXXackW, e\XVa damage, WTecial abiliXieW
eXc.

OTXiSRall] add aR] geReVal VYleW fSV mSRWXeVW. FSV e\amTle if all
mSRWXeVW haZe a VaRdSm chaRce XS dVST XVeaWYVe [heR ]SY
defeaX Xhem, ]SY [SYld WTecif] XhaX YRdeV MSRWXeV RYleW.

MON78ER7

Art Block
● [SMACK]: 7
Ɣ [BOLT]: 6
Ɣ [ENERGY]: 7

Grounded
● [ATTACK]: 8
Ɣ [DODGE]: 5
Ɣ [HEALTH]: 7

Cop]right
● [ATTACK]: 6
Ɣ [DODGE]: 5
Ɣ [HEALTH]: 9



06. 8RAP7

TVaTW aVe SXheV SbWXacleW XhaX ]SY mighX eRcSYRXeV. IRWXead Sf
ƻghXiRg Xhem like a MSRWXeV. YSY RSVmall] XeWX XS diWable SV aZSid
Xhem. If ]SY fail ]SY Xake a debiliXaXiRg effecX. TheWe mighX be HSX
LaZa, A TVaWh CSmTacXSV, SV A SecYViX] CameVa.

8RAP MECHANIC7
STATIC TEST: Pick aR aXXVibYXe fSV a SXaXic TeWX, if Xhe XeWX failW,
Xhe Tla]eV chaVacXeVW all Xake a cSRWeUYeRce.

CONSEQUENCE: A cSRWeUYeRce Sf failiRg Xhe XeWX SR a XVaT
mighX be a d3 damage XS healXh. OV 1 damage XS VaRdSm
aXXVibYXe.

ASSIGNMENT: WViXe 1 XVaT XS Xhe lefX, Tick a XeWX, aRd [ViXe a
cSRWeUYeRce fSV failYVe.

8RAP7

ICE CREAM TRUCK
TEST: [EReVg]]

CONSEQUENCE: Pla]eV geXW diWXVacXed, aRd caRRSX make aXXack aX Xhe WXaVX Sf Xhe Re\X cSmbaX



07. I8EM7

IXemW aVe aR] SbjecXW ]SYV chaVacXeVW cSYld Xake caVV] aRd YWe.
NSVmall], Xhe]ƅll add a ZalYe XS SRe Sf ]SYV chaVacXeVƅW aXXVibYXeW.
FigYViRg SYX [hich chaVacXeV WhSYld Xake [haX IXemW iW a TSiRX Sf
WXVaXeg] fSV ]SYV Tla]eVW. IXemW like XhiW mighX be a FlamiRg
S[SVd SV IRZiWible AVmSV, bYX Veall] aR]XhiRg cSYld be aR iXem
baWed SR Xhe cSRXe\X Sf ]SYV game. If ]SYV game iW abSYX
WSciali^iRg iR a bVeakVSSm, a gSSd iXem mighX be a NSZelX] MYg
SV aR EWTVeWWS ShSX.

OTXiSRall] aR iXem ma] iRWXead gVaRX a WTecial TS[eV. ThiW mighX
be a WTell, SV jYWX a mSVe cSmTle\, ViWk], SV WelecXiZel] YWed iXem.
IR Xhe e\amTleW belS[ a ƼamiRg W[SVd iW YWed fSV bSXh, XS WhS[
hS[ Xhe effecXW Sf Xhe Wame iXem cSYld be aTTVS\imaXed eiXheV
[a].

ATTRIBUTE BOOST: add +2 XS a WTeciƻc aXXVibYXe.
E\ample: FlamiRg S[SVd: +2 XS [AXXack].

POWER: SXaXic XeWX a WTeciƻc aXXVibYXe XS gVaRX a laVgeV bSRYW SR
a WiRgle XeWX, if Xhe TS[eV iW ZeV] TS[eVfYl ]SY ma] [aRX XS haZe a
cSRWeUYeRce fSV failYVe.
E\ample: FlamiRg S[SVd: SXaXic TeWX HealXh. SYcceWW: +1d3
[AXXack] aRd damage SR Re\X aXXack. FailYVe: -1 [HealXh].

ASSIGNMENT: WViXe 1 iXem aRd iXƅW effecXW XS Xhe VighX.

I8EM7

Cand]!Ʀ
EFFECT: ThiW iXem caR be YWed SR a mSRWXeV. The Tla]eV YWiRg CaRd]!Ʀ mYWX make a [Smack] VSll, if Xhe VSll iW
higheV XhaR ]SYV [Smack] ZalYe Xhe XaVgeX iW YRable XS aXXack SR iXƅW Re\X XYVR

I8EM R9LE7:
> If VSll dSeW RSX WYcceed iXem iW RSX cSRWYmed
> If VSll WYcceedW iXem iW cSRWYmed

< END OF DA= 3 >



DA= 4: GAME MECHANIC7

08. :IC8OR= CONDI8ION

VicXSV] cSRdiXiSRW aVe [haX Xhe Tla]eVW Reed XS achieZe XS [iR Xhe
game. YSYƅll Tick SRe ZicXSV] cSRdiXiSR. GS back XS ]SYV PVemiWe,
hS[ caR ]SY ƻX Xhe ZicXSV] cSRdiXiSR fVSm ]SYV TVeWeRce iR [iXh
Xhe mechaRicW ]SYƅZe alVead] cSme YT [iXh. SSme e\amTleW
mighX be:
● Escape: GeX XS a WTeciƻc RSSm SR Xhe Map. RemembeV XS

RSXe XhaX aVea SR ]SYV maT.
● Sla]: DefeaX a WTeciƻc BSWW Monster. RemembeV XS RSXe

[heVe XhaX MSRWXeV iW Tlaced aX Xhe WXaVX. ARd XS make iX
XSYgheV XhaR ]SYV mSRWXeVW.

● Find: Pick YT a WTeciƻc Item. RemembeV XS RSXe [heVe iX iW
Tlaced SR ]SYV maT.

YSY caR alWS cSmbiRe XheWe. FSV e\amTle, ]SY mighX Reed XS
bViRg aR IXem XS a STeciƻc VSSm. OV defeaX a mSRWXeV [iXh aR
iXem.

LO77 CONDI8ION:
OTXiSRall], ]SY cSYld haZe a cSRdiXiSR XhaX caYWeW Xhe Pla]eVW XS
lSWe. FSV e\amTle, a XYVR XimeV XhaX XickW dS[R afXeV each XYVR. OV
a limiX fSV hS[ maR] XimeW ]SY caR VeXVeaX fVSm a MSRWXeV.

ASSIGNMENT: ReTlace SV AlXeV XheWe cSRdiXiSRW fSV [iRRiRg aRd
lSWiRg. Make WYVe ]SY e\TlaiR Xhe mechaRicW Sf aR]XhiRg ]SY
add. FSV e\amTle if ]SY had a XYVR XimeV XS cSYRX dS[R YRXil Xhe
Pla]eVW lSWe, VemembeV XS iRclYde [heR iX cSYRXW dS[R, aRd hS[
maR] XYVRW iX WXaVXW [iXh.

:IC8OR= CONDI8ION

If eiXheV Sf Xhe fSllS[iRg XakeW Tlace, Xhe game eRdW:
Win: Pla]eVW Veach eRdiRg VSSm aRd Xhe] aVe able XS ƈTYbliWh XheiV gameƉ
Lose: All ChaVacXeVW haZe 0 [EReVg]] AX Xhe Wame Xime.



09. ORDER OF PLA=

NS[ XhaX ]SYƅZe made mSWX Sf Xhe elemeRXW Sf ]SYV game. YSY
caR Xie iX all XSgeXheV aRd alXeV aR] Sf Xhe VYleW TVeWeRXed aX Xhe
begiRRiRg Sf ]SYV dScYmeRX XS ƻX ]SYV game.

1. 7E89P
ThiW iW [heVe aR] VYleW fVSm befSVe Xhe game [SYld gS. Like hS[
XS Tlace caVdW SR Xhe maT. AVe Xhe] face YT, face dS[R, eXc.

2. PLA=ER 89RN
ThiW WecXiSR iW [heVe ]SY e\TlaiR [haX Xhe Tla]eV chaVacXeVW caR
dS SR XheiV XYVR.

2.1 MOVE:
WheVe ]SY e\TlaiR hS[ Tla]eVW mSZe.

2.2 COMBAT:
WheVe ]SY e\TlaiR hS[ cSmbaX haTTeRW.

3. END OF 89RN
HeVe iW [heVe ]SY liWX aR]XhiRg XhaX haTTeRW SRce Xhe Tla]eVƅW
XYVR eRdW. FSV e\amTle, mSZiRg mSRWXeVW, dVa[iRg Re[ mSRWXeVW,
SV cSYRXiRg XS dS[R a XYVR a cSYRXeV XhaX eRdW Xhe game.

4. ;IN OR LO7E
HeVe iW [heVe ]SYƅd TYX Xhe Tla]eV'W gSal aRd aR] XeWXW Xhe] Reed
XS achieZe iX. OTXiSRall] ]SY mighX haZe a lSWW cSRdiXiSR aW [ell,
fSV e\amTle, Xhe O\]geR cSYRXeV VeacheW ^eVS OR All chaVacXeVW
Veach 0 healXh. COPY THIS PART FROM THE PREVIOUS SECTION.

ASSIGNMENT: AlXeV aRd Add XS XheWe VYleW aW ]SY Wee ƻX. LSSk
XhVSYgh ]SYV dScYmeRX aRd bViRg aR] ReceWWaV] VYleW heVe.
PleaWe  highlighX aR] chaRgeW. PleaWe ediX SV VeTlace aR] Xe\X iR
BLACK, TleaWe dSRƅX VeTlace aR] Xe\X iR PINK.

ORDER OF PLA=

1. SETUP
DSRe SRce aX Xhe begiRRiRg Sf Xhe game.
1st: Each Pla]eV TickW SRe Sf Xhe XhVee ChaVacXeV RSleW. MaVk [heVe Xhe Tla]eVW aVe iR Xhe VSSm labeled [Pla]eV
SXaVX].

2. PLAYER TURN
Pla]eVW caR chSSWe XS eiXheV YWe aR iXem SV MSZe (Wee 2.1)

2.1. MOVE
1st: If aR] ChaVacXeV haW 0 [HealXh], Xhe] caRRSX mSZe. If all ChaVacXeVW haZe aX leaWX 1 [HealXh], Xhe] mYWX mSZe.
2nd: The Pla]eVW decide cSllecXiZel] [hich AdjaceRX RSSm XheiV ChaVacXeVW MSZe XS. MSZe XheiV caVdW XS XhaX
VSSm.
3rd: UTSR eRXeViRg a VSSm, 1 Tla]eV mYWX VSll a d6 XS Wee [haX iW iRWide XhaX VSSm SR Xhe Xable iR Xhe ƄMaTƅ
WecXiSR Sf XhiW bSSk, aRd check iX Sff iR Xhe ƈUWedƉ cSlYmR
4th: If Xhe RSSm cSRXaiRW a TVaT, VSll Xhe TeWX iRdicaXed SR Xhe TVaT caVd aRd Xake aR] RegaXiZe effecXW fSV XhSWe
[hS fail. KeeT Xhe TVaT SR Xhe bSaVd.
5th: If Xhe VSSm cSRXaiRW aR IXem, Xhe Pla]eVW decide cSllecXiZel] [hich Sf XheiV chaVacXeVW [ill caVV] aRd YWe
XhaX iXem. RemSZe iX fVSm Xhe BSaVd. AR] Xime Xhe] MSZe Xhe] ma] W[iXch [hich chaVacXeV iW caVV]iRg Xhe IXem.
6th: If Xhe VSSm cSRXaiRW a MSRWXeV, cSRXiRYe XS 2.2 CSmbaX. ElWe, TVSceed XS eRd Sf XYVR.

2.2 COMBAT
WheR Tla]eVW aVe iR Xhe Same VSSm aW a MSRWXeV, cSmbaX WXaVXW. CSmbaX XakeW Tlace iR VSYRdW, [hich aVe
SYXliRed belS[. E\ceTX if Pla]eVƅW Xake Xhe Heal SXaRce, Xhe] caR al[a]W aXXemTX XS deal 1 Damage XS a MSRWXeV
each RSYRd.

1st: Pla]er Stances: Pla]eVW Tick XheiV WXaRceW. ChSSWe 1 fSV each chaVacXeV fVSm Xhe liWX belS[:
● AggressiZe: VeVWYW TeWX [Smack] [iXh AdZaRXage XhiW VSYRd.
● DefensiZe: VeVWYW TeWX [BSlX], [iXh AdZaRXage XhiW VSYRd.
● Heal: SXaXic XeWX [EReVg]], if WYcceWWfYl, VeWXSVe 1 lSWX [healXh] XS aRSXheV ChaVacXeV YT XS XheiV ma\imYm,

bYX ]SY caRRSX TeWX [AXXack] XhiW VSYRd
Ƃ OR ALL CHARACTERS MAY Ƃ

● Flee: SXaXic XeWX [DSdge]. MSZe XS Xhe TVeZiSYW VSSm. If failed, Xake 1 damage aW ]SY dS.

2nd: Action Order + First Attacks: TS deXeVmiRe [hich ChaVacXeVW caR AXXack aRd Heal befSVe Xhe MSRWXeV,
VeVWYW TeWX [DSdge] ZeVWYW Xhe MSRWXeVƅW [DSdge] fSV each Sf Xhe ChaVacXeVW. The ChaVacXeVW XhaX fail caR
aXXack afXeV Xhe MSRWXeV. ThSWe XhaX WYcceed caR AXXack SV Heal RS[. TS AXXack, VeVWYW TeWX [AXXack] ZeVWYW Xhe
MSRWXeVW [DSdge]. If Xhe chaVacXeV WYcceedW, deal 1 damage XS Xhe mSRWXeV.

3rd: Monster Attacks + Second Attacks: RSll d3 XS deXeVmiRe VaRdSml] [hich chaVacXeV Xhe mSRWXeV aXXackW.
The XaVgeXed ChaVacXeV mYWX VeVWYW TeWX [DSdge] ZeVWYW Xhe MSRWXeVƅW [AXXack]. If Xhe chaVacXeV failW, Xhe] Xake
damage. ORce Xhe MSRWXeV haW aXXacked. AR] chaVacXeV XhaX haWRƅX AXXacked SV Healed XhiW VSYRd caR dS WS
RS[.

4th: Ending Combat: If Xhe mSRWXeV aRd aX leaWX SRe Tla]eV haZe mSVe XhaR 0 [HealXh], ReXYVR XS Xhe ƻVWX WXeT.
ElWe cSmbaX eRdW. If Xhe MSRWXeV haW 0 [HealXh] VemSZe Xhe MSRWXeV CaVd.



3. END OF TURN
1st: If aR] MSRWXeVW haZe leWW XhaR XheiV WXaVXiRg [HealXh] VeWXSVe XheiV [HealXh] XS XheiV WXaVXiRg [HealXh].
2nd: If aR] ChaVacXeVW haZe leWW XhaR XheiV WXaVXiRg [HealXh], VSll d3, allScaXe XhaX mYch [HealXh] XS aR] Sf Xhe
ChaVacXeVW.

4. WIN OR LOSE
If eiXheV Sf Xhe fSllS[iRg XakeW Tlace, Xhe game eRdW:
Win: Pla]eVW Veach eRdiRg VSSm aRd Xhe] aVe able XS ƈTYbliWh XheiV gameƉ
Lose: All ChaVacXeVW haZe 0 [EReVg]] AX Xhe Wame Xime.



GAME7PACE

10. MO:EMEN8

HS[ ]SYV Tla]eVW, aRd STXiSRall] ]SYV mSRWXeVW, XVaTW, aRd/SV
iXemW mSZe aVSYRd ]SYV maT.

ROOM BASED: The Pla]eVW decide cSllecXiZel] [hich AdjaceRX
RSSm XheiV ChaVacXeVW MSZe XS. MSZe XheiV caVdW XS XhaX VSSm.

ASSIGNMENT: CST] aRd TaWXe Xhe WelecXed MSZemeRX MechaRic
fVSm Xhe lefX. OTXiSRall] alXeV iX aW ]SY Wee ƻX. FSV e\amTle, iR a
RSck ClimbiRg Game ]SY mighX XeWX [DSdge] XS mSZe XS Xhe Re\X
VSSm. Make WYVe ]SY gS back aRd add iX XS Xhe OVdeV Sf Pla].

MO:EMEN8

The Pla]eVW decide cSllecXiZel] [hich AdjaceRX RSSm XheiV ChaVacXeVW MSZe XS. MSZe XheiV caVdW XS XhaX VSSm.



11. MAP

The MaT iW ]SYV Game BSaVd, aRd Xhe [SVld Sf ]SYV game. YSYV
Pla]eV ChaVacXeVW [ill mSZe aVSYRd iX aW Xhe] aXXemTX XS
accSmTliWh Xhe GSal Sf ]SYV game. BelS[ aVe X[S e\amTleW Sf
hS[ ]SY cSYld maT a Ph]Wical STace aW a Game STace.

ELEMEN87 OF 8HE MAP:
ROOMS: The MaT iW a WeVieW Sf VSSmW, [iXh dSSVW SV TaXhW XhaX
lead fVSm SRe XS Xhe SXheV. ChaVacXeVW caR mSZe beX[eeR XheWe
TaXhW XS aR] Sf Xhe adjaceRX VSSmW.

ROOM LABELS: CeVXaiR VSSmW ma] Reed XS be ke]ed SV labeled
deTeRdiRg SR ]SYV game mechaRicW. FSV E\amTle ]SYƅll Reed XS
label [heVe ]SYV Tla]eVW WXaVX aRd [heVe ]SYV MSRWXeVW, TVaTW,
aRd IXemW aVe Tlaced.

SPECIAL ROOMS: A maT mighX haZe STecial RSSmW. LScked
RSSmW. RSSmW XhaX VeUYiVe a SXaXic TeWX XS mSZe iRXS SV SYX Sf.
RSSmW XhaX dS WSme effecX [hile laRded iRWide Sf XheiV bSYRdW.

MARKERS: S]mbSlW aTTlied XS VSSmW SR ]SYV maT, XheWe mighX
VeTVeWeRX [heVe mSRWXeVW SV XVeaWYVe WXaVXW, SV lScked VSSmW.

Assignment: PaVXW Sf ]SYV maT: UWe XhiW checkliWX aW ]SY make
aRd label ]SYV maT. If aR] Sf XheWe RSSmW HaZe STecial RYleW,
[ViXe Xhem aW [ell. FSVmaX iW heVe:

GENERAL MAP RULES:
> AR] VYleW fSV all VSSmW gS heVe. FSV e\amTle if ]SYV dYRgeSR
[aW a WYRkeR WhiT ALL ]SYV VSSmW mighX haZe XhiW VYle:
URdeV[aXeV: SXaXic TeWX [DSdge], fail, lSWe 1 healXh.

DOOR / CONNECTOR RULES:
> aR] VYleW gSZeVRiRg dSSVW SV cSRRecXSVW beX[eeR VSSmW gS
heVe. FSV e\amTle, LScked: if dSSV haW a cSRRecXSV maVked [iXh a
lSck IcSR, SXaXic TeWX [DSdge] XS mSZe SV Ƽee dS[R XhaX TaXh.

SPECIFIC ROOMS:
> HeVe ]SY [SYld liWX All VSSmW SR ]SYV maT aRd aR] WTecial VYleW
SV ƼaZSV Xe\X XhaX mighX gS alSRg [iXh Xhem. Make WYVe XS RSXe
[heXheV Xhe VSSm iW a WXaVXiRg lScaXiSR fSV WSmeXhiRg
1.RSSm Name: VSSm VYleW [Pla]eV SXaVX]
2.RSSm Name: VSSm VYleW

MAP

MAP RULES:
> All Tla]eVW mYWX WXaVX aX ƈSXaVXƉ aX Xhe XST Sf Xhe maT
> All VSSmW mYWX be cleaVed iR SVdeV XS eRXeV ƈERdƉ VSSm aX Xhe bSXXSm Sf Xhe maT

DOOR / CONNECTOR RULES:
> If a VSSm haW a TadlSck icSR iR iX, iX VeUYiVeW a WYcceWWfYl XeWX [Smack] fVSm all Tla]eVW XS STeR

SPECIFIC ROOMS:
1. Pla]er Start

>
2. Workbench

>
3. Bar

>
4. Machiner]

>
5. Librar]

>
6. Trash Room

>
7. Boiler Room

> LScked
�. End

> MYWX cleaV all VSSmW befSVe eRXeViRg

8EFPI SJ VSSQ GSRXIRXW:

Used Dice roll Room contents

◯ 1 CST]VighX iRfViRgemeRX

◯

◯

2
&
3

AVX blSck (CaR be fSYghX X[ice)

◯ 4 Ice cVeam XVYck

◯ 5 GVSYRded

◯ 6 CaRd]!Ʀ

< END OF DA= 4 >


