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Character Card Front 1 Character Card Front 2

Character Card Front 3 Character Card Front 4

CHARACTER NAME

Place character image here.

Add flavor text here if you 
like.  This should be a one 
to two sentence description 

of your character.

Big Happy Family

Sanity 2 
Money 3

Car Status 3
Hunger 4

CHARACTER NAME

Place character image here.

Add flavor text here if you 
like.  This should be a one 
to two sentence description 

of your character.

Lovebirds and Co

Sanity 3
Money 4

Car Status 3
Hunger 2

CHARACTER NAME

Place character image here.

Add flavor text here if you 
like.  This should be a one 
to two sentence description 

of your character.

Wild n’ Free

Sanity 3
Money 4

Car Status 2
Hunger 3

Truckin’ Along

Sanity 4
Money 2

Car Status 3
Hunger 3
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Character Card Back 2 Character Card Back 1

Character Card Back 3Character Card Back 4

Player Card BacksPlayer Card Backs

Player Card Backs Player Card Backs
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Monster or Trap Card Front 1 Monster or Trap Card Front 2

Monster or Trap Card Front 3 Monster or Trap Card Front 4

Food Poisoning

SPECIAL POWERS: Roll a d6- if you 
roll a 1, deplete your sanity by 1

>Oh no, it looks like that gas 
station sushi wasn’t a good idea 
after all! Roll a d6 and add your 
hunger-  if you don’t beat the 
attack, deplete hunger by 1.

[ATTACK]: 5
[DODGE]: 7
[HEALTH]: 5

Sleep Deprivation

SPECIAL POWERS: roll 2 d6- 
double ones means your SANITY 

depletes by 3.
>Throw back a redbull and tape 
your eyelids open, you’ll be fine. 
Roll a d6 and add your SANITY- if 
you dont beat the attack, deplete 

SANITY by 1.

[ATTACK]: 4
[DODGE]: 6
[HEALTH]: 5

Gift Shop

A classic tourist trap. Roll 
the die. If the number is 
equal to or below your 

MONEY, you can resist the 
temptation. If not, subtract 

1 from your MONEY.

Car Break

How unlucky! Roll the die. 
If the number is equal to or 
below your CAR STATUS, 
you can fix the car. If not, 
subtract 1 from your CAR 

STATUS.
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Monster or Trap Card Back 2 Monster or Trap Card Back 1

Monster or Trap Card Back 3
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Monster or Trap Card Back 4

Enemy Card Backs

Trap Card Backs

Enemy Card Backs

Trap Card Backs
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Item Card Front 1 Item Card Front 2

Gas Station

What a stroke of luck! 
Everyone adds 1 to their 
CAR STATUS attribute.

Hotel

You come across a hotel after a long 
day on the road. Swap a stat of your 

choice with another player’s stat of that 
type.
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Item Card BacksItem Card Backs
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DA= 1: PREMISE NMGSPI T., LYGMa B.

đĒı GAME TITLE Highùaÿ Díàè èo Daùn

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

;HA8 =O9ƅRE ALL INSPIRED 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 MET Sf iX laXeV. A dYRgeSR cSYld be:

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

CHARAC8ERS:
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 CLEVEGXIV RSPI.
TheWe VSleW [ill be deƻRed b] XheiV diffeVeRX AXXVMFYXIW.

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:

● EWGETI: GeX XS a WTeciƻc aVea Sf Xhe MET
● SPE]: DefeaX a WTeciƻc BSWW MSRWXIV
● FMRH: Pick YT a WTeciƻc IXIQ

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.

PREMISE
> YSY aRd ]SYV fellS[ VSad-XViTTeVW aVe makiRg ]SYV [a] acVSWW Xhe cSYRXV] fSV a [eddiRg. AlSRg Xhe [a] ]SYƅll
eRcSYRXeV caV XVSYbleW, iRXeVRal UYaVVelW, aRd XeVVible fSSd TSiWSRiRg.

IRWTiVed b] Xhe fVYWXVaXiSR Sf lSRg caV XViTW [iXh fVieRdW aRd famil], XhiW game eRcSYVageW Tla]eVW XS mSZe [iXh
iRXeRXiSR aRd TVa] XS GSd befSVe VSlliRg Xhe dice.

BefSVe WXaVXiRg Xhe game, each Tla]eV TickW a diffeVeRX Vide:

Big HaTT] Famil]
Wild Rƅ FVee
LSZe BiVdW aRd CS
TVYckiRƅ AlSRg

< END OF DA= 1 >



DA= 2: PLA=ER CHARAC8ERS

03. A88RIB98ES

;HA8 ARE A88RIB98ES:
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=S:

A JERXEW] EHZIRXYVI KEQI:
● [AXXack] = SXVeRgXh
● [DSdge] = De\XeViX]
● [HealXh] = GViX
● [FVee AXXVibYXe] = Magic

AR ARMQEP GEQI:
● [AXXack] = BiXe
● [DSdge] = RYR
● [HealXh] = TiVedReWW
● [FVee AXXV.] = STecieW

A STIPYROMRK GEQI:
● [AXXack] = GVab
● [DSdge] = HSld
● [HealXh] = HYRgeV
● [FVee AXXVibYXe] = LighX

A SSGMEP GEQI:
● [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. ATTRIB9TE NAME
FLA:OR: 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.

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

A88RIB98ES

01. ?MONE=A
FLA:OR: >4 dSllaVW fSV gaW WhSYld be a cVime.
CORE MECHANIC: A WXaX XhaX caR be deTleXed iR baXXle SV VaiWed [iXh iXem caVdW.
OTHER MECHANICS:

02. ?SANIT=A
FLA:OR: >SXYck iR a Wmall WTace fSV hSYVW SR eRd? WiXh SXheV TeSTle? ARd limiXed [iƻ? SSYRdW like hell,
Iƅm iR.
CORE MECHANIC: A WXaX XhaX caR be deTleXed iR baXXle SV VaiWed [iXh iXem caVdW.
OTHER MECHANICS:

● 0 SERMX]: SYbXVacX 1 fVSm all aXXVibYXeW abSZe 2 aRd VSll 1d3 fSV a Re[ WXamiRa WXaX.

03. ?H9NGERA
FLA:OR: >Iƅll Xake Xhe bYVgeV, fVieW, a milkWhake, X[S chickeR cSmbSW aRd a laVge WSda. Oh, aRd geX me
WSme chScSlaXe fVSm Xhe caRd] WecXiSR aW [ell.
CORE MECHANIC: A WXaX XhaX caR be deTleXed iR baXXle SV VaiWed [iXh iXem caVdW.

04. ?CAR STAT9SA
FLA:OR: >AVe [e XheVe ]eX? AVe [e XheVe ]eX? AVe [e XheVe ]eX?
CORE MECHANIC: >AffecXƅW baXXle SVdeV. If X[S Tla]eVW haZe Xhe Wame [CAR STATUS] XheR Xhe] bSXh VSll a
die- [hSeZeV VSllW higheV gSeW ƻVWX



04. CHARAC8ERS

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.

ASSIGNING A88RIB98ES:
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 AXXVMFYXIW WLSYPH FI E ZEPYI FIX[IIR 1 ERH 4
?MRGPYHMRK 1 ERH 4A. AW XhiW [ill meaR XhaX eZeR Xhe beWX
chaVacXeVW haZe a chaRce XS fail WXaXic XeWXW.

CHARAC8ERS

BMK HETT] FEQMP] ;MPH Rƅ FVII LSZI BMVHW ERH CS TVYGOMRƅ APSRK

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[SANITY] 2 [SANITY] 3 [SANITY] 3 [SANITY] 4

[MONEY] 3 [MONEY] 3 [MONEY] 4 [MONEY] 2

[HUGER] 4 [HUNGER] 2 [HUNGER] 3 [HUNGER] 3

[CAR
STATUS]

3 [CAR
STATUS]

4 [CAR
STATUS]

2 [CAR
STATUS]

3

> T[S TaVeRXW, X[S kidW,
aRd SRe bab] XVaZeliRg
acVSWW Xhe deWeVX
XS[aVdW a deaV famil]
membeVƅW [eddiRg. The
mSVale iW lS[, aRd Xhe caV
iW Sld aRd WlS[, bYX Xhe]
haZe TleRX] Sf fYRdW aRd
fSSd XS (TVSbabl]) laWX
Xhem Xhe jSYVRe]. <

> JYWX afXeV geXXiRg XheiV
liceRWeW, fSYV XeeRW
decide XS dViZe XhVSYgh
Xhe deWeVX XS[aVdW Xhe
biggeWX [eddiRg aVSYRd.
The mSSd iW gVeaX aW
Xhe] WTeed alSRg [ell
TaWX Xhe WTeed limiX, bYX
XheiV lS[ fSSd aRd limiXed
fYRdW cSYld be a laXeV
iWWYe. <

> ThiW TaiV Sf lSZeVW,
fSllS[iRg XheiV [eddiRg,
chSSWe XS WTlYVge SR a
hSRe]mSSR [iXh XheiV
W[eeX TeX biVdW. NSXhiRg
caR VYiR XheiV mSVale,
e\ceTX ma]be Xhe TVeXX]
bYX delicaXe mSXSVc]cle.<

>A WXSic XVYck dViZeV
decideW XS cVSWW Xhe
cSYRXV] [iXh SRe gSal iR
miRd- geX XS Xhe cSaWX fSV
a mYch Reeded ZacaXiSR.
AccYWXSmed XS Xhe iRW
aRd SYX Sf dViZiRg, Xhe]ƅVe
[ell eUYiTTed fSV Xhe
lSRg jSYVRe], bYX iX lSSkW
like gaW TViceW VSWe aX
jYWX Xhe [VSRg Xime...<

< END OF DA= 2 >



DA= 3: ENCO9N8ERS + I8EMS

05. MONS8ERS

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.

MONS8ER A88RIB98ES
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
● ?ATTACKA: ZalYe beX[eeR 6 aRd 10
● ?DODGEA: ZalYe beX[eeR 6 aRd 10
● ?HEALTHA: ZalYe beX[eeR 6 aRd 10

SPECIAL PO;ERS
> 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.

MONS8ERS

MONSTER NAME: FSSd PSiWSRiRg
● ?ATTACKA: 5
● ?DODGEA: 7
● ?HEALTHA: 5

SPECIAL PO;ERS: RSll a d6- if ]SY VSll a 1, deTleXe ]SYV [SANITY] b] 1
>MaiR aXXack: Oh RS, iX lSSkW like XhaX gaW WXaXiSR WYWhi [aWRƅX a gSSd idea afXeV all! RSll a d6 aRd add ]SYV
[HUNGER]-  if ]SY dSRƅX beaX Xhe FSSd PSiWiSRiRgƅW [ATTACK], deTleXe [HUNGER] b] 1.

MONSTER NAME: SleeT DeTViZaXiSR
● ?ATTACKA: 4
● ?DODGEA: 6
● ?HEALTHA: 5

SPECIAL PO;ERS: VSll 2 d6- dSYble SReW meaRW ]SYV [SANITY] deTleXeW b] 3.
>MaiR aXXack: ThVS[ back a VedbYll aRd XaTe ]SYV e]elidW STeR, ]SYƅll be ƻRe. RSll a d6 aRd add ]SYV
[SANITY]- if ]SY dSR'X beaX Xhe aXXack, deTleXe [SANITY] b] 1.

MONS8ER R9LES:
>MSRWXeVƅW al[a]W gS ƻVWX.
>STecial TS[eVW SRl] haTTeR SRce aX Xhe begiRRiRg Sf Xhe baXXle.
>MaiR aXXackW haTTeR afXeV all Tla]eVƅW XYVRW aVe ƻRiWhed.



06. 8RAPS

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

CONSEQ9ENCE: 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.

8RAPS

TRAP NAME: CaV BVeak. HS[ YRlYck]!
TEST:  RSll Xhe die. If Xhe RYmbeV iW eUYal XS SV belS[ ]SYV [CAT STATUS], ]SY caR ƻ\ Xhe caV. If RSX, WYbXVacX 1
fVSm ]SYV [CAR STATUS].

TRAP NAME: GifX ShST. A claWWic XSYViWX XVaT.
TEST: RSll Xhe die. If Xhe RYmbeV iW eUYal XS SV belS[ ]SYV [MONEY], ]SY caR VeWiWX Xhem XemTXaXiSR. If RSX,
WYbXVacX 1 fVSm ]SYV [MONEY].



07. I8EMS

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].

ATTRIB9TE BOOST: add +2 XS a WTeciƻc aXXVibYXe.
E\EQTPI: FlamiRg S[SVd: +2 XS [AXXack].

PO;ER: 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\EQTPI: 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.

I8EMS

ITEM NAME: GaW SXaXiSR
EFFECT: WhaX a WXVSke Sf lYck! EZeV]SRe addW 1 XS XheiV [CAR STATUS] aXXVibYXe.

ITEM NAME: HSXel
EFFECT: YSY cSme acVSWW a hSXel afXeV a lSRg da] SR Xhe VSad. S[aT a WXaX [iXh aRSXheV Tla]eVƅW WXaX Sf XhaX
X]Te.

I8EM R9LES:
>[ITEMS] caR be Tla]ed aR] Xime SYXWide Sf baXXle.

< END OF DA= 3 >



DA= 4: GAME MECHANICS

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:
● EWGETI: GeX XS a WTeciƻc RSSm SR Xhe MET. RemembeV XS

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

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

● FMRH: Pick YT a WTeciƻc IXIQ. 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.

LOSS 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:
;MR: All VSadW haZe beeR dViZeR SR aRd Xhe caVW aVViZe aX XheiV deWXiRaXiSR.
LSWI: T[S WXaXW SR SRe Sf Xhe caVW dVSTW belS[ 1.



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. SE89P
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 MO:E:
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 LOSE
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. SET9P
DSRe SRce aX Xhe begiRRiRg Sf Xhe game.
1WX: Each Pla]eV TickW SRe Sf Xhe fSYV ChaVacXeV RSleW. Pla]eVW all WXaVX SR Xhe bSXXSm lefX Sf Xhe bSaVd [heVe
Xhe VSad WXaVXW.
2RH: ShYƾe aRd WSVX Xhe MSRWXeV, TVaT, aRd TVeaWYVe caVdW iRXS XheiV VeWTecXiZe TileW.

2. PLA=ER T9RN
WhaX Xhe Tla]eVW dS SR XheiV XYVR. ReTeaX YRXil Xhe] WIN OR LOSE.

2.1. MO:E
1WX: MSZe XS Xhe Re\X Xile aRd Tick YT a caVd fVSm Xhe cSVVeWTSRdiRg Tile.
2RH: SXSVeW hSld [ITEMS].[ ITEMS] ma] be YWed aR] Xime SYXWide Sf baXXle.
3VH: PSXhSleW hSld [TRAPS]. Decide [hich Tla]eV WhSYld Tick YT Xhe caVd aRd fSllS[ Xhe cSRXeWX diVecXiSRW
4XL: OTeR VSadW haZe [MONSTERS]. CSRXiRYe XS 2.2 fSV cSmbaXe, elWe, VeTeaX mSZe acXiSR.

2.2 COMBAT
WheR Tla]eVW dViZe SR aR STeR VSad, cSmbaX WXaVXW. CSmbaX XakeW Tlace iR VSYRdW, [hich aVe SYXliRed belS[.
MSRWXeVW al[a]W gS ƻVWX, aRd Xhe Tla]eV baXXle SVdeV iW deXeVmiRed b] [CAR STATUS].

1WX: MSRWXIV TYVR: The [SPECIAL POWER] SYXliRed SR Xhe mSRWXeV caVd affecXW Xhe Tla]eVW ƻVWX. AfXeV XhaX, Xhe
Tla]eVƅW VSll a d6 aRd add Xhe WXaX iR Xhe diVecXiSRW SR Xhe caVd- if Xhe] VSll belS[ SV eUYal XS Xhe mSRWXeVƅW
[ATTACK], Xhe] lSWe 1 Sf Xhe WXaX WTeciƻed SR Xhe caVd.

2RH: PPE]IV TYVR: TS [ATTACK] a [MONSTER], Tla]eVW mYWX ƻVWX VSll a die- if Xhe RYmbeV iW abSZe Xhe
[MONSTER]ƅW [DODGE] WXaX, Xhe] ma] XheR [ATTACK]. SYbXVacX Xhe WXaX XhaX Xhe [MONSTER] affecXW fVSm Xhe
mSRWXeVW [HEALTH].

3VH: ERHMRK CSQFEX: If Xhe [MONSTER]haW mSVe XhaR 0 [HEALTH], ReXYVR XS Xhe ƻVWX WXeT. ElWe cSmbaX eRdW. If
Xhe [MONSTER] haW 0 [HEALTH] VemSZe Xhe [MONSTER] CaVd. If a Tla]eVƅW affecXed WXaX dVST XS 0, Xhe] aVe
YRable XS cSRXiRYe iR baXXle. If X[S Sf a Tla]eVƅW WXaXW dVST XS 0, baXXle eRdW aRd Xhe game iW lSWX.

4. ;IN OR LOSE
If eiXheV Sf Xhe fSllS[iRg XakeW Tlace, Xhe game eRdW:
;MR: All VSadW haZe beeR dViZeR SR aRd Xhe Tla]eVW aVViZe aX Xhe [eddiRg.
LSWI: AX leaWX SRe chaVacXeV haW 2 WXaXW dVST belS[ 1.



GAMESPACE

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

All caVW mSZe SR Xhe bSaVd aX Xhe Wame Xime. WheR iR baXXle, Xhe caV [iXh Xhe higheWX [CAR STATUS] mSZeW ƻVWX.
WheR eRcSYRXeViRg a [MONSTER], Xhe [MONSTER] al[a]W [ATTACKS] ƻVWX, fSllS[ed b] Xhe Tla]eVW iR SVdeV Sf
gVeaXeWX [CAR STATUS] XS lS[eWX.



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.

ELEMEN8S 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.

AWWMKRQIRX: 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 R9LES:
> 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 R9LES:
> 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 R9LES:
> The maT iW WTliX iRXS Wi\ WecXiSRW, SRe fSV each caVd fVSm Xhe [MONSTERS], [ITEMS], aRd [TRAPS]. WheR Xhe
Tla]eVW laRd SR SRe Sf Xhe WTaceW, Xhe] TYll a caVd fVSm Xhe cSVVeWTSRdiRg cSlSV WXack Sf eiXheV [MONSTERS],
[ITEMS], SV [TRAPS].

DOOR / CONNECTOR R9LES:
> The Tla]eVW caR SRl] fSllS[ Xhe TaXh SR Xhe maT aRd caRRSX WXVa] fVSm Xhe VSad. The] all gS Xhe Wame
diVecXiSR.

SPECIFIC ROOMS:
1. RSSQ NEQI

> DeWeVX MiVage
2. RSSQ NEQI

> DYWX] SXSVe
3. RSSQ NEQI

> FalleR TVee
4. RSSQ NEQI

> RYR DS[R ShST
5. RSSQ NEQI

> MaWWiZe BSYldeV
6. RSSQ NEQI

> GVaWW] PSXhSle

< END OF DA= 4 >


