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Character Card Front 1 Character Card Front 2

Character Card Front 3

Hp 9 / ACC 10 / ARM 5 / SPI 4

Bo “El Cazador” Garcia

Bo “El Cazador” Garcia is a convict from 
the states. He was in the military and was 
hired as security by the doctor. His 
parents are from Ecuador but he has not 
spent any time there. He now works as a 
mercenary selling his protection to the 
highest bidder.

Santiago Guzman

Santiago Guzman is an Ecuadorian who 
has lived there all his life. He has 
always been in the church and is a 
shaman of sorts. He is looking for El 
Diablo on his own spiritual quest.
ForeSight - He can See where El Diablo 
is Every 3 turns

Hp 7 / ACC 5 / ARM 3 / SPI  10

Dr. Boman

Hp 8 / ACC 4/ ARM 10 / SPI  2
Doctor Boman is an American archaeolgistwho  
is s trying to find the next big breakthrough.  
He put together the group to help him find 
something that will make the science community 
respect him. He is very smart and has deep 
pockets but has no combat ability.

MedKit- The docotr  can heal1Hp  to anyone  at 
the expense of losing one 1hp to himself



5

C
H

A
R

A
C

T
ER

 C
A

R
D

S 
—

 B
A

C
K

Character Card Back 2 Character Card Back 1
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Monster Card Front 1 Monster Card Front 2

Monster Card Front 3 Monster Card Front 4

El Toro 

Hp 15 / ACC 14 / ARM  
POWER RAM: If the player rolls 2d6 and gets 
less than a 4, the Bull may hit the character a 
second time. If they roll a 10, the bull does 
double the damage on the hit.

EL Diablo [I]
Hp 16/ ACC 18 / ARM  20 

Inferno: If the player rolls 2d6 and 
gets two sixes, El Diablo deals one more 
hp with his hit.

EL Diablo [II]
Hp 17 / ACC 19 / ARM  17 

Inferno II: If the player rolls 2d6 and 
gets two sixes, El Diablo deals twomore 
hp with his hit.

EL Diablo [III]
Hp 16 / ACC 20/ ARM  14 

Inferno III : If the player rolls 2d6 
and gets two sixes, El Diablo deals three 
more hp with his hit.
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Item or Trap Card Front 1 Item or Trap Card Front 2

Item or Trap Card Front 3 Item or Trap Card Front 4

Health  Remedy

EFFECT: This item gives the person that 
has it, the power to heal a character. 1d3 
determines how much you gain.

SLEEP GAS GUN

EFFECT: The player that has this item, may 
choose a stat to decrease from the monster 
they are fighting. 1d3 determines how much you 
can decrease the stat.

Body Armour

EFFECT: This item increases the armor of 
the player that has it. 1d3 determines 
how much you gain.

Helmet

EFFECT: This item increases the armor of 
the player that has it. 1d3 determines 
how much you gain.
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Item or Trap Card Back 2 Item or Trap Card Back 1

Item or Trap Card Back 4 Item or Trap Card Back 3
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Item or Trap Card Front 5 Item or Trap Card Front 6

Item or Trap Card Front 7 Item or Trap Card Front 8

DUal Revolvers 

EFFECT: This item increases the accuracy 
of the player that has it. 1d3 determines 
how much you gain.

EFFECT:  This item increases the 
spirituality of the player that has it. 
1d3 determines how much you gain.

TOTEM 

EFFECT: The player that has this item, may 
choose a stat to decrease from the monster 
they are fighting. 1d3 determines how much you 
can decrease the stat.

Tranq  Rifle The  Book 

EFFECT:  This item increases the 
spirituality of the player that has it. 
1d3 determines how much you gain.
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Item or Trap Card Back 6 Item or Trap Card Back 5

Item or Trap Card Back 8 Item or Trap Card Back 7
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Item or Trap Card Front 9 Item or Trap Card Front 10

EFFECT: This item gives the person that 
has it, the power to heal a character. 1d3 
determines how much you gain.

Med Kit The Black Hand

TEST: If the player that gets the card has 
less than 5 hp, the card takes effect.

CONSEQUENCE: If the character does not 
meet the cards requirement, it will be 
trapped by hand and lose 1 turn.
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Start Base

Mountains

MountainsJunglePueblo

City

Jungle

Cathedral

Beach

Map De Ecuador Guide De Ecuador

Mountains

Mountains

Jungle

Jungle
The Base

Cathedral De Diablo

The City

The bEach

EL Pueblo

MAP RULES:
El Diablo starts at the Cathe�
dral.
The players start at the base.
The players must move together.

DOOR / CONNECTOR RULES:
You can only move between rooms 
that have a connector joining 
them.

SPECIFIC ROOMS:
Start Base 
> Any combat in the Start Base 
will give the players an advan�
tage
Jungle
> If you enter the Jungle, you 
pick an item card
Jungle
> If you enter the Jungle, you 
pick an item card
Beach 
> When you enter the Beach, since 
the altitude is less, which 
increases oxygen,  you get +1 hp
Mountains 
> If you enter the Mountains, you 
pick an item card
Mountains 
> If you enter the Mountains, you 
pick an item card
Pueblo 
> Once you enter the Pueblo, you 
can swap one of your item cards 
for a new random one.
Ciudad 
> When you enter the Ciudad you 
roll a dice to decide if the 
black hand appears. If you get 1 - 
3 on 1d6, it doesn't if you get 4 - 6, 
it does
Cathedral 
> If you fight El Diablo in the 
Cathedral, he gets an advantage. 
As soon as you enter it, wether El 
Diablo is in the cathedral or 
not, the players unlock  El 
Ladrillo de Cantuna

Courtesy of Board of 
Tourism de Ecuador



DA= 1: PREMI7E PeXeV SanfoVd, LYciano SolineW

đĒı GAME TITLE Dia de Diablo

02. PREMI7E
WhaX iW ]oYV game aboYX? YoYV TVemiWe WhoYld inclYde:

;HA8 =O9ƅRE ALL IN7PIRED B=:
TheWe gameW can be inWTiVed b] ]oYV life, kno[ledge, and
e\TeVienceW. ThingW ]oYƅZe heaVd aboYX, leaVned aboYX, Vead
aboYX. FYXYVeW, TaWXW, TVeWenXW ]oY mighX [anX Xo WTecYlaXe on.
ThingW XhaX faWcinaXe ]oY. PVemiWeW foV XhiW claWW WhoYldnƅX be
baWed on Womeone elWeƅW WXoV], oV ƻX [iXhin an e\iWXing TVoTeVX]
oV genVe.

D9NGEON:
WheVe iW ]oYV game WeX? IX'll helT infoVm Xhe oXheV choiceW in ]oYV
game. YoYƅll make a Map of iX laXeV. A dYngeon coYld be:

● A ShoTTing Mall
● The InXeVnaXional STace SXaXion
● A famil] gaXheVing

CHARAC8ER7:
Who ]oYV Tla]eVW Tla] aW. The] mighX be:

● FeYding Famil] MembeVW
● The ƻVWX animalW in STace
● KidW on bikeW.

YoYV ChaVacXeVW [ill all ƻll diffeVenX VoleW called a Character Role.
TheWe VoleW [ill be deƻned b] XheiV diffeVenX Attributes.

8HE GOAL:
ThiW iW [haX ]oYV chaVacXeVW [ill [oVk XogeXheV Xo achieZe Xo [in
Xhe game. Pick one goal. IX WhoYld VelaXe Xo one of Xhe oXheV
mechanicW in ]oYV game. YoYV Goal mighX be:

● Escape: GeX Xo a WTeciƻc aVea of Xhe Map
● Sla]: DefeaX a WTeciƻc BoWW Monster
● Find: Pick YT a WTeciƻc Item

ASSIGNMENT: WViXe 2-3 WenXenceW foV ]oYV PVemiWe. InclYde
[haX ]oYƅVe inWTiVed b], [haX Xhe DYngeon iW, [ho Xhe Pla]eV
ChaVacXeVW [ill be, and [haX XheiV Goal iW.

PREMI7E
> A ]oYng AVchaeologiWX [ho dVeamW of foVXYne and fame TYX XogeXheV a gVoYT Xo ƻnd Xhe ne\X big Wcience
bVeak. He ZenXYVeW Xo EcYadoV, a Tlace [iXh folk XaleW oldeV Xhan iXWelf. HiW goal iW Xo hYnX and caTXYVe XheWe
cVeaXYVeW XhaX YWed Xo be fable. He [anXW Xo TVoZe Xhe link beX[een WTiViXYaliX] and Wcience. The gVoYT conWiWXW
of Xhe DocXoV, The  MeVcenaV] and The EldeV. Each haW WXVengXhW beXXeVing Xhe chanceW of Xhe gVoYT. The
moYnXainW and TYebloW of EcYadoV TVoZide Xhe TeVfecX hYnXing gVoYndW foV Xhe Xeam. IX iW beaYXifYl and m]WXic
bYX elYWiZel] dangeVoYW. The goal iW Xo YWe Xhe adZanced aVWenal and inXelligence of Xhe Xeam Xo caTXYVe El
Diablo and TVoZe Xo Xhe [oVld ho[ cloWe [e aVe Xo Xhe WTiViXYal [oVld.

< END OF DA= 1 >



DA= 2: PLA=ER CHARAC8ER7

03. A88RIB98E7

;HA8 ARE A88RIB98E7:
AXXVibYXeW aVe UYaliXieW of ]oYV chaVacXeVW abWXVacXed do[n Xo a
nYmbeV. The] mighX be XhingW like SXVengXh oV STeed. HeVe [eƅZe
named Xhe e\amTle aXXVibYXeW afXeV [haX Vole Xhe]ƅll ƻll in ]oYV
game, bYX ]oY WhoYld VeTlace Xhem [iXh XhingW XhaX make WenWe
baWed on ]oYV game. So if ]oY [eVe making a game aboYX a
feYding famil], AXXack mighX become GoWWiT, oV if ]oY [eVe
making a game aboYX a bank VobbeV], Dodge mighX be RYn.

;HA8 DO 8HE= DO:
AXXVibYXeW aVe Xhe coVe mechanic of ]oYV game. The] make Xhe
Tla]eV chaVacXeVW and Xhe monWXeVW Xhe]ƅll ƻghX Tla] diffeVenXl].
The] alWo indicaXe [haX acXionW ]oYƅll Xake in ]oYV game.

E<AMPLE ARRA=7:

A fantas] adventure game:
● [AXXack] = SXVengXh
● [Dodge] = De\XeViX]
● [HealXh] = GViX
● [FVee AXXVibYXe] = Magic

An Animal Game:
● [AXXack] = BiXe
● [Dodge] = RYn
● [HealXh] = TiVedneWW
● [FVee AXXV.] = STecieW

A Spelunking Game:
● [AXXack] = GVab
● [Dodge] = Hold
● [HealXh] = HYngeV
● [FVee AXXVibYXe] = LighX

A Social Game:
● [AXXack] = GoWWiT
● [Dodge] = IgnoVe
● [HealXh] = Cool
● [FVee AXXVibYXe] = SecVeXW

ASSIGNMENT: Come YT [iXh ]oYV aXXVibYXeW. ReTlace [AXXack],
[Dodge], and [HealXh] [iXh nameW of ]oYV o[n. ]oY can YWe ƄFind
and ReTlaceƅ Xo Vename Xhem acVoWW XhiW [hole docYmenX. Then
[ViXe a [FVee AXXVibYXe]  XhaX ƻXW ]oYV game. ReTlace an] Xe\X in
black, keeT an] Xe\X in Tink. HeVe iW Xhe foVmaX:

00. ATTRIBUTE NAME
FLAVOR: ThiW iW [heVe ]oY e\Tlain [haX Xhe AXXVibYXe
VeTVeWenXW. Like: UWe GoWWiT Xo WTVead VYmoVW.
CORE MECHANIC: ThiW iW ho[ Xhe aXXVibYXe [oVkW in game.
OTHER MECHANICS: TheWe aVe oXheV XhingW ]oYƅll YWe Xhe
aXXVibYXe foV in ]oYV game. When ]oY [ViXe a ne[ game
mechanic make WYVe Xo come back heVe and add iX.

Ɣ MECHANIC NAME: ThiW iW foV addiXional YWeW of
Xhe aXXVibYXe, like YWing WXVengXh Xo climb oZeV
obWXacleW.

A88RIB98E7

01. ACCURACY
FLAVOR: AccYVac] deXeVmineW Xhe TVoƻcienc] [iXh [eaTonW
CORE MECHANIC: If Xhe accYVac] e\ceedW Xhe MonWXeVW dodge iX iW a gYaVanXeed hiX. if Xhe accYVac] iW
lo[eV, Voll a d6 - iX onl] hiXW if Xhe dice VeWYlX iW a 4 oV aboZe .

02. ARMOR
FLAVOR: AVmoV DeXeVmineW ]oYV chaVacXeV'W VeWiWXance fVom ho[ WXVong XheiV aVmoV iW.
CORE MECHANIC: VeVWYW TeWX [AVmoV]. If ]oY geX YndeV a monWXeVƅW [AXXack] Xake 1 damage.

03. HEALTH POINTS
FLAVOR: HealXh PoinXW deXeVmine ho[ mYch healXh ]oYV chaVacXeV haW.
CORE MECHANIC: WheneZeV ]oY Xake damage WYbXVacX 1 [healXh ToinXW] if ]oY Veach ^eVo WomeXhing
haTTenW...
OTHER MECHANICS:

Ɣ ZERO HEALTH: > The Pla]eV iW dead and oYX of Xhe game. The onl] [a] Xo be VeZiZed iW b] a
chaVacXeV [iXh a WTiViXYaliX] of 6 oV higheV; Xhe] mYWX YWe XheiV XYVn Xo caWX Revive if Xhe] Voll a 5
oV a 6 a chaVacXeV can be bVoYghX back.

04. SPIRITUALITY
FLAVOR: STiViXYaliX] deXeVmineW Xhe chaVacXeV'W connecXion [iXh Xhe deZil and XheiV abiliX] Xo YWe WTellW and
magic.
CORE MECHANIC: ThiW iW a WeX abiliX] [hich can be YTgVaded b] killing monWXeVW afXeV killing a monWXeV
]oYV WTiViXYaliX] [ill incVeaWe b] one leXXing ]oY YWe moVe WTellW.
Spells:

Ɣ Revive : If a chaVacXeV iW dead an]one [iXh a 6 oV gVeaXeV STiViXYaliX] ma] YWe XheiV XYVn Xo Voll a
d6 if Xhe] Voll a 5 oV a 6 Xhe] can bVing Xhe chaVacXeV back fVom Xhe dead. B] adding hT.

Ɣ Call of the Black Hand : If a chaVacXeV ToWeW a WTiViXYaliX] of 7 oV moVe Xhe] can caWX a call of Xhe
black hand XhiW allo[W ]oY Xo aXXack a monWXeV b] Volling a d6. YoYV dice VeWYlX iW Xhe damage of
Xhe aXXack can onl] be YWed once eZeV] 5 XYVnW.

Ɣ Ladrillo de Cantuna : If a chaVacXeV ToWeW a WTiViXYaliX] of 3 oV moVe Xhe] ma] caWX XhiW abiliX]
dealing 3 damage Xo an] enem] afXeV an accYVac] dice iW Volled iX ho[eZeV dealW doYble damage
Xo el diablo. IX can onl] be YWed once eZeV] 5 XYVnW.



04. CHARAC8ER7

Pla]eV chaVacXeVW in dYngeon cVa[leVW haZe diffeVenX VoleW. ThiW
meanW XhaX Pla]eVW Tla]ing Xhe chaVacXeVW haZe a diffeVenX
e\TeVience Tla]ing Xhe game and diffeVenX WXVaXegieW Xo helT XheiV
Xeam achieZe ZicXoV]. TheWe VoleW aVe diffeVenXiaXed b] giZing
chaVacXeVW diffeVenX ZalYeW foV XheiV AXXVibYXeW.

A77IGNING A88RIB98E7:
When ]oYƅVe aWWigning aXXVibYXeW Xo ]oYV chaVacXeVW, haZe a good
mi\ of WXVengXhW and [eakneWWeW foV each chaVacXeV. DonƅX make
one chaVacXeV beXXeV oV [oVWe Xhan all Xhe oXheVW.

ASSIGNMENT: Pick a Vole foV ]oYV 3 ChaVacXeVW. Then DiWXVibYXe
XheiV aXXVibYXeW. All Attributes should be a value between 1 and 4
[including 1 and 4]. AW XhiW [ill mean XhaX eZen Xhe beWX
chaVacXeVW haZe a chance Xo fail WXaXic XeWXW.

CHARAC8ER7

Dr. Boman Bo ƈEl Ca^adorƉ Garcia Santiago Gu^man

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[HealXh PoinXW] 8 [HealXh PoinXW] 9 [HealXh PoinXW] 7

[AccYVac]] 4 [AccYVac]] 10 [AccYVac]] 5

[AVmoV] 10 [AVmoV] 5 [AVmoV] 3

[STiViXYaliX]] 2 [STiViXYaliX]] 4 [STiViXYaliX]] 10

DocXoV Boman iW an AmeVican
aVchaeologiWX [ho iW XV]ing Xo ƻnd
Xhe ne\X big bVeakXhVoYgh. He TYX
XogeXheV Xhe gVoYT Xo helT him ƻnd
WomeXhing XhaX [ill make Xhe
Wcience commYniX] VeWTecX him.
He iW ZeV] WmaVX and haW deeT
TockeXW bYX haW no combaX abiliX].

Bo ƈEl Ca^adoVƉ GaVcia iW a conZicX
fVom Xhe WXaXeW. He [aW in Xhe
miliXaV] and [aW hiVed aW WecYViX]
b] Xhe docXoV. HiW TaVenXW aVe fVom
EcYadoV bYX he haW noX WTenX an]
Xime XheVe. He no[ [oVkW aW a
meVcenaV] Welling hiW TVoXecXion Xo
Xhe higheWX biddeV.

SanXiago GY^man iW an EcYadoVian
[ho haW liZed XheVe all hiW life. He
haW al[a]W been in Xhe chYVch and
iW a Whaman of WoVXW. He iW looking
foV El Diablo on hiW o[n WTiViXYal
UYeWX.
ForeSight - If SanXiago GY^man
VollW 3 oV leWW, he ma] chooWe
[heVe El Diablo goeW ne\X on Xhe
maT.

< END OF DA= 2 >



DA= 3: ENCO9N8ER7 + I8EM7

05. MON78ER7

MonWXeVW aVe [haX [eƅVe going Xo call [haXeZeV XhingW ]oYƅVe
encoYnXeVing and WXVYggling againWX. The] coYld be ViZal Vace caV
dViZeVW oV angV] WhoTkeeTeVW XhaX donƅX like ]oYV miWchief. The]
coYld alWo be non-liZing obWXacleW if Xhe]ƅVe Xhe main Xhing ]oY
WXVYggle againWX, like cliffW in a climbing game, oV comTlicaXed
machineW in a VeTaiVing game.

MonWXeVW aVe going Xo haZe an [AXXack] ZalYe, a [Dodge] ZalYe,
and a [HealXh] ZalYe, jYWX like ]oYV Tla]eV chaVacXeVW. Ho[eZeV,
Ynlike ]oYV Tla]eVW, XheWe ZalYeW donƅX haZe a dice Voll added Xo
Xhem, Xhe]ƅVe WXaXic ZalYeW.

MON78ER A88RIB98E7
ATTACK AND DODGE: A MonWXeVƅW [AXXack] ZalYe and [Dodge]
ZalYe WhoYld be beX[een 6 and 10, aW FailWafe meanW ]oYƅll
al[a]W haZe a chance Xo hiX.

HEALTH: A MonWXeVW HealXh WhoYld noVmall] be higheV Xhan a
ChaVacXeVƅW healXh aW ]oYV ChaVacXeV'W can ƻghX Xhem XogeXheV.

SPECIAL: NoVmall] ]oYV gameƅW [FVee AXXVibYXe] [ill be Tla]eV
facing. Meaning XhaX monWXeVW [onƅX need one. InWXead ]oY coYld
giZe ]oY monWXeVW mYlXiTle aXXackW, oV a WTecial aXXack XhaX
DamageW all ChaVacXeVW on a failed SXaXic TeWX.

ASSIGNMENT: AWWign aXXVibYXeW foV X[o monWXeVW. Then add an]
WTecial To[eVW Xhe monWXeVW mighX haZe. HeVe iW Xhe foVmaX:

MONSTER NAME
● [ATTACK]: ZalYe beX[een 6 and 10
Ɣ [DODGE]: ZalYe beX[een 6 and 10
Ɣ [HEALTH]: ZalYe beX[een 6 and 10

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

OTXionall] add an] geneVal VYleW foV monWXeVW. FoV e\amTle if all
monWXeVW haZe a Vandom chance Xo dVoT XVeaWYVe [hen ]oY
defeaX Xhem, ]oY [oYld WTecif] XhaX YndeV MonWXeV RYleW.

MON78ER7

El Diablo (Stage 1)
● [ACCURACY]: 18
Ɣ [ARMOR]: 20
Ɣ [HEALTH]: 16

SPECIAL POWERS
> Inferno: If Xhe Tla]eV VollW 2d6 and geXW X[o Wi\eW, El Diablo dealW one moVe damage [iXh hiW hiX.

El Diablo (Stage 2)
● [ACCURACY]: 19
Ɣ [ARMOR]: 18
Ɣ [HEALTH]: 17

SPECIAL POWERS
> Inferno II: If Xhe Tla]eV VollW 2d6 and geXW X[o Wi\eW, El Diablo dealW 2 moVe damage  [iXh hiW hiX. If Xhe]
Voll one Wi\, El Diablo dealW one moVe damage [iXh hiW hiX.

El Diablo (Stage 3)
● [ACCURACY]: 20
Ɣ [ARMOR]: 16
Ɣ [HEALTH]: 18

SPECIAL POWERS
> Inferno III: If Xhe Tla]eV VollW 2d6, and geXW X[o Wi\eW, El Diablo dealW 3 moVe damage [iXh hiW hiX. If Xhe]
geX one Wi\, El Diablo dealW 2 moVe damage [iXh hiW hiX.

The Bull
● [ACCURACY]: 14
Ɣ [ARMOR]: 11
Ɣ [HEALTH]: 15

SPECIAL POWERS
> POWER RAM: If Xhe Tla]eV VollW 2d6 and geXW leWW Xhan a 4, Xhe BYll ma] hiX Xhe chaVacXeV a Wecond Xime.
If Xhe] Voll a 10, Xhe bYll doeW doYble Xhe damage on Xhe hiX.



06. 8RAP7

TVaTW aVe oXheV obWXacleW XhaX ]oY mighX encoYnXeV. InWXead of
ƻghXing Xhem like a MonWXeV. YoY noVmall] XeWX Xo diWable oV aZoid
Xhem. If ]oY fail ]oY Xake a debiliXaXing effecX. TheWe mighX be HoX
LaZa, A TVaWh ComTacXoV, oV A SecYViX] CameVa.

8RAP MECHANIC7
STATIC TEST: Pick an aXXVibYXe foV a SXaXic TeWX, if Xhe XeWX failW,
Xhe Tla]eV chaVacXeVW all Xake a conWeUYence.

CONSEQUENCE: A conWeUYence of failing Xhe XeWX on a XVaT
mighX be a d3 damage Xo healXh. OV 1 damage Xo Vandom
aXXVibYXe.

ASSIGNMENT: WViXe 1 XVaT Xo Xhe lefX, Tick a XeWX, and [ViXe a
conWeUYence foV failYVe.

8RAP7

Black Hand
TEST: If Xhe Tla]eV XhaX geXW Xhe caVd haW leWW Xhan 5 hT, Xhe caVd XakeW effecX.

CONSEQUENCE: If Xhe chaVacXeV doeW noX meeX Xhe caVdW VeUYiVemenX, iX [ill be XVaTTed b] hand and loWe 1 XYVn.



07. I8EM7

IXemW aVe an] objecXW ]oYV chaVacXeVW coYld Xake caVV] and YWe.
NoVmall], Xhe]ƅll add a ZalYe Xo one of ]oYV chaVacXeVƅW aXXVibYXeW.
FigYVing oYX [hich chaVacXeV WhoYld Xake [haX IXemW iW a ToinX of
WXVaXeg] foV ]oYV Tla]eVW. IXemW like XhiW mighX be a Flaming
S[oVd oV InZiWible AVmoV, bYX Veall] an]Xhing coYld be an iXem
baWed on Xhe conXe\X of ]oYV game. If ]oYV game iW aboYX
Wociali^ing in a bVeakVoom, a good iXem mighX be a NoZelX] MYg
oV an EWTVeWWo ShoX.

OTXionall] an iXem ma] inWXead gVanX a WTecial To[eV. ThiW mighX
be a WTell, oV jYWX a moVe comTle\, ViWk], oV WelecXiZel] YWed iXem.
In Xhe e\amTleW belo[ a Ƽaming W[oVd iW YWed foV boXh, Xo Who[
ho[ Xhe effecXW of Xhe Wame iXem coYld be aTTVo\imaXed eiXheV
[a].

ATTRIBUTE BOOST: add +2 Xo a WTeciƻc aXXVibYXe.
E\ample: Flaming S[oVd: +2 Xo [AXXack].

POWER: SXaXic XeWX a WTeciƻc aXXVibYXe Xo gVanX a laVgeV bonYW on
a Wingle XeWX, if Xhe To[eV iW ZeV] To[eVfYl ]oY ma] [anX Xo haZe a
conWeUYence foV failYVe.
E\ample: Flaming S[oVd: SXaXic TeWX HealXh. SYcceWW: +1d3
[AXXack] and damage on ne\X aXXack. FailYVe: -1 [HealXh].

ASSIGNMENT: WViXe 1 iXem and iXƅW effecXW Xo Xhe VighX.

I8EM7

POTION (HEALTH)
EFFECT: ThiW iXem giZeW Xhe TeVWon XhaX haW iX, Xhe To[eV Xo heal a chaVacXeV. Gain 1d3 hT.

TOTEM (SPIRIT)
EFFECT:  ThiW iXem incVeaWeW Xhe WTiViXYaliX] of Xhe Tla]eV XhaX haW iX. 1d3 deXeVmineW ho[ mYch ]oY gain.

SLEEP GAS GUN (ACCURACY)
EFFECT: The Tla]eV XhaX haW XhiW iXem, ma] chooWe a WXaX Xo decVeaWe fVom Xhe monWXeV Xhe] aVe ƻghXing. 1d3
deXeVmineW ho[ mYch ]oY can decVeaWe Xhe WXaX.

HELMET (ARMOR)
EFFECT: ThiW iXem incVeaWeW Xhe aVmoV of Xhe Tla]eV XhaX haW iX. 1d3 deXeVmineW ho[ mYch ]oY gain.

BULLET PROOF VEST (ARMOR)
EFFECT: ThiW iXem incVeaWeW Xhe aVmoV of Xhe Tla]eV XhaX haW iX. 1d3 deXeVmineW ho[ mYch ]oY gain.

NET GUN  (ACCURACY)
EFFECT: ThiW iXem incVeaWeW Xhe accYVac] of Xhe Tla]eV XhaX haW iX. 1d3 deXeVmineW ho[ mYch ]oY gain.

MED KIT  (HEALTH)
EFFECT: ThiW iXem incVeaWeW Xhe healXh of Xhe Tla]eV XhaX haW iX. 1d3 deXeVmineW ho[ mYch ]oY gain.

DUAL PISTOLS  (ACCURACY)
EFFECT: ThiW iXem incVeaWeW Xhe accYVac] of Xhe Tla]eV XhaX haW iX. 1d3 deXeVmineW ho[ mYch ]oY gain.

BIBLE (SPIRIT)
EFFECT: ThiW iXem incVeaWeW Xhe WTiViXYaliX] of Xhe Tla]eV XhaX haW iX. 1d3 deXeVmineW ho[ mYch ]oY gain.

TRANQ GUN  (ACCURACY)
EFFECT: ThiW iXem incVeaWeW Xhe accYVac] of Xhe Tla]eV XhaX haW iX. 1d3 deXeVmineW ho[ mYch ]oY gain.

I8EM R9LE7:
All iXemW eiXheV incVeaWe oV decVeaWe a WXaX.

< END OF DA= 3 >



DA= 4: GAME MECHANIC7

08. :IC8OR= CONDI8ION

VicXoV] condiXionW aVe [haX Xhe Tla]eVW need Xo achieZe Xo [in Xhe
game. YoYƅll Tick one ZicXoV] condiXion. Go back Xo ]oYV PVemiWe,
ho[ can ]oY ƻX Xhe ZicXoV] condiXion fVom ]oYV TVeWence in [iXh
Xhe mechanicW ]oYƅZe alVead] come YT [iXh. Some e\amTleW
mighX be:
● Escape: GeX Xo a WTeciƻc Room on Xhe Map. RemembeV Xo

noXe XhaX aVea on ]oYV maT.
● Sla]: DefeaX a WTeciƻc BoWW Monster. RemembeV Xo noXe

[heVe XhaX MonWXeV iW Tlaced aX Xhe WXaVX. And Xo make iX
XoYgheV Xhan ]oYV monWXeVW.

● Find: Pick YT a WTeciƻc Item. RemembeV Xo noXe [heVe iX iW
Tlaced on ]oYV maT.

YoY can alWo combine XheWe. FoV e\amTle, ]oY mighX need Xo
bVing an IXem Xo a STeciƻc Voom. OV defeaX a monWXeV [iXh an
iXem.

LO77 CONDI8ION:
OTXionall], ]oY coYld haZe a condiXion XhaX caYWeW Xhe Pla]eVW Xo
loWe. FoV e\amTle, a XYVn XimeV XhaX XickW do[n afXeV each XYVn. OV
a limiX foV ho[ man] XimeW ]oY can VeXVeaX fVom a MonWXeV.

ASSIGNMENT: ReTlace oV AlXeV XheWe condiXionW foV [inning and
loWing. Make WYVe ]oY e\Tlain Xhe mechanicW of an]Xhing ]oY
add. FoV e\amTle if ]oY had a XYVn XimeV Xo coYnX do[n YnXil Xhe
Pla]eVW loWe, VemembeV Xo inclYde [hen iX coYnXW do[n, and ho[
man] XYVnW iX WXaVXW [iXh.

:IC8OR= CONDI8ION

If eiXheV of Xhe follo[ing XakeW Tlace, Xhe game endW:
Win: El Diablo haW been defeaXed.
Lose: All ChaVacXeVW haZe 0 [HealXh] AX Xhe Wame Xime.



09. ORDER OF PLA=

No[ XhaX ]oYƅZe made moWX of Xhe elemenXW of ]oYV game. YoY
can Xie iX all XogeXheV and alXeV an] of Xhe VYleW TVeWenXed aX Xhe
beginning of ]oYV docYmenX Xo ƻX ]oYV game.

1. 7E89P
ThiW iW [heVe an] VYleW fVom befoVe Xhe game [oYld go. Like ho[
Xo Tlace caVdW on Xhe maT. AVe Xhe] face YT, face do[n, eXc.

2. PLA=ER 89RN
ThiW WecXion iW [heVe ]oY e\Tlain [haX Xhe Tla]eV chaVacXeVW can
do on XheiV XYVn.

2.1 MOVE:
WheVe ]oY e\Tlain ho[ Tla]eVW moZe.

2.2 COMBAT:
WheVe ]oY e\Tlain ho[ combaX haTTenW.

3. END OF 89RN
HeVe iW [heVe ]oY liWX an]Xhing XhaX haTTenW once Xhe Tla]eVƅW
XYVn endW. FoV e\amTle, moZing monWXeVW, dVa[ing ne[ monWXeVW,
oV coYnXing Xo do[n a XYVn a coYnXeV XhaX endW Xhe game.

4. ;IN OR LO7E
HeVe iW [heVe ]oYƅd TYX Xhe Tla]eV'W goal and an] XeWXW Xhe] need
Xo achieZe iX. OTXionall] ]oY mighX haZe a loWW condiXion aW [ell,
foV e\amTle, Xhe O\]gen coYnXeV VeacheW ^eVo OR All chaVacXeVW
Veach 0 healXh. COPY THIS PART FROM THE PREVIOUS SECTION.

ASSIGNMENT: AlXeV and Add Xo XheWe VYleW aW ]oY Wee ƻX. Look
XhVoYgh ]oYV docYmenX and bVing an] neceWWaV] VYleW heVe.
PleaWe  highlighX an] changeW. PleaWe ediX oV VeTlace an] Xe\X in
BLACK, TleaWe donƅX VeTlace an] Xe\X in PINK.

ORDER OF PLA=

1. SETUP
Done once aX Xhe beginning of Xhe game.
1st: Each Pla]eV TickW one of Xhe XhVee ChaVacXeV RoleW. MaVk [heVe Xhe Tla]eVW aVe in Xhe Voom labeled [Pla]eV
SXaVX].
2nd: NoXe MonWXeV, TVaT, and TVeaWYVe locaXionW on XheiV noXed [SXaVXing RoomW].

2. PLAYER TURN
WhaX Xhe Tla]eVW do on XheiV XYVn. ReTeaX YnXil Xhe] WIN OR LOSE.

2.1. MOVE
1st: If an] ChaVacXeV haW 0 [HealXh], Xhe] cannoX moZe. If all ChaVacXeVW haZe aX leaWX 1 [HealXh], Xhe] mYWX moZe.
2nd: The Pla]eVW decide collecXiZel] [hich AdjacenX Room XheiV ChaVacXeVW MoZe Xo. MoZe XheiV caVdW Xo XhaX
Voom.
3rd: If Xhe Room conXainW a TVaT, Voll Xhe TeWX indicaXed on Xhe TVaT caVd and Xake an] negaXiZe effecXW foV XhoWe
[ho fail. KeeT Xhe TVaT on Xhe boaVd.
4th: If Xhe Voom conXainW an IXem, Xhe Pla]eVW decide collecXiZel] [hich of XheiV chaVacXeVW [ill caVV] and YWe
XhaX iXem. RemoZe iX fVom Xhe BoaVd. An] Xime Xhe] MoZe Xhe] ma] W[iXch [hich chaVacXeV iW caVV]ing Xhe IXem.
5th: If Xhe Voom conXainW a MonWXeV, conXinYe Xo 2.2 CombaX. ElWe, TVoceed Xo end of XYVn.

2.2 COMBAT
When Tla]eVW aVe in Xhe Same Voom aW a MonWXeV, combaX WXaVXW. CombaX XakeW Tlace in VoYndW, [hich aVe
oYXlined belo[. E\ceTX if Pla]eVƅW Xake Xhe Heal SXance, Xhe] can al[a]W aXXemTX Xo deal 1 Damage Xo a MonWXeV
each RoYnd.

1st: Pla]er Stances: Pla]eVW Tick XheiV WXanceW. ChooWe 1 foV each chaVacXeV fVom Xhe liWX belo[:
● Aggressive: VeVWYW TeWX [AccYVac]] [iXh AdZanXage XhiW VoYnd.
● Defensive: VeVWYW TeWX [AVmoV], [iXh AdZanXage XhiW VoYnd.
● Heal: SXaXic XeWX [HealXh], if WYcceWWfYl, VeWXoVe 1 loWX [healXh] Xo anoXheV ChaVacXeV YT Xo XheiV ma\imYm,

bYX ]oY cannoX TeWX AccYVac]] XhiW VoYnd
Ƃ OR ALL CHARACTERS MAY Ƃ

● Flee: SXaXic XeWX [AVmoV]. MoZe Xo Xhe TVeZioYW Voom. If failed, Xake 1 damage aW ]oY do.

2nd: Action Order + First Attacks: To deXeVmine [hich ChaVacXeVW can AXXack and Heal befoVe Xhe MonWXeV,
VeVWYW TeWX [Dodge] ZeVWYW Xhe MonWXeVƅW [Dodge] foV each of Xhe ChaVacXeVW. The ChaVacXeVW XhaX fail can
aXXack afXeV Xhe MonWXeV. ThoWe XhaX WYcceed can AXXack oV Heal no[. To AXXack, VeVWYW TeWX [AXXack] ZeVWYW Xhe
MonWXeVW [Dodge]. If Xhe chaVacXeV WYcceedW, deal 1 damage Xo Xhe monWXeV.

3rd: Monster Attacks + Second Attacks: Roll d3 Xo deXeVmine Vandoml] [hich chaVacXeV Xhe monWXeV aXXackW.
The XaVgeXed ChaVacXeV mYWX VeVWYW TeWX [Dodge] ZeVWYW Xhe MonWXeVƅW [AXXack]. If Xhe chaVacXeV failW, Xhe] Xake
damage. Once Xhe MonWXeV haW aXXacked. An] chaVacXeV XhaX haWnƅX AXXacked oV Healed XhiW VoYnd can do Wo
no[.

4th: Ending Combat: If Xhe monWXeV and aX leaWX one Tla]eV haZe moVe Xhan 0 [HealXh], ReXYVn Xo Xhe ƻVWX WXeT.
ElWe combaX endW. If Xhe MonWXeV haW 0 [HealXh] VemoZe Xhe MonWXeV CaVd.

3. END OF TURN
1st: If an] MonWXeVW haZe leWW Xhan XheiV WXaVXing [HealXh] VeWXoVe XheiV [HealXh] Xo XheiV WXaVXing [HealXh].



2nd: If an] ChaVacXeVW haZe leWW Xhan XheiV WXaVXing [HealXh], Voll d3, allocaXe XhaX mYch [HealXh] Xo an] of Xhe
ChaVacXeVW.

4. WIN OR LOSE
If eiXheV of Xhe follo[ing XakeW Tlace, Xhe game endW:
Win: El Diablo haW been defeaXed.
Lose: All ChaVacXeVW haZe 0 [HealXh] AX Xhe Wame Xime.



GAME7PACE

10. MO:EMEN8

Ho[ ]oYV Tla]eVW, and oTXionall] ]oYV monWXeVW, XVaTW, and/oV
iXemW moZe aVoYnd ]oYV maT.

ROOM BASED: The Pla]eVW decide collecXiZel] [hich AdjacenX
Room XheiV ChaVacXeVW MoZe Xo. MoZe XheiV caVdW Xo XhaX Voom.

ASSIGNMENT: CoT] and TaWXe Xhe WelecXed MoZemenX Mechanic
fVom Xhe lefX. OTXionall] alXeV iX aW ]oY Wee ƻX. FoV e\amTle, in a
Rock Climbing Game ]oY mighX XeWX [Dodge] Xo moZe Xo Xhe ne\X
Voom. Make WYVe ]oY go back and add iX Xo Xhe OVdeV of Pla].

MO:EMEN8

The Pla]eVW decide collecXiZel] [hich AdjacenX Room XheiV ChaVacXeVW MoZe Xo. MoZe XheiV caVdW Xo XhaX Voom.



11. MAP

The MaT iW ]oYV Game BoaVd, and Xhe [oVld of ]oYV game. YoYV
Pla]eV ChaVacXeVW [ill moZe aVoYnd iX aW Xhe] aXXemTX Xo
accomTliWh Xhe Goal of ]oYV game. Belo[ aVe X[o e\amTleW of
ho[ ]oY coYld maT a Ph]Wical STace aW a Game STace.

ELEMEN87 OF 8HE MAP:
ROOMS: The MaT iW a WeVieW of VoomW, [iXh dooVW oV TaXhW XhaX
lead fVom one Xo Xhe oXheV. ChaVacXeVW can moZe beX[een XheWe
TaXhW Xo an] of Xhe adjacenX VoomW.

ROOM LABELS: CeVXain VoomW ma] need Xo be ke]ed oV labeled
deTending on ]oYV game mechanicW. FoV E\amTle ]oYƅll need Xo
label [heVe ]oYV Tla]eVW WXaVX and [heVe ]oYV MonWXeVW, TVaTW,
and IXemW aVe Tlaced.

SPECIAL ROOMS: A maT mighX haZe STecial RoomW. Locked
RoomW. RoomW XhaX VeUYiVe a SXaXic TeWX Xo moZe inXo oV oYX of.
RoomW XhaX do Wome effecX [hile landed inWide of XheiV boYndW.

MARKERS: S]mbolW aTTlied Xo VoomW on ]oYV maT, XheWe mighX
VeTVeWenX [heVe monWXeVW oV XVeaWYVe WXaVXW, oV locked VoomW.

Assignment: PaVXW of ]oYV maT: UWe XhiW checkliWX aW ]oY make
and label ]oYV maT. If an] of XheWe RoomW HaZe STecial RYleW,
[ViXe Xhem aW [ell. FoVmaX iW heVe:

GENERAL MAP RULES:
> An] VYleW foV all VoomW go heVe. FoV e\amTle if ]oYV dYngeon
[aW a WYnken WhiT ALL ]oYV VoomW mighX haZe XhiW VYle:
UndeV[aXeV: SXaXic TeWX [Dodge], fail, loWe 1 healXh.

DOOR / CONNECTOR RULES:
> an] VYleW goZeVning dooVW oV connecXoVW beX[een VoomW go
heVe. FoV e\amTle, Locked: if dooV haW a connecXoV maVked [iXh a
lock Icon, SXaXic TeWX [Dodge] Xo moZe oV Ƽee do[n XhaX TaXh.

SPECIFIC ROOMS:
> HeVe ]oY [oYld liWX All VoomW on ]oYV maT and an] WTecial VYleW
oV ƼaZoV Xe\X XhaX mighX go along [iXh Xhem. Make WYVe Xo noXe
[heXheV Xhe Voom iW a WXaVXing locaXion foV WomeXhing
1.Room Name: Voom VYleW [Pla]eV SXaVX]
2.Room Name: Voom VYleW

MAP

MAP RULES:
El Diablo WXaVXW aX Xhe CaXhedVal.
The Tla]eVW WXaVX aX Xhe baWe.
The Tla]eVW mYWX moZe XogeXheV.

DOOR / CONNECTOR RULES:
YoY can onl] moZe beX[een VoomW XhaX haZe a connecXoV joining Xhem.

SPECIFIC ROOMS:
1. Start Base

> An] combaX in Xhe SXaVX BaWe [ill giZe Xhe Tla]eVW an adZanXage
2. Jungle

> If ]oY enXeV Xhe JYngle, ]oY Tick an iXem caVd
3. Jungle

> If ]oY enXeV Xhe JYngle, ]oY Tick an iXem caVd
4. Beach

> When ]oY enXeV Xhe Beach, Wince Xhe alXiXYde iW leWW, [hich incVeaWeW o\]gen,  ]oY geX +1 hT
5. Mountains

> If ]oY enXeV Xhe MoYnXainW, ]oY Tick an iXem caVd
6. Mountains

> If ]oY enXeV Xhe MoYnXainW, ]oY Tick an iXem caVd
7. Pueblo

> Once ]oY enXeV Xhe PYeblo, ]oY can W[aT one of ]oYV iXem caVdW foV a ne[ Vandom one.
�. Ciudad

> When ]oY enXeV Xhe CiYdad ]oY Voll a dice Xo decide if Xhe black hand aTTeaVW. If ]oY geX 1 - 3 on 1d6, iX
doeWn'X if ]oY geX 4 - 6, iX doeW

�. Cathedral
> If ]oY ƻghX El Diablo in Xhe CaXhedVal, he geXW an adZanXage. AW Woon aW ]oY enXeV iX, [eXheV El Diablo iW
in Xhe caXhedVal oV noX, Xhe Tla]eVW Ynlock  El LadVillo de CanXYna

< END OF DA= 4 >


