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Character Card Front 1 Character Card Front 2

Character Card Front 3

THE FIGHTER ANT
Equal Exchange: When 

used, gain 1d3 Tiredness in 
exchange for losing 1d2 

Pinch.

PIN 4 ~ SCR 2 ~ TIR 3 

RESPAWN: 2

THE QUEEN OF THE ANTS
An Ant’s Loyalty: When 

used, gain 1 Tiredness for 
every escape in the next 3 

turns.

PIN 2 ~ SCR 2 ~ TIR 5

RESPAWN: 0

THE FLIER ANT
Flight: If another ant fails 

to escape, static test 
Scurry, succeed: take one 
damage on their behalf. 

PIN 2 ~ SCR 4 ~ TIR 3

RESPAWN: 2
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Character Card Back 2 Character Card Back 1

Character Card Back 3
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Monster or Trap Card Front 1 Monster or Trap Card Front 2

Monster or Trap Card Front 3

Passerby

The giant shadow of a shoe 
looms over the ants...

SPECIAL POWERS
Stomp: A Passerby makes 
1d3 + 2 attacks per round. 

PIN 8 ~ SCR 7 ~ TIR 6

Speeding Car

This car has no respect for 
traffic laws...

SPECIAL POWERS
Pollution: A Speeding Car 

makes 1d3 attacks per round.
Swerve: When an ant dodges 
an attack, roll a 1d6, 1 = the 

car hits the ant anyways

PIN 7 ~ SCR 9 ~ TIR 7

Manhole
TEST: A manhole is blocking 

your path! All ants static 
test Scurry.

CONSEQUENCE: You fall in 
and must climb back out. 
Any who fail the test must 
spend 1 Tiredness to climb 

out of the manhole.
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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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Item Card Front 1 Item Card Front 2

Item Card Front 3 Item Card Front 4

Bread Crumb

yum!
EFFECT: Gain 1d6 Scurry. 

Discard the  item after use.

Bread Crumb

yum!
EFFECT: Gain 1d6 Scurry. 

Discard the  item after use.

Bread Crumb

yum!
EFFECT: Gain 1d6 Scurry. 

Discard the  item after use.

Bread Crumb

yum!
EFFECT: Gain 1d6 Scurry. 

Discard the  item after use.
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Item Card Back 2 Item Card Back 1

Item Card Back 4 Item Card Back 3



G
A

M
E 

M
A

P

KEY:

GRID COLORS:
YELLOW~ TRAP OR ITEM
BLUE~ ITEM 
RED~ MONSTER
BLACK/DARK GREEN/ORANGE 
DASHES~ BARRIER

SPECIFIC AREAS:
1) THE GARDEN OF ERODED SOIL
[PLAYER START] PLAYERS BEGIN 
WITH +1 PINCH.

2) THE MINI CROSSROADS
 IT COSTS 2 TIREDNESS TO LEAVE 
THIS AREA INSTEAD OF 1.

3) THE POLLUTED ROADS
 PLAYERS BEGIN WITH +1 SCURRY 
AND +1 PINCH.

4) THE PUBLIC PARK
IT COSTS 2 TIREDNESS TO LEAVE 
THIS AREA INSTEAD OF 1.

5) THE DANGEROUS CROSSROADS
PLAYERS BEGIN WITH +1 SCURRY 
AND +1 RESPAWN.

6) THE GARDEN OF FERTILE SOIL
[PLAYER END] 

GAME MAP



DA= 1: PREMISE DSVa ZLaRg aRd ARgePMRa ZLaRg

đĒı GAME TITLE A Microàcopic Joírneÿ

02. PREMISE
WhaX iW ]SYV gaQe abSYX? YSYV TVeQiWe WhSYld iRclYde:

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

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

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

CHARAC8ERS:
WhS ]SYV Tla]eVW Tla] aW. The] QighX be:

● FeYdiRg FaQil] MeQbeVW
● The ƻVWX aRiQalW 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 gaQe. Pick SRe gSal. IX WhSYld VelaXe XS SRe Sf Xhe SXheV
QechaRicW iR ]SYV gaQe. YSYV GSal QighX be:

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

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

PREMISE

ARXW aVe VeWXleWW aRd haVd[SVkiRg cVeaXYVeW, [hS aVe al[a]W SYX aRd abSYX SR Xhe hYRX fSV fSSd, [aXeV, SV
WhelXeV. AbSZe all, aRXW aVe eRdleWWl] lS]al XS XheiV UYeeR. ARX cSlSRieW liZe iRWide Sf diVX QSYRdW Xhe] bYild
XheQWelZeW. GYide a gVSYT Sf aRXW aRd XheiV UYeeR acVSWW a bYW] WXVeeX, aW Xhe] Qake XheiV jSYVRe] XS ƻRd Xhe
STXiQal WSil fSV XheiV hSQe.

IRWTiVaXiSR:
The idea Sf XhiW gaQe caQe fVSQ Xhe e\TeVieRce Sf accideRXl] WXeTTiRg SR aR aRX. IX Qade YW [SRdeV [haX Xhe
TeVWTecXiZe Sf Xhe [SVld iW iR Xhe TSiRX Sf Zie[ Sf a XiR], helTleWW aRX.

SeXXiRg:
ThiW gaQe iW WeX aX a cVSWW[alk, [heVe XheVe aVe all kiRdW Sf SbWXacleW iR Xhe [a], WYch aW TaWWeVb]W, VSad
cSRWXVYcXiSR, caVW, aRd eXc.

ChaVacXeVW:
Pla]eVW [ill each Tla] aW aR aRX. IRclYdeW:

- The QYeeR Sf Xhe ARX CSlSR] - VelieW SR heV fellS[ aRX heRchQeR XS eRWYVe heV WYVZiZal
- The FighXeV ARX - TSWWeWWeW e\XVa WhaVT aRd WXYVd] QaRdibleW (a TiRceV-like WXVYcXYVe ReaV Xhe QSYXh) XhaX

aVe YWed XS TVSXecX iXW fellS[ aRXW
- The FlieV ARX - eUYiTTed [iXh a WXVSRg TaiV Sf [iRgW, Xhe ƼieV aRX iW UYick aRd RiQble

GSal:
The cSllabSVaXiZe gSal Sf Xhe gaQe iW XS Veach Xhe SXheV Wide Sf Xhe cVSWWVSadW, [heVe XheVe iW healXh] WSil,
Wafel] [iXh Xhe UYeeR aRX.

< 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
RYQbeV. The] QighX be XhiRgW like SXVeRgXh SV STeed. HeVe [eƅZe
RaQed Xhe e\aQTle aXXVibYXeW afXeV [haX VSle Xhe]ƅll ƻll iR ]SYV
gaQe, bYX ]SY WhSYld VeTlace XheQ [iXh XhiRgW XhaX Qake WeRWe
baWed SR ]SYV gaQe. SS if ]SY [eVe QakiRg a gaQe abSYX a
feYdiRg faQil], AXXack QighX becSQe GSWWiT, SV if ]SY [eVe
QakiRg a gaQe abSYX a baRk VSbbeV], SCURRY QighX be RYR.

;HA8 DO 8HE= DO:
AXXVibYXeW aVe Xhe cSVe QechaRic Sf ]SYV gaQe. The] Qake Xhe
Tla]eV chaVacXeVW aRd Xhe QSRWXeVW Xhe]ƅll ƻghX Tla] diffeVeRXl].
The] alWS iRdicaXe [haX acXiSRW ]SYƅll Xake iR ]SYV gaQe.

E<AMPLE ARRA=S:

A fantasy adventure game:
● [PINCH] = SXVeRgXh
● [SCURRY] = De\XeViX]
● [TIREDNESS] = GViX
● [FVee AXXVibYXe] = Magic

An Animal Game:
● [PINCH] = BiXe
● [SCURRY] = RYR
● [TIREDNESS] = TiVedReWW
● [FVee AXXV.] = STecieW

A Spelunking Game:
● [PINCH] = GVab
● [SCURRY] = HSld
● [TIREDNESS] = HYRgeV
● [FVee AXXVibYXe] = LighX

A Social Game:
● [PINCH] = GSWWiT
● [SCURRY] = IgRSVe
● [TIREDNESS] = CSSl
● [FVee AXXVibYXe] = SecVeXW

ASSIGNMENT: CSQe YT [iXh ]SYV aXXVibYXeW. ReTlace [PINCH],
[SCURRY], aRd [TIREDNESS] [iXh RaQeW Sf ]SYV S[R. ]SY caR YWe
ƄFiRd aRd ReTlaceƅ XS VeRaQe XheQ acVSWW XhiW [hSle dScYQeRX.
TheR [ViXe a [FVee AXXVibYXe]  XhaX ƻXW ]SYV gaQe. ReTlace aR] Xe\X
iR black, keeT aR] Xe\X iR TiRk. HeVe iW Xhe fSVQaX:

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

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

A88RIB98ES

01. [PINCH]
FLAVOR: ARXW aVeRƅX Xhe beWX ƻghXeVW, bYX a TiRch fVSQ XheiV QaRdibleW [ill deƻRiXel] WXiRg!
CORE MECHANIC: VeVWYW XeWX [PINCH]. If ]SY QeeX SV e\ceed a QSRWXeVƅW  [SCURRY] deal 1 damage XS
XheQ.
OTHER MECHANICS:

● DIG: DYViRg XheiV jSYVRe], aRXW Qa] VYR iRXS SbWXacleW XhaX Xhe] QYWX gS YRdeV XS TaWW. SXaXic
XeWX PiRch XS be able XS TVSceed.

02. [SCURRY]
FLAVOR: TS aZSid TVedaXSVW aRd geXXiRg WUYaWhed, aRXW QYWX be UYick aRd RiQble SR XheiV feeX.
CORE MECHANIC: VeVWYW TeWX [SCURRY]. If ]SY geX YRdeV a QSRWXeVƅW [PINCH] Xake 1 damage.
OTHER MECHANICS:

● ESCAPE: TS eWcaTe fVSQ daRgeV, aRXW eRgaged iR cSQbaX WXaXic XeWX ScYVV]. AR] [hS fail Xake 1
DaQage befSVe beiRg able XS eWcaTe.

03. [TIREDNESS]
FLAVOR: TiR] iR Wi^e, aRXW [ill gVS[ XiVed dYViRg XheiV lSRg jSYVRe].
CORE MECHANIC: WheReZeV ]SY Xake damage WYbXVacX 1 [TIREDNESS] if ]SY Veach ^eVS WSQeXhiRg
haTTeRW...
OTHER MECHANICS:

● ZERO TIREDNESS: WheR aR aRX VeacheW ^eVS XiVedReWW, iX caRRSX adZaRce aR]QSVe. Pla]eVW
SXheV XhaR Xhe QYeeR caR be VeZiZed b] WXaXic XeWXiRg ReWTa[R. TS VeZiZe Xhe QYeeR, SXheV
Tla]eVW Qa] WTeRd SRe ReWTa[R aRd XV] XS VSll a 6 SYX Sf a d6. (Wee: SacViƻce YRdeV [RESPAWN]
aXXVibYXe.)

04. [RESPAWN]
FLAVOR: ARXW aVe QSVe VeWilieRX XhaR SRe Qa] XhiRk, aRd caR bSYRce back fVSQ QSRWXeV aXXackW.
CORE MECHANIC: ReWTa[R cSQeW iR haRd] afXeV a Tla]eV haW Veached 0 TiVedReWW. AfXeV VeachiRg 0
TiVedReWW, ]SY Qa] WXaXic XeWX ReWTa[R SRce a VSYRd. SYcceed aRd gaiR 1 TiVedReWW. The QYeeR ARX
caRRSX VeZiZe XhVSYgh ReWTa[R.
OTHER MECHANICS:

● Sacrifice: AX Xhe eRd Sf each VSYRd, ]SY Qa] WTeRd SRe ReWTa[R XS aXXeQTX XS VeZiZe Xhe QYeeR,
XheR XV] aRd VSll 1d6 aRd geX a 6. If WYcceeded, Xhe QYeeR Qa] VeWTa[R [iXh 3 TiVedReWW. If
failed, Xhe QYeeR Qa] RSX VeWTa[R aRd Xhe gaQe VeWXaVXW.



04. CHARAC8ERS

Pla]eV chaVacXeVW iR dYRgeSR cVa[leVW haZe diffeVeRX VSleW. ThiW
QeaRW XhaX Pla]eVW Tla]iRg Xhe chaVacXeVW haZe a diffeVeRX
e\TeVieRce Tla]iRg Xhe gaQe aRd diffeVeRX WXVaXegieW XS helT XheiV
XeaQ 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
Qi\ Sf WXVeRgXhW aRd [eakReWWeW fSV each chaVacXeV. DSRƅX Qake
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 value between 1 and 4
[including 1 and 4]. AW XhiW [ill QeaR XhaX eZeR Xhe beWX
chaVacXeVW haZe a chaRce XS fail WXaXic XeWXW.

CHARAC8ERS

The Queen of the Ant Colony The Fighter Ant The Flier Ant

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[PINCH] 2 [PINCH] 4 [PINCH] 2

[SCURRY] 2 [SCURRY] 2 [SCURRY] 4

[TIREDNESS] 5 [TIREDNESS] 3 [TIREDNESS] 3

[RESPAWN] 0 [RESPAWN] 2 [RESPAWN] 2

AR ARXƅW LS]alX]: WheR YWed, gaiR
1 TiVedReWW fSV eZeV] eWcaTe iR Xhe
Re\X 3 XYVRW.

EUYal E\chaRge: WheR YWed, gaiR
1d3 TiVedReWW iR e\chaRge fSV
lSWiRg 1d2 PiRch.

FlighX: If aRSXheV aRX failW XS
eWcaTe, SXaXic TeWX ScYVV],
WYcceed: Xake SRe daQage SR Xhe
SXheV aRXƅW behalf.

< 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 QiWchief. The]
cSYld alWS be RSR-liZiRg SbWXacleW if Xhe]ƅVe Xhe QaiR XhiRg ]SY
WXVYggle agaiRWX, like cliffW iR a cliQbiRg gaQe, SV cSQTlicaXed
QachiReW iR a VeTaiViRg gaQe.

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

MONS8ER A88RIB98ES
PINCH AND SCURRY: A MSRWXeVƅW [PINCH] ZalYe aRd [SCURRY]
ZalYe WhSYld be beX[eeR 6 aRd 10, aW FailWafe QeaRW ]SYƅll
al[a]W haZe a chaRce XS hiX.

TIREDNESS: A MSRWXeV'W TIREDNESS WhSYld RSVQall] be higheV
XhaR a ChaVacXeVƅW TIREDNESS aW ]SYV ChaVacXeV'W caR ƻghX XheQ
XSgeXheV.

SPECIAL: NSVQall] ]SYV gaQeƅW [FVee AXXVibYXe] [ill be Tla]eV
faciRg. MeaRiRg XhaX QSRWXeVW [SRƅX Reed SRe. IRWXead ]SY cSYld
giZe ]SY QSRWXeVW QYlXiTle PINCHW, SV a WTecial PINCH XhaX
DaQageW all ChaVacXeVW SR a failed SXaXic TeWX.

ASSIGNMENT: AWWigR aXXVibYXeW fSV X[S QSRWXeVW. TheR add aR]
WTecial TS[eVW Xhe QSRWXeVW QighX haZe. HeVe iW Xhe fSVQaX:

MONSTER NAME
● [PINCH]: ZalYe beX[eeR 6 aRd 10
● [SCURRY]: ZalYe beX[eeR 6 aRd 10
● [TIREDNESS]: ZalYe beX[eeR 6 aRd 10

SPECIAL POWERS
> ThiW QighX be e\XVa PINCHW, e\XVa daQage, WTecial abiliXieW
eXc.

OTXiSRall] add aR] geReVal VYleW fSV QSRWXeVW. FSV e\aQTle if all
QSRWXeVW haZe a VaRdSQ chaRce XS dVST XVeaWYVe [heR ]SY
defeaX XheQ, ]SY [SYld WTecif] XhaX YRdeV MSRWXeV RYleW.

MONS8ERS

PASSERBY
● [PINCH]: 8
● [SCURRY]: 7
● [TIREDNESS]: 6

SPECIAL POWERS
SXSQT: A PaWWeVb] QakeW 1d3 + 2 aXXackW TeV VSYRd.

SPEEDING CAR
● [PINCH]: 7
● [SCURRY]: 9
● [TIREDNESS]: 7

SPECIAL POWERS
PSllYXiSR: A STeediRg CaV QakeW 1d3 aXXackW TeV VSYRd.
S[eVZe: WheReZeV aR aRX dSdgeW aR aXXack, VSll a 1d6, 1 QeaRW XhaX Xhe caV W[eVZeW aRd hiXW Xhe aRX
aR][a]W.

MONS8ER R9LES:
WheR MSRWXeVW Veach 0 TiVedReWW, Xhe] VeXVeaX. AW a Ve[aVd, aRXW Qa] gaiR 1d3 TiVedReWW XS be WTliX aQSRgWX
XheQWelZeW.



06. 8RAPS

TVaTW aVe SXheV SbWXacleW XhaX ]SY QighX eRcSYRXeV. IRWXead Sf
ƻghXiRg XheQ like a MSRWXeV. YSY RSVQall] XeWX XS diWable SV aZSid
XheQ. If ]SY fail ]SY Xake a debiliXaXiRg effecX. TheWe QighX be HSX
LaZa, A TVaWh CSQTacXSV, SV A SecYViX] CaQeVa.

8RAP MECHANICS
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
QighX be a d3 daQage XS TIREDNESS. OV 1 daQage XS VaRdSQ
aXXVibYXe.

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

8RAPS

Manhole
TEST: A manhole is blocking ]our path! All aRXW WXaXic XeWX ScYVV].

CONSEQUENCE: You fall in and must climb back out. AR] [hS fail Xhe XeWX QYWX WTeRd 1 TiVedReWW XS cliQb SYX
Sf Xhe QaRhSle.



07. I8EMS

IXeQW aVe aR] SbjecXW ]SYV chaVacXeVW cSYld Xake caVV] aRd YWe.
NSVQall], Xhe]ƅll add a ZalYe XS SRe Sf ]SYV chaVacXeVƅW aXXVibYXeW.
FigYViRg SYX [hich chaVacXeV WhSYld Xake [haX IXeQW iW a TSiRX Sf
WXVaXeg] fSV ]SYV Tla]eVW. IXeQW like XhiW QighX be a FlaQiRg
S[SVd SV IRZiWible AVQSV, bYX Veall] aR]XhiRg cSYld be aR iXeQ
baWed SR Xhe cSRXe\X Sf ]SYV gaQe. If ]SYV gaQe iW abSYX
WSciali^iRg iR a bVeakVSSQ, a gSSd iXeQ QighX be a NSZelX] MYg
SV aR EWTVeWWS ShSX.

OTXiSRall] aR iXeQ Qa] iRWXead gVaRX a WTecial TS[eV. ThiW QighX
be a WTell, SV jYWX a QSVe cSQTle\, ViWk], SV WelecXiZel] YWed iXeQ.
IR Xhe e\aQTleW belS[ a ƼaQiRg W[SVd iW YWed fSV bSXh, XS WhS[
hS[ Xhe effecXW Sf Xhe WaQe iXeQ cSYld be aTTVS\iQaXed eiXheV
[a].

ATTRIBUTE BOOST: add +2 XS a WTeciƻc aXXVibYXe.
Example: FlaQiRg S[SVd: +2 XS [PINCH].

POWER: SXaXic XeWX a WTeciƻc aXXVibYXe XS gVaRX a laVgeV bSRYW SR
a WiRgle XeWX, if Xhe TS[eV iW ZeV] TS[eVfYl ]SY Qa] [aRX XS haZe a
cSRWeUYeRce fSV failYVe.
Example: FlaQiRg S[SVd: SXaXic TeWX TIREDNESS. SYcceWW: +1d3
[PINCH] aRd daQage SR Re\X PINCH. FailYVe: -1 [TIREDNESS].

ASSIGNMENT: WViXe 1 iXeQ aRd iXW effecXW XS Xhe VighX.

I8EMS

BREAD CRUMB
EFFECT: GaiR 1d3 ScYVV]. DiWcaVd Xhe iXeQ afXeV YWe.

I8EM R9LES:
IXeQW aVe giZeR XS Tla]eVW [hS laRd SR iXeQ gVidW.

< END OF DA= 3 >



DA= 4: GAME MECHANICS

08. :IC8OR= CONDI8ION

VicXSV] cSRdiXiSRW aVe [haX Xhe Tla]eVW Reed XS achieZe XS [iR Xhe
gaQe. YSYƅll Tick SRe ZicXSV] cSRdiXiSR. GS back XS ]SYV PVeQiWe,
hS[ caR ]SY ƻX Xhe ZicXSV] cSRdiXiSR fVSQ ]SYV TVeWeRce iR [iXh
Xhe QechaRicW ]SYƅZe alVead] cSQe YT [iXh. SSQe e\aQTleW
QighX be:
● Escape: GeX XS a WTeciƻc RSSQ SR Xhe Map. ReQeQbeV XS

RSXe XhaX aVea SR ]SYV QaT.
● Slay: DefeaX a WTeciƻc BSWW Monster. ReQeQbeV XS RSXe

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

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

YSY caR alWS cSQbiRe XheWe. FSV e\aQTle, ]SY QighX Reed XS
bViRg aR IXeQ XS a STeciƻc VSSQ. OV defeaX a QSRWXeV [iXh aR
iXeQ.

LOSS CONDI8ION:
OTXiSRall], ]SY cSYld haZe a cSRdiXiSR XhaX caYWeW Xhe Pla]eVW XS
lSWe. FSV e\aQTle, a XYVR XiQeV XhaX XickW dS[R afXeV each XYVR. OV
a liQiX fSV hS[ QaR] XiQeW ]SY caR VeXVeaX fVSQ a MSRWXeV.

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

:IC8OR= CONDI8ION

If eiXheV Sf Xhe fSllS[iRg XakeW Tlace, Xhe gaQe eRdW:
Win: Reach Xhe haZeR Sf gSSd WSil [iXh Xhe QYeeR Sf Xhe ARX CSlSR] Wafe aRd WSYRd. ORl] Xhe QYeeR ReedW XS
Qake iX.
Lose: All Tla]eVW Veach 0 TiVedReWW SV QYeeR VeacheW 0 TiVedReWW aRd  caRRSX be VeZiZed.



09. ORDER OF PLA=

NS[ XhaX ]SYƅZe Qade QSWX Sf Xhe eleQeRXW Sf ]SYV gaQe. YSY
caR Xie iX all XSgeXheV aRd alXeV aR] Sf Xhe VYleW TVeWeRXed aX Xhe
begiRRiRg Sf ]SYV dScYQeRX XS ƻX ]SYV gaQe.

1. SE89P
ThiW iW [heVe aR] VYleW fVSQ befSVe Xhe gaQe [SYld gS. Like hS[
XS Tlace caVdW SR Xhe QaT. 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 QSZe.

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

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

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

ASSIGNMENT: AlXeV aRd Add XS XheWe VYleW aW ]SY Wee ƻX. LSSk
XhVSYgh ]SYV dScYQeRX 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 gaQe.
1st: Each Pla]eV TickW SRe Sf Xhe XhVee ChaVacXeV RSleW. Place all Xhe Tla]eV caVdW iR aVea 1, __iRWeVX RaQe____.
MaVk [heVe Xhe Tla]eVW aVe iR Xhe VSSQ labeled [Pla]eV SXaVX].
2nd: ShYƾe Xhe QSRWXeV caVdW, iXeQ caVdW, aRd XVaT caVdW. Place Xhe QSRWXeV caVdW face dS[R iR a Tile. Place
Xhe iXeQ caVdW iR a WeTaVaXe Tile, aW [ell aW Xhe XVaT caVdW. IX dSeW RSX QaXXeV if Xhe XVaT aRd iXeQ caVdW aVe
faciRg YT.

2. PLAYER TURN
WhaX Xhe Tla]eVW dS SR XheiV XYVR. ReTeaX YRXil Xhe] WIN OR LOSE.
OR each XYVR, Tla]eVW aVe VeWTSRWible fSV XheiV QSZeW aW [ell aW Xhe QSZeW Sf Xhe QSRWXeVW XhaX VeWide iR XheiV
aVea. Pla]eVW [ill cSllabSVaXiZel] decide [hich Sf XheQ Xhe QSRWXeV XaVgeXW. FSV e\aQTle, if XheVe aVe X[S
QSRWXeVW, Pla]eVW Qa] decide fSV Xhe FighXeV ARX aRd Xhe QYeeR ARX XS be XaVgeXed b] SRe QSRWXeV each. TheR,
Tla]eVW deXeVQiRe Xhe diVecXiSR QSRWXeVW QSZe iR (XhVSYgh VSlliRg d2, 1 = ZeVXical, 2 = hSVi^SRXal). SecSRdl],
Tla]eVW deXeVQiRe XheiV S[R QSZeQeRX (XhVSYgh VSlliRg d3, dice ZalYe = # Sf gVidW Xhe] caR adZaRce). ThiVd,
Tla]eVW deXeVQiRe [heXheV Xhe QSRWXeVW QSZe XS[aVdW XheiV XaVgeX SV a[a] fVSQ XheiV XaVgeX(XhVSYgh VSlliRg a
d2, 1 = XS[aVdW, 2 = a[a]).

2.1. MOVE
1st: If aR] ChaVacXeV haW 0 [TIREDNESS], Xhe] caRRSX QSZe. If all ChaVacXeVW haZe aX leaWX 1 [TIREDNESS], Xhe]
QYWX QSZe.
2nd: Pla]eVW adZaRce iRdiZidYall] deTeRdiRg SR Xhe WceRaViS aRd XheiV dice VSll.
3rd: If Xhe gVid cSRXaiRW eiXheV TVaT SV IXeQ, VSll a d2XS deXeVQiRe [haX Xhe Tla]eV geXW (1 = XVaT, 2 = iXeQ) If TVaT,
VSll Xhe TeWX iRdicaXed SR Xhe TVaT caVd aRd Xake aR] RegaXiZe effecXW if ]SY fail. If IXeQ, VeceiZe Xhe TSWiXiZe
effecXW Sf Xhe IXeQ.
4th: If Xhe gVid cSRXaiRW aR IXeQ, VeceiZe Xhe TSWiXiZe effecXW Sf Xhe IXeQ.
5th: If Xhe gVid iW adjaceRX XS SV cSRXaiRW a MSRWXeV, cSRXiRYe XS 2.2 CSQbaX. ElWe, TVSceed XS eRd Sf XYVR.

2.2 COMBAT
WheR a Tla]eV QakeW diVecX cSRXacX [iXh a QSRWXeV, cSQbaX WXaVXW. CSQbaX XakeW Tlace iR VSYRdW, [hich aVe
SYXliRed belS[. E\ceTX if Pla]eVW Xake Xhe Heal SXaRce, Xhe] caR al[a]W aXXeQTX XS deal 1 DaQage XS a MSRWXeV
each RSYRd. Pla]eVW [hS aVe RSX iR cSRXacX [iXh Xhe QSRWXeV caR adZaRce XS[aVdW iX (SV aR][heVe Xhe] [iWh)
dYViRg each VSYRd aRd [ill eRgage iR cSQbaX Xhe QSQeRX Xhe] Qake diVecX cSRXacX [iXh Xhe QSRWXeV. DYViRg
cSQbaX, aRXW haZe Xhe STTSVXYRiX] XS YWe XheiV WTecial abiliX] SRce TeV 1 MSRWXeV.

1st: Player Stances: Pla]eVW Tick XheiV WXaRceW. ChSSWe 1 fSV each chaVacXeV fVSQ Xhe liWX belS[:
● Aggressive: VeVWYW TeWX [PINCH] [iXh AdZaRXage XhiW VSYRd.
● Defensive: VeVWYW TeWX [SCURRY], [iXh AdZaRXage XhiW VSYRd.
● Heal: SXaXic XeWX [TIREDNESS], if WYcceWWfYl, VeWXSVe 1 lSWX [TIREDNESS] XS aRSXheV ChaVacXeV YT XS XheiV

Qa\iQYQ, bYX ]SY caRRSX TeWX [PINCH] XhiW VSYRd
Ƃ OR ALL CHARACTERS MAY Ƃ

● Flee: SXaXic XeWX [SCURRY]. MSZe XS Xhe TVeZiSYW VSSQ. If failed, Xake 1 daQage aW ]SY dS.

2nd: Action Order + First Attacks: TS deXeVQiRe [hich ChaVacXeVW caR AXXack aRd Heal befSVe Xhe MSRWXeV,
VeVWYW TeWX [SCURRY] ZeVWYW Xhe MSRWXeVƅW [SCURRY] 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 [PINCH] ZeVWYW Xhe
MSRWXeVW [SCURRY]. If Xhe chaVacXeV WYcceedW, deal 1 daQage XS Xhe QSRWXeV.



3rd: Monster Attacks + Second Attacks: RSll d3 XS deXeVQiRe VaRdSQl] [hich Tla]eV Xhe QSRWXeV aXXackW. The
XaVgeXed ChaVacXeV QYWX VeVWYW TeWX [SCURRY] ZeVWYW Xhe MSRWXeVƅW [PINCH]. If Xhe chaVacXeV failW, Xhe] Xake
daQage. ORce Xhe MSRWXeV haW aXXacked. AR] chaVacXeV XhaX haWRƅX AXXacked SV Healed XhiW VSYRd caR dS WS
RS[.

4th: Ending Combat: If Xhe QSRWXeV aRd aX leaWX SRe Tla]eV haZe QSVe XhaR 0 [TIREDNESS], ReXYVR XS Xhe ƻVWX
WXeT. ElWe cSQbaX eRdW. If Xhe MSRWXeV haW 0 [TIREDNESS] VeQSZe Xhe MSRWXeV CaVd aRd Tlace iX iR Xhe diWcaVd
Tile.

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

4. WIN OR LOSE
If eiXheV Sf Xhe fSllS[iRg XakeW Tlace, Xhe gaQe eRdW:
Win: Reach Xhe haZeR Sf gSSd WSil [iXh Xhe QYeeR Sf Xhe ARX CSlSR] Wafe aRd WSYRd. ORl] Xhe QYeeR ReedW XS
Qake iX.
Lose: All Tla]eVW Veach 0 XiVedReWW SV QYeeR caRRSX be VeZiZed.



GAMESPACE

10. MO:EMEN8

HS[ ]SYV Tla]eVW, aRd STXiSRall] ]SYV QSRWXeVW, XVaTW, aRd/SV
iXeQW QSZe aVSYRd ]SYV QaT.

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

ASSIGNMENT: CST] aRd TaWXe Xhe WelecXed MSZeQeRX MechaRic
fVSQ Xhe lefX. OTXiSRall] alXeV iX aW ]SY Wee ƻX. FSV e\aQTle, iR a
RSck CliQbiRg GaQe ]SY QighX XeWX [SCURRY] XS QSZe XS Xhe Re\X
VSSQ. Make WYVe ]SY gS back aRd add iX XS Xhe OVdeV Sf Pla].

MO:EMEN8

Pla]eV QSZeQeRX: Pla]eVW adZaRce iRdiZidYall] SR a gVidded QaT, hS[eZeV, Pla]eVW WhSYld WXVaXegi^e XheiV
QSZeQeRXW iR accSVdaRce XS Xhe gSal Sf TVSXecXiRg Xhe QYeeR. Pla]eVW caR QSZe hSVi^SRXall] aRd ZeVXicall], bYX
RSX diagSRall]. OR each XYVR, Tla]eVW VSll a d3 XS deXeVQiRe hS[ QaR] WTSXW Xhe] caR adZaRce. DYViRg cSQbaX,
Tla]eVW [hS aVe RSX diVecXl] eRgaged caR cSRXiRYe VSlliRg a d3 XS adZaRce XS[aVdW Xhe QSRWXeV aRd aid XheiV
allieW. WheR a Tla]eV VeacheW 0 TiVedReWW, Xhe] aVe RS lSRgeV TeVQiXXed XS QSZe. WheR a Tla]eV VeWTa[RW, Xhe]
begiR iR Xhe VSSQ Sf XheiV QYeeR aRd caR XheR QSZe aW YWYal. MSZiRg beX[eeR diffeVeRX aVeaW VeUYiVeW 1
TiVedReWW XS TVSceed.

MSRWXeV QSZeQeRX: MSRWXeV QSZeQeRX iW cSRƻRed XS Xhe aVeaW Xhe] SVigiRall] VeWide iR. MSRWXeVW SRl] QSZe
[heR XheVe iW SRe SV QSVe Tla]eVW iR XheiV aVea. OR each XYVR, Tla]eVW VSll a d2 XS deXeVQiRe [heXheV a QSRWXeV
[ill QSZe ZeVXicall] SV hSVi^SRXall] (1 = ZeVXical, 2 = hSVi^SRXal). TheR, afXeV QakiRg XheiV S[R QSZeW aW WhS[R iR
ƈPla]eV QSZeQeRXƉ,  VSll aRSXheV d2 XS deXeVQiRe [heXheV Xhe QSRWXeV [ill adZaRce XS[aVdW Xhe Tla]eV SV a[a]
fVSQ Xhe Tla]eV (1 = XS[aVdW, 2 = a[a]). A WTeediRg caV QSZeW 2 gVidW TeV XYVR, [hile a TaWWeVb] QSZeW 1 gVid
TeV XYVR. DYViRg cSQbaX, QSRWXeVW XhaX aVe RSX diVecXl] eRgaged caRRSX QSZe.

WallW/baVVieVW: SSQe gVidW aVe VeWXVicXed b] baVVieVW, iR [hich QSRWXeVW caRRSX cVSWW. HS[eZeV, Tla]eVW Qa] YWe
Xhe WTecial Wkill, Dig, iR [hich Xhe] WXaXic XeWX [PINCH] aW aR aXXeQTX XS dig YRdeV XheWe baVVieVW aRd cVSWW XheQ.
ThiW caR SRl] be YWed SRce a XYVR.



11. MAP

The MaT iW ]SYV GaQe BSaVd, aRd Xhe [SVld Sf ]SYV gaQe. YSYV
Pla]eV ChaVacXeVW [ill QSZe aVSYRd iX aW Xhe] aXXeQTX XS
accSQTliWh Xhe GSal Sf ]SYV gaQe. BelS[ aVe X[S e\aQTleW Sf
hS[ ]SY cSYld QaT a Ph]Wical STace aW a GaQe STace.

ELEMEN8S OF 8HE MAP:
ROOMS: The MaT iW a WeVieW Sf VSSQW, [iXh dSSVW SV TaXhW XhaX
lead fVSQ SRe XS Xhe SXheV. ChaVacXeVW caR QSZe beX[eeR XheWe
TaXhW XS aR] Sf Xhe adjaceRX VSSQW.

ROOM LABELS: CeVXaiR VSSQW Qa] Reed XS be ke]ed SV labeled
deTeRdiRg SR ]SYV gaQe QechaRicW. FSV E\aQTle ]SYƅll Reed XS
label [heVe ]SYV Tla]eVW WXaVX aRd [heVe ]SYV MSRWXeVW, TVaTW,
aRd IXeQW aVe Tlaced.

SPECIAL ROOMS: A QaT QighX haZe STecial RSSQW. LScked
RSSQW. RSSQW XhaX VeUYiVe a SXaXic TeWX XS QSZe iRXS SV SYX Sf.
RSSQW XhaX dS WSQe effecX [hile laRded iRWide Sf XheiV bSYRdW.

MARKERS: S]QbSlW aTTlied XS VSSQW SR ]SYV QaT, XheWe QighX
VeTVeWeRX [heVe QSRWXeVW SV XVeaWYVe WXaVXW, SV lScked VSSQW.

Assignment: PaVXW Sf ]SYV QaT: UWe XhiW checkliWX aW ]SY Qake
aRd label ]SYV QaT. If aR] Sf XheWe RSSQW HaZe STecial RYleW,
[ViXe XheQ aW [ell. FSVQaX iW heVe:

GENERAL MAP RULES:
> AR] VYleW fSV all VSSQW gS heVe. FSV e\aQTle if ]SYV dYRgeSR
[aW a WYRkeR WhiT ALL ]SYV VSSQW QighX haZe XhiW VYle:
URdeV[aXeV: SXaXic TeWX [SCURRY], fail, lSWe 1 TIREDNESS.

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

SPECIFIC ROOMS:
> HeVe ]SY [SYld liWX All VSSQW SR ]SYV QaT aRd aR] WTecial VYleW
SV ƼaZSV Xe\X XhaX QighX gS alSRg [iXh XheQ. Make WYVe XS RSXe
[heXheV Xhe VSSQ iW a WXaVXiRg lScaXiSR fSV WSQeXhiRg
1.RSSQ NaQe: VSSQ VYleW [Pla]eV SXaVX]
2.RSSQ NaQe: VSSQ VYleW

MAP

MAP RULES:
GVidW [ill be labeled [iXh W]QbSlW XhaX cSVVeWTSRd [iXh haZiRg QSRWXeVW, XVaTW, SV iXeQW. TheVe aVe gVidW

XhaX cSRXaiR a QSRWXeV, gVidW XhaX cSRXaiR aR iXeQ, aRd gVidW XhaX cSRXaiR aR iXeQ SV a XVaT. SSQe gVidW WeVZe aW
baVVieVW [hich caRRSX be b]TaWWed YRleWW a Tla]eV WYcceWWfYll] YWeW Dig, [hich WXaXic XeWXW [PINCH].

DOOR / CONNECTOR RULES:
Pla]eVW caR chSSWe [hich cSRRecXSVW Xhe] [iWh XS Xake XS Veach aR adjaceRX aVea.

SYMBOLS:
YellS[: TVaT SV IXeQ
BlYe: IXeQ
Red: MSRWXeV

SPECIFIC ROOMS:
1. The Garden of Eroded Soil

[Pla]eV SXaVX] Pla]ers begin [ith +1 Pinch.
2. The Mini Crossroads

It costs 2 Tiredness to leaZe this area instead of 1.
3. The Polluted Roads

The pungent smell of gasoline Ƽoats to[ards the antsƅ antenne. The] hope to leaZe the area as soon as
possible. Pla]ers begin [ith +1 Scurr] and +1 Pinch.

4. The Public Park
It costs 2 Tiredness to leaZe this area instead of 1.

5. The Dangerous Crossroads
Pla]ers begin [ith +1 Scurr] and +1 Respa[n.

6. The Garden of Fertile Soil
[Pla]eV ERd]

< END OF DA= 4 >


