
FLOCCINAUCINI- 
HILIPILIFICATION

Ian B., Nate W., and Philip C.

PLACE COVER IMAGE HERE

[noun] def - the action of rendering

something as worthless

FLOCCINAUCIHILIPILIFICATION:

AN ADVENTURE,

FEATURING THE

UNDERDOGS!

Hey all Scott here



FLOCCINAUCINI- 
HILIPILIFICATION

Ian B., Nate W., and Philip C.

CONTENTS:
Character Cards .................................4
Monster and Trap Cards.......................6
Item Cards ......................................10
Game Rules .....................................16





4

C
H

A
R

A
C

T
ER

 C
A

R
D

S —
 FR

O
N

T

Character Card Front 1 Character Card Front 2

Character Card Front 3

insert whatever

design here lol

STR - 1   /   DEX - 4   /   WIS - 1

AKERMINE THE GOBLIN

SLAP [Close] [Physical] [1 AP]

  >> Deal 1d2 Damage

STRATEGIZE [2 AP]

  >> Draw a Card 

A SHORT REST [2 AP]

  >> Gain 1 AP for the Rest of the Battle

GENTLEMAN'S JAB [Far] [Magic] [1 AP]

  >> Deals 1 Damage

CONSTITUTION 

STR - 1   /   DEX - 3   /   WIS - 2

YRRIMBR THE GHOST

CONSTITUTION 

SLAP [Close] [Physical] [1 AP]

  >> Deal 1d2 Damage

STRATEGIZE [2 AP]

  >> Draw a Card 

A SHORT REST [2 AP]

  >> Gain 1 AP for the Rest of the Battle

GENTLEMAN'S JAB [Far] [Magic] [1 AP]

  >> Deals 1 Damage

STR - 0   /   DEX - 6   /   WIS - 1

NECHMAMN THE BAT

CONSTITUTION 

SLAP [Close] [Physical] [1 AP]

  >> Deal 1d2 Damage

STRATEGIZE [2 AP]

  >> Draw a Card 

A SHORT REST [2 AP]

  >> Gain 1 AP for the Rest of the Battle

GENTLEMAN'S JAB [Far] [Magic] [1 AP]

  >> Deals 1 Damage
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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 Monster or Trap Card Front 4

THE WARRIOR

CONSTITUTION - 30

Basic Attack [1 - 6]

   >> Swings a sword and hits the closest player for 1d6.

      If there are multiple in range then roll 1dX.

Ranged Attack [7 - 8]

   >> Pulls out his crossbow and shoots it randomly at a

      player. When hit, it deals 1d3.

AOE Attack [9 - 10]

   >> Stomps, hitting every player and creature for 1 damage.

Ultimate [11 - 12]

   >> Enter berserk mode, attacks twice for next 1+d2 turns

 COMPLICATION: 
He takes 1 less damage

from all attacks

THE ROGUE

Basic Attack [1 - 6]

   >> Swings a sword and hits the closest player for 1d6.

      If there are multiple in range then roll 1dX.

Ranged Attack [7 - 8]

   >> Pulls out his crossbow and shoots it randomly at a

      player. When hit, it deals 1d3.

AOE Attack [9 - 10]

   >> Stomps, hitting every player and creature for 1 damage.

Ultimate [11 - 12]

   >> Enter berserk mode, attacks twice for next 1+d2 turns

CONSTITUTION - 30

 COMPLICATION: 
They draws three cards

instead of two

THE CLERIC

Basic Attack [1 - 6]

   >> Swings a sword and hits the closest player for 1d6.

      If there are multiple in range then roll 1dX.

Ranged Attack [7 - 8]

   >> Pulls out his crossbow and shoots it randomly at a

      player. When hit, it deals 1d3.

AOE Attack [9 - 10]

   >> Stomps, hitting every player and creature for 1 damage.

Ultimate [11 - 12]

   >> Enter berserk mode, attacks twice for next 1+d2 turns

CONSTITUTION - 18

 COMPLICATION: 
At the beginning of their

turn, they summon a one

health totem in a random

lane, which must be killed

before the cleric is

able to be damaged

THE WIZARD

Basic Attack [1 - 6]

   >> Swings a sword and hits the closest player for 1d6.

      If there are multiple in range then roll 1dX.

Ranged Attack [7 - 8]

   >> Pulls out his crossbow and shoots it randomly at a

      player. When hit, it deals 1d3.

AOE Attack [9 - 10]

   >> Stomps, hitting every player and creature for 1 damage.

Ultimate [11 - 12]

   >> Enter berserk mode, attacks twice for next 1+d2 turns

CONSTITUTION - 14

 COMPLICATION: 
At the start of their turn,

reveal the top card of the

players deck. The wizard 

then does the associated

action. Actions that involve

the wizard drawing X cards

causes the wizard to roll 2d6

and do the associated action.

Repeat X times
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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
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Monster or Trap Card Front 5 Monster or Trap Card Front 6

THE BARD

Basic Attack [1 - 6]

   >> Swings a sword and hits the closest player for 1d6.

      If there are multiple in range then roll 1dX.

Ranged Attack [7 - 8]

   >> Pulls out his crossbow and shoots it randomly at a

      player. When hit, it deals 1d3.

AOE Attack [9 - 10]

   >> Stomps, hitting every player and creature for 1 damage.

Ultimate [11 - 12]

   >> Enter berserk mode, attacks twice for next 1+d2 turns

CONSTITUTION - 20

 COMPLICATION: 
Each attack deals 1 more

damage for each action

done before their turn

THE DRUID

Basic Attack [1 - 6]

   >> Swings a sword and hits the closest player for 1d6.

      If there are multiple in range then roll 1dX.

Ranged Attack [7 - 8]

   >> Pulls out his crossbow and shoots it randomly at a

      player. When hit, it deals 1d3.

AOE Attack [9 - 10]

   >> Stomps, hitting every player and creature for 1 damage.

Ultimate [11 - 12]

   >> Enter berserk mode, attacks twice for next 1+d2 turns

CONSTITUTION - 18

 COMPLICATION: 
At the beginning of their turn,

converts all creatures on the

board to be on its side. All

damage that the creature

would deal to the druid is

dealt to its creator. Any

player may use a combat

move that would be dealt

to the druid to deal damage

to the creature. If the

damage is greater than

the creature’s health, it
will die.  
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Monster or Trap Card Back 6 Monster or Trap Card Back 5
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Item Card Front 1 Item Card Front 2

Item Card Front 3 Item Card Front 4

insert whatever

design here lol
REMEMBER

return target card from the discard pile to your 

hand.

ACTION POINTS

CROSSBOW

ACTION POINTS

RANGE: middle

DAMAGE: physical

Deals 1d6 damage

COMBO ATTACK

RANGE: Close or middle

DAMAGE: physical

REQUIRES ANOTHER PLAYER AT THE SAME 

RANGE

Deals 2d6 damage

ACTION POINTS

HEAVY ATTACK

RANGE: close

DAMAGE: physical

Deals 2d6 damage

ACTION POINTS
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Item Card Back 4 Item Card Back 3

ITEMS

TIER 1

ITEMS

TIER 1

ITEMS

TIER 1

ITEMS

TIER 1
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Item Card Front 1 Item Card Front 2

Item Card Front 3

 [Far] [Magic] [1 AP]

  >> Deals 1 Damage

insert whatever

design here lol
SPIKE

ACTION POINTS 

Range: middle

Damage: magic

Deals 2d3 damage

SLAP [Close] [Physical] [1 AP]

  >> Deal 1d2 Damage

STRATEGIZE [2 AP]

  >> Draw a Card 

A SHORT REST [2 AP]

  >> Gain 1 AP for the Rest of the Battle

GENTLEMAN'S JAB [Far] [Magic] [1 AP]

  >> Deals 1 Damage

RESTOCK

ACTION POINTS

Draw a card

REANIMATE

ACTION POINTS

Use any card in the discard

pile with no cost
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MAX STRATEGIZE

ACTION POINTS

Draw three cards

MULTISHOT

RANGE: middle

DAMAGE: physical

Deals 2d6 damage

ACTION POINTS
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DISCARD PILE

DISCARD PILE



DA= 1: PREMI7E NEXI ;, IER B, PLMPMT C

đĒı GAME TITLE FloccinaícinihiliÙiliĈcaèion

02. PREMI7E
WhaX iW ]SYV gaQe abSYX? YSYV TVeQiWe WhSYld iRclYde:

;HA8 =O9ƅRE ALL IN7PIRED 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 MET Sf iX laXeV. A dYRgeSR cSYld be:

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

CHARAC8ER7:
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 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 gaQe. Pick SRe gSal. IX WhSYld VelaXe XS SRe Sf Xhe SXheV
QechaRicW iR ]SYV gaQe. YSYV GSal QighX 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 PVeQiWe. IRclYde
[haX ]SYƅVe iRWTiVed b], [haX Xhe DYRgeSR iW, [hS Xhe Pla]eV
ChaVacXeVW [ill be, aRd [haX XheiV GSal iW.

PREMISE
> DYRgeSR cVa[leV gaQe bYX iRWXead Sf ƻghXiRg XhVSYgh Xhe dYRgeSR, ]SY aVe iRWXead Xhe
QSRWXeVW XV]iRg XS defeRd ]SYV hSQe. YSY aRd SXheV Tla]eVW aVe WXaVXiRg QSRWXeVW ƻghXiRg
agaiRWX high leZel ƈTla]eVW,Ɖ [hich aVe Xhe eReQieW Sf Xhe gaQe. All Sf XheWe eReQieW haZe
[eakReWWeW, [hich Xhe Tla]eVW iR Xhe gaQe [SYld haZe XS ƻRd aRd e\TlSiX iR SVdeV XS [iR.

DUNGEON:
YSYV aZeVage faRXaW] dYRgeSR.

CHARACTERS:
GSbliR
GhSWX
BaX

GOAL: DefeaX eZeV] bSWW iR Xhe dYRgeSR

< 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
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], DSdge 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=7:

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: CSQe YT [iXh ]SYV aXXVibYXeW. ReTlace [AXXack],
[DSdge], aRd [HealXh] [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
FLA:OR: 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.

ATTRIBUTES

01. STRENGTH
FLAVOR: >add WXVeRgXh WcSVe XS aR] Th]Wical aXXackW
CORE MECHANIC: YSYV WXVeRgXh WcSVe iRcVeaWeW Xhe aQSYRX Sf daQage Th]Wical aXXackW
deal.

02. DE<TERIT=
FLAVOR: > YWe de\XeViX] WcSVe XS deXeVQiRe acXiSR TSiRXW Tla]eV haW each XYVR
CORE MECHANIC: The RYQbeV Sf acXiSR TSiRXW ]SY haZe, Xhe WcSVe ]SY YWe XS Xake acXiSRW,
iW deXeVQiRed b] ]SYV de\XeViX] WcSVe.

03. CONSTITUTION
FLAVOR: >WYbXVacX cSRWXiXYXiSR WcSVe fVSQ aR] daQage ]SY Xake
CORE MECHANIC: CSRWXiXYXiSR iW Xhe aQSYRX Sf daQage a chaVacXeV caR Xake. ChaVacXeVW
aVe SYX Sf Xhe baXXle [heR cSRWXiXYXiSR VeacheW 0, YRleWW abiliXieW aRd caVdW Wa] SXheV[iWe. If
all chaVacXeVW Veach 0 healXh Xhe baXXle iW lSWX.

04. ;ISDOM
FLAVOR: > add [iWdSQ XS aR] Qagic aXXack
CORE MECHANIC: > YSYV [iWdSQ WcSVe iRcVeaWeW Xhe aQSYRX Sf daQage Qagic aXXackW
deal.



04. CHARAC8ER7

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.

A77IGNING A88RIB98E7:
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 AXXVMFYXIW WLSYPH FI E ZEPYI FIX[IIR 1 ERH 4
?MRGPYHMRK 1 ERH 4A. AW XhiW [ill QeaR XhaX eZeR Xhe beWX
chaVacXeVW haZe a chaRce XS fail WXaXic XeWXW.

CHARACTERS

BaX GSbliR GhSWX

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[CONSTITUTION] 6 [CONSTITUTION] 9 [CONSTITUTION] 8

[STRENGTH] 0 [STRENGTH] 1 [STRENGTH] 1

[WISDOM] 1 [WISDOM] 1 [WISDOM] 2

[DEXTERITY] 6 [DEXTERITY] 4 [DEXTERITY] 3

< 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 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 [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
XheQ, 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 QeaRW ]SYƅll
al[a]W haZe a chaRce XS hiX.

HEALTH: A MSRWXeVW HealXh WhSYld RSVQall] be higheV XhaR a
ChaVacXeVƅW healXh 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 aXXackW, SV a WTecial aXXack 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
● ?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 QighX be e\XVa aXXackW, 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.

HEROES
1 - ;ARRIOR (cSQTlicaXiSR: XakeW 1 leWW daQage fVSQ all aXXackW)
CONSTITUTION: 30
SPECIAL POWERS
(1 - 6, 41.66%) BaWic aXXack - W[iRgW a W[SVd aRd hiXW Xhe clSWeWX Tla]eV fSV 1d6. If XheVe aVe
QYlXiTle iR VaRge XheR VSll 1dX.
(7 - 8, 30.54%) RaRged aXXack - PYllW SYX hiW cVSWWbS[ aRd WhSSXW iX VaRdSQl] aX a Tla]eV. WheR
hiX iX dealW 1d3.
(9 - 10, 19.44%) ASe aXXack - SXSQTW, hiXXiRg eZeV] Tla]eV aRd cVeaXYVe fSV 1 daQage.
(11 - 12, 8.32%) UlXiQaXe - ERXeV beVWeVk QSde, aXXackW X[ice fSV Re\X 1+d2 XYVRW

2 - ROGUE (cSQTlicaXiSR: dVa[W 3 caVdW each XYVR iRWXead Sf 2)
CONSTITUTION: 18
SPECIAL POWERS
(1 - 6, 41.66%) BaWic aXXack - WlaWheW hiW daggeV, hiXXiRg Xhe ReaVeWX Tla]eV iR eiXheV Xhe clSWe SV
QediYQ VaRge. If XheVe aVe QYlXiTle iR VaRge XheR VSll 1dX. DealW 1d2.
(7 - 8, 30.54%) RaRged aXXack - FiVeW a [ViWX QSYRXed bSlX aX a VaRdSQ eReQ]. DealW 1d2.
(9 - 10, 19.44%) ASe aXXack - BleRdW iRXS backgVSYRd. URXil Xhe VSgYeƅW Re\X XYVR, Tla]eVW haZe
diWadZaRXage SR aXXackW agaiRWX iX.
(11 - 12, 8.32%) UlXiQaXe - ShSSXW a gVaTTle hSSk aX SRe VaRdSQ eReQ], TYlliRg XheQ SRe VaRge
fSV[aVdW (fVSQ faV XS QediYQ SV fVSQ QediYQ XS clSWe) aRd dealiRg 1d6 daQage XS XheQ.

3 - CLERIC (cSQTlicaXiSR: aX Xhe begiRRiRg Sf iXW XYVR, WYQQSRW a 1 healXh XSXeQ iR a VaRdSQ
laRe, [hich QYWX be killed befSVe Xhe cleVic iW able XS be daQaged)
CONSTITUTION: 14
SPECIAL POWERS
(1 - 6, 41.66%) BaWic aXXack - Deal 1 daQage XS clSWeWX Tla]eV, healW Welf b] 1
(7 - 8, 30.54%) RaRged aXXack - Deal d2 daQage, healW Welf b] 2
(9 - 10, 19.44%) ASe aXXack - HealW all TaVX] QeQbeVW b] d3
(11 - 12, 8.32%) UlXiQaXe - ReWXSVe Welf XS fYll healXh

4 - ;I>ARD (cSQTlicaXiSR: aX Xhe WXaVX Sf iXW XYVR, VeZeal Xhe XST caVd Sf Xhe Tla]eVW deck. The
[i^aVd XheR dSeW Xhe aWWSciaXed acXiSR. AcXiSRW XhaX iRZSlZe Xhe [i^aVd dVa[iRg X caVdW caYWeW
Xhe [i^aVd XS VSll 2d6 aRd dS Xhe aWWSciaXed acXiSR. ReTeaX X XiQeW.)
CONSTITUTION: 20
SPECIAL POWERS
(1 - 6, 41.66%) BaWic aXXack - Deal d2 daQage XS clSWeWX Tla]eV
(7 - 8, 30.54%) RaRged aXXack - Deal 1+d2 daQage XS fYVXheWX Tla]eV
(9 - 10, 19.44%) ASe aXXack - Deal d2 XS clSWeWX Tla]eV, d2 XS fYVXheWX Tla]eV, caR WXack



(11 - 12, 8.32%) UlXiQaXe - WYQQSRW a QSaX Sf ƻVe aVSYRd hiQWelf, [hich dealW 1d3 daQage XS
all Tla]eVW [hS begiR XheiV XYVR SV QSZe iRXS clSWe VaRge.

5 - BARD (cSQTlicaXiSR: each aXXack dealW 1 QSVe daQage fSV each acXiSR dSRe befSVe iX XhiW
XYVR)
CONSTITUTION: 18
SPECIAL POWERS
(1 - 6, 41.66%) BaWic aXXack - dealW 1d2 daQage XS Xhe clSWeWX Tla]eV, TickiRg VaRdSQl] beX[eeR
XheQ.
(7 - 8, 30.54%) RaRged aXXack - dealW 1 daQage XS a VaRdSQ Tla]eV, XheR VSllW 2d6 aRd dSeW Xhe
aWWSciaXed acXiSR.
(9 - 10, 19.44%) ASe aXXack - dealW 1 daQage XS each Tla]eV aRd cVeaXYVe.
(11 - 12, 8.32%) UlXiQaXe - VSllW 2d6  aRd dSeW Xhe aWWSciaXed acXiSR, XheR VeTeaXW SRce.

6 - DRUID (cSQTlicaXiSR: aX Xhe begiRRiRg Sf iXW XYVR, cSRZeVXW all cVeaXYVeW SR Xhe bSaVd XS be SR
iXW Wide. All daQage XhaX Xhe cVeaXYVe [SYld deal XS Xhe dVYid iW dealX XS iXW cVeaXSV. AR] Tla]eV
Qa] YWe a cSQbaX QSZe XhaX [SYld be dealX XS Xhe dVYid XS deal daQage XS Xhe cVeaXYVe. If Xhe
daQage iW gVeaXeV XhaR Xhe cVeaXYVeƅW healXh, iX [ill die.)
CONSTITUTION: 20
SPECIAL POWERS
(1 - 6, 41.66%) BaWic aXXack - DealW 1 daQage XS clSWeWX Tla]eV, heal Welf fSV 2 de\XeViX]
(7 - 8, 30.54%) RaRged aXXack - SYQQSR ZiReW agaiRWX fYVXheWX Tla]eV, deal 1d2 daQage, Re\X
XaVgeX XYVR iW WkiTTed if XaVgeX de\XeViX] < 1d6
(9 - 10, 19.44%) ASe aXXack - CVeaXeW a [iRdblaWX, kRSckW all clSWe VaRge Tla]eVW XS faV VaRge,
dealiRg 1d3 daQage XS all XhSWe Tla]eVW. ElWe dealW 1d3 daQage XS a VaRdSQ Tla]eV.
(11 - 12, 8.32%) UlXiQaXe - each Tla]eV iW eRXaRgled [iXh a ZiRe. Each Tla]eV [hS eRdW a XYVR [iXh
Xhe ZiRe WXill SR XheQ XakeW 1d3 daQage. Each Tla]eV Qa] YWe 3 acXiSR TSiRXW XS VeQSZe Xhe ZiRe
fVSQ XheQWelZeW.



06. 8RAP7

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 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
QighX be a d3 daQage XS healXh. OV 1 daQage XS VaRdSQ
aXXVibYXe.

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



07. I8EM7

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.
E\EQTPI: FlaQiRg 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 Qa] [aRX XS haZe a
cSRWeUYeRce fSV failYVe.
E\EQTPI: FlaQiRg S[SVd: SXaXic TeWX HealXh. SYcceWW: +1d3
[AXXack] aRd daQage SR Re\X aXXack. FailYVe: -1 [HealXh].

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

ITEMS
DECK CARDS - Xhe WXaVXiRg caVdW iR ]SYV deck
2\ VeQeQbeV (1 aT)
ReXYVR XaVgeX caVd fVSQ Xhe diWcaVd Tile XS ]SYV haRd
3\ heaZ] aXXack (4 aT) (clSWe) (Th]Wical)
Deal 2d6 daQage
3\ cVSWWbS[ (3aT) (Qiddle) (Th]Wical)
DealW 1d6 daQage
3\ CSQbS aXXack (1 aT) VeUYiVeW WSQeSRe elWe iR Xhe WaQe ciVcle (Qiddle) (Th]Wical)
DealW 1d6 daQage

LOOTING CARDS - Xhe caVdW ]SY caR geX fVSQ lSSXiRg VSSQW
3\ ReWXSck (1 aT)
DVa[ a caVd
3\ STike (2 aT) (Qiddle) (Qagic)
DealW 2d3 daQage
2\ ReaRiQaXe (2 aT)
YSY Qa] YWe XaVgeX acXiSR iR Xhe diWcaVd Tile [iXhSYX YWiRg YT acXiSR TSiRXW

RE;ARD CARDS - Xhe caVdW ]SY geX fSV beaXiRg heVSeW.
3\ Ma\ WXVaXegi^e (2 aT)
DVa[ 3 caVdW
2\ MYlXiWhSX (3 aT) (Qiddle) (Th]Wical)
DealW 2d6 daQage

< END OF DA= 3 >



DA= 4: GAME MECHANIC7

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:
● EWGETI: GeX XS a WTeciƻc RSSQ SR Xhe MET. ReQeQbeV XS

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

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

● FMRH: Pick YT a WTeciƻc IXIQ. 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.

LO77 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.

:ICTOR= CONDITION
If eiXheV Sf Xhe fSllS[iRg XakeW Tlace, Xhe gaQe eRdW:
WiR: NS heVSeW aVe cYVVeRXl] beiRg fSYghX aRd XheVe aVe RS caVdW iR Xhe heVS Tile.
LSWe: All ChaVacXeVW haZe 0 [HealXh] AX Xhe WaQe XiQe.



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. 7E89P
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 MO:E:
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 LO7E
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 healXh. 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=

AT THE BEGINNING OF THE GAME:
Take all XieV SRe caVdW aRd TYX XheQ iRXS SRe Tile. ShYƾe XheQ XhSVSYghl]. TheR, Xake XhSWe
caVdW aRd Tlace XheQ iRXS Xhe Tla]eV deck ^SRe.
Take all XieV X[S caVdW aRd TYX XheQ iRXS SRe Tile. ShYƾe XheQ XhSVSYghl].
Take all XieV XhVee caVdW aRd TYX XheQ iRXS SRe Tile. ShYƾe XheQ XhSVSYghl].
AWWigR each Tla]eV a chaVacXeV caVd. Each Tla]eV WhSYld Tlace XheiV chaVacXeV caVd iR a Tla]eV
^SRe WeX XS Xhe Qiddle diWXaRce.
ShYƾe all Sf Xhe heVS caVdW face dS[R, XheR chSSWe ]SYV TVefeVVed diƽcYlX].
EASY - Xake Xhe XST 2 caVdW Sff Sf Xhe Tile aRd Tlace XheQ face dS[R iR Xhe heVS Tile.
NORMAL - Xake Xhe XST 4 caVdW Sff Sf Xhe Tile aRd Tlace XheQ face dS[R iR Xhe heVS Tile.
HARD - Xake all Sf Xhe caVdW iR Xhe Tile, aRd Tlace XheQ face dS[R iR Xhe heVS Tile.

GAME ORDER:
YSY all eRXeV Xhe VSSQ. YSY QYWX VSll 1d6 aRd add Xhe RYQbeV Sf VSSQW ]SY haZe beeR iR WiRce
Xhe laWX XiQe ]SY fSYghX a heVS.
1-5 - YSYV TaVX] QYWX diWcYWW [heXheV XS lSSX SV VeWX. If RSX eZeV]SRe agVeeW, ZSXe SR iX, aRd if Xhe
ZSXe iW eZeR, XheR VSll a d2. 1-3 iW lSSX, 4-6 iW VeWX.
LSSX - VSll 1d6.
1-2 - ]SY XViggeV a XVaT. EZeV]SRe XakeW 1d2 daQage.
3-4 - VeZeal 1 caVd fVSQ Xhe XST Sf Xhe lSSXiRg deck. ShS[ eZeV]SRe iR Xhe TaVX], XheR WhYƾe XheQ
iRXS ]SYV deck.
5-6 - VeZeal 2 caVdW fVSQ Xhe XST Sf Xhe lSSXiRg deck. ShS[ eZeV]SRe iR Xhe TaVX], XheR WhYƾe
XheQ iRXS ]SYV deck.
ReWX - chSSWe [heXheV XS heal each Tla]eV b] 1d3 SV heal SRe Tla]eV b] 3d3.
ORce ]SY haZe VeWXed SV lSSXed, eRXeV aRSXheV VSSQ.
6 SV gVeaXeV - A heVS iW iR Xhe VSSQ. Take Xhe XST caVd Sff Sf Xhe heVS Tile aRd Tlace iX iR Xhe
eReQ] ^SRe. TheR, each Tla]eV VSllW fSV iRiXiaXiZe (VSll a d6. AR e\XVa d6 iW VSlled fSV Xhe heVS. The
TeVWSR [iXh Xhe higheWX RYQbeV gSeW ƻVWX, XheR Xhe Re\X higheWX, aRd WS SR. If QYlXiTle TeSTle
geX Xhe WaQe RYQbeV, bSXh TeSTle VeVSll. WhSeZeV haW Xhe biggeV RYQbeV gSeW ƻVWX).

COMBAT
AX Xhe WXaVX Sf cSQbaX, each Tla]eV VeXYVRW XheiV Tla]eV caVd XS Xhe Qiddle diWXaRce. All Tla]eVW
dVa[ 1 caVd, XheR [hSeZeV VSlled Xhe biggeWX RYQbeV gSeW ƻVWX.
WheReZeV all caVdW iR Xhe deck aVe TYX iRXS Xhe diWcaVd Tile, XheR WhYƾe Xhe diWcaVd Tile face
dS[R aRd Tlace iX back iR Xhe deck WlSX.



PLA=ER TURN
SXaVX b] dVa[iRg a caVd.
All Sf ]SYV acXiSR TSiRXW aVe Veƻlled aX Xhe WXaVX Sf ]SYV XYVR, QeaRiRg ]SY haZe aW QaR] acXiSRW
aW ]SYV de\XeViX] TlYW Xhe RYQbeV Sf e\XVa acXiSR TSiRXW ]SY haZe gaiRed.
TheR ]SY Qa] YWe ]SYV acXiSRW TSiRXW iR aR] SVdeV ]SY Wee ƻX.

MO:EMENT
TheVe aVe XhVee VaRgeW: clSWe, Qiddle, aRd faV. All Tla]eVW WXaVX cSQbaX iR Xhe Qiddle VaRge. FSV
SRe acXiSR TSiRX ]SY Qa] QSZe fVSQ SRe diWXaRce XS aRSXheV diWXaRce XhaX iW Re\X XS iX. FSV
e\aQTle, ]SY Qa] QSZe fVSQ Qiddle XS clSWe, SV ]SY Qa] QSZe fVSQ Qiddle XS faV, bYX XS QSZe
fVSQ faV XS clSWe ]SY [SYld Reed XS YWe X[S acXiSR TSiRXW. SSQe caVdW [ill SRl] [SVk aX ceVXaiR
diWXaRceW.

USING ACTIONS
YSY Qa] chSSWe XS YWe aR acXiSR, if WS ]SY [ill TYX Xhe cSVVeWTSRdiRg caVd iRXS Xhe diWcaVd Tile
aRd ]SY [ill Xake Xhe acXiSR. SSQe acXiSRW Qa] be cSRXe\X WeRWiXiZe, fSV e\aQTle WSQe Qa]
VeUYiVe a ceVXaiR diWXaRce SV aRSXheV Tla]eV iR Xhe WaQe diWXaRce.

ORce ]SY haZe YWed YT all Sf ]SYV acXiSR TSiRXW, SV aX aR] TSiRX befSVe XheR, ]SY caR eRd ]SYV
XYVR. Pla] cSRXiRYeW [iXh Xhe WXaVX Sf Xhe XYVR Sf Xhe Tla]eV [hS VSlled WecSRd higheWX.

HERO TURN
SXaVX b] VSlliRg 2d6 aRd dSiRg Xhe aWWSciaXed acXiSR iQQediaXel]. TheR, VSll aRSXheV 2d6 aRd dS
XhaX aWWSciaXed acXiSR.

FINISHING THE FIGHT
Pla] cSRXiRYeW YRXil eiXheV eZeV] Tla]eV SV Xhe heVS VeacheW 0 healXh. AfXeV XhaX, Xake Xhe heVS
caVd iR Xhe EReQ] ZSRe aRd VeQSZe iX fVSQ Xhe gaQe. TheR, Xake 1d2 caVdW fVSQ Xhe Ve[aVd
deck aRd WhYƾe XheQ iRXS ]SYV deck. CSRXiRYe iRXS Xhe Re\X VSSQ.



GAME7PACE

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 [DSdge] XS QSZe XS Xhe Re\X
VSSQ. Make WYVe ]SY gS back aRd add iX XS Xhe OVdeV Sf Pla].

YSY all eRXeV Xhe VSSQ. YSY QYWX VSll 1d6 aRd add Xhe RYQbeV Sf VSSQW ]SY haZe beeR iR WiRce
Xhe laWX XiQe ]SY fSYghX a heVS.

1-5 - YSYV TaVX] QYWX diWcYWW [heXheV XS lSSX SV VeWX. If RSX eZeV]SRe agVeeW, ZSXe SR iX, aRd if Xhe
ZSXe iW eZeR, XheR VSll a d2. 1-3 iW lSSX, 4-6 iW VeWX.
LSSX - VSll 1d6.
1-2 - ]SY XViggeV a XVaT. EZeV]SRe XakeW 1d2 daQage.
3-4 - VeZeal 1 caVd fVSQ Xhe XST Sf Xhe lSSXiRg deck. ShS[ eZeV]SRe iR Xhe TaVX], XheR WhYƾe XheQ
iRXS ]SYV deck.
5-6 - VeZeal 2 caVdW fVSQ Xhe XST Sf Xhe lSSXiRg deck. ShS[ eZeV]SRe iR Xhe TaVX], XheR WhYƾe
XheQ iRXS ]SYV deck.
ReWX - chSSWe [heXheV XS heal each Tla]eV b] 1d3 SV heal SRe Tla]eV b] 3d3.
6 SV gVeaXeV - A heVS iW iR Xhe VSSQ. Take Xhe XST caVd Sff Sf Xhe heVS Tile aRd Tlace iX iR Xhe
eReQ] ^SRe. TheR, each Tla]eV VSllW fSV iRiXiaXiZe (VSll a d6. AR e\XVa d6 iW VSlled fSV Xhe heVS. The
TeVWSR [iXh Xhe higheWX RYQbeV gSeW ƻVWX, XheR Xhe Re\X higheWX, aRd WS SR. If QYlXiTle TeSTle
geX Xhe WaQe RYQbeV, bSXh TeSTle VeVSll. WhSeZeV haW Xhe biggeV RYQbeV gSeW ƻVWX).
AfXeV all eZeRXW iR a VSSQ haZe beeR VeWSlZed, chaVacXeVW eRXeV aRSXheV VSSQ.



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.

ELEMEN87 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.

AWWMKRQIRX: 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 [DSdge], fail, lSWe 1 healXh.

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 [DSdge] 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

COMBAT ROOM
WheR ]SY eRXeV a VSSQ, if ]SY geX a 6 SV higheV SR Xhe dice, ]SY aVe iR a CSQbaX RSSQ.

LOOT ROOM
WheR ]SY eRXeV a VSSQ, if ]SY geX leWW XhaR a 6 SR Xhe ƻVWX dice aRd ]SY eiXheV chSSWe XS heal SV
lSSX, aRd if ]SY lSSX ]SY geX higheV XhaR a 2, ]SY aVe iR a LSSX RSSQ.

TRAP ROOM
WheR ]SY eRXeV a VSSQ, if ]SY geX leWW XhaR a 6 SR Xhe ƻVWX dice aRd ]SY chSSWe XS lSSX, aRd if
]SY lSSX ]SY geX a 2 SV lS[eV, ]SY aVe iR a TVaT RSSQ.

PLA=ER DECK
ThiW iW Xhe WTSX [heVe ]SY Tlace Xhe Tla]eV deck. CaVdW aVe dVa[R fVSQ iX aX Xhe WXaVX Sf each
XYVR.

ENEM= >ONE
AX Xhe WXaVX Sf cSQbaX, Xake Xhe XST caVd fVSQ Xhe HeVS Deck aRd Tlace iX iRXS Xhe eReQ] ^SRe
face YT. WheR Xhe cYVVeRX heVS beiRg fSYghX iW killed, VeQSZe Xhe aWWSciaXed heVS caVd fVSQ Xhe
gaQe.

DISCARD >ONE
WheR caVdW aVe Tla]ed Xhe] gS XS Xhe diWcaVd ^SRe. WheR XheVe aVe RS caVdW iR Xhe Tla]eV deck
aRd RS caVdW iR aR] Tla]eVƅW haRdW, XheR WhYƾe Xhe diWcaVd deck aRd TYX iX back iRXS Xhe Tla]eV
deck WlSX.

PLA=ER >ONES
AX Xhe begiRRiRg Sf cSQbaX, VeWeX Xhe Tla]eV diWXaRce XS QediYQ b] WlidiRg Xhe Tla]eV caVd XS Xhe
TSiRX [heVe ƈMIDDLEƉ iW Xhe Xe\X diVecXl] abSZe iX. WheReZeV ]SY QSZe XS a diffeVeRX diWXaRce,
Wide Xhe caVd WS XhaX Xhe Re[ diWXaRce iW Xhe Xe\X diVecXl] abSZe Xhe caVd.

< END OF DA= 4 >


