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Character Card Front 1 Character Card Front 2

Character Card Front 3

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.

GRUMPY OLD LADY

Attributes

 Has limited 

move spaces, 

but can 

draw up to 2 

cards at a 

time 

:cAll

:leave

:stamina

:speed

4

2

5

1

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.

CHILL HIPSTER GUY

Attributes

Moves 

quickly, so 

they finish 

drinks faster 

than the 

other 

workers, but 

is prone to 

spills

:cAll

:leave

:stamina

:speed

2

1

5

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.

OVERWORKED HIGH 
SCHOOL STUDENT

Attributes

Always late, 

so they start 

one round 

late. They are 

less likely to 

be damaged 

by surprise 

spills

:cAll

:leave

:stamina

:speed

1

4

5

2
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Monster or Trap Card Front 1 Monster or Trap Card Front 2

Monster or Trap Card Front 3

Monster NAME

Place monster image here.

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

of your monster.

Karen

Attributes

Add/remove 
a topping for 

any drink, 
causing the 

player to lose 
1 speed or 1 

stamina  

:cAll

:leave

:stamina

9

6

8 

Monster NAME

Place monster image here.

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

of your monster.

Middle School Girl

Attributes

Can cause 
player to lose 

2 stamina 

:cAll

:leave

:stamina

7

8

9

trap NAME

Place Trap Image here.

Add the trap’s Test and 
Consequence here, along 
with a short description. 

Spill Drink

Who left that banana peel on the floor?
You slip and fall, something falls out of your 

cup...

Roll call attribute. If roll fails lose 1 stamina. All 
players ROLL NOW.
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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

Item NAME

Place Item Image here.

Add the item’s description 
here and mechanics here

Dirty Hair Clip

There’s a few loose strands of hair from the 
previous owner, and a mysterious sticky 

residue you just can’t name... You put it on 
and suddenly feel ready for anything and 

every thing.

Save this card for the next Ingredient Roll and 
gain an additional roll.

Item NAME

Place Item Image here.

Add the item’s description 
here and mechanics here

Dirty Hair Clip

There’s a few loose strands of hair from the 
previous owner, and a mysterious sticky 

residue you just can’t name... You put it on 
and suddenly feel ready for anything and 

every thing.

Save this card for the next Ingredient Roll and 
gain an additional roll.

Item NAME

Place Item Image here.

Add the item’s description 
here and mechanics here

Dirty Hair Clip

There’s a few loose strands of hair from the 
previous owner, and a mysterious sticky 

residue you just can’t name... You put it on 
and suddenly feel ready for anything and 

every thing.

Save this card for the next Ingredient Roll and 
gain an additional roll.

Item NAME

Place Item Image here.

Add the item’s description 
here and mechanics here

Dirty Hair Clip

There’s a few loose strands of hair from the 
previous owner, and a mysterious sticky 

residue you just can’t name... You put it on 
and suddenly feel ready for anything and 

every thing.

Save this card for the next Ingredient Roll and 
gain an additional roll.
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Item Card Front 1 Item Card Front 2

Item Card Front 3 Item Card Front 4

ORDER UP!

taro

classic 
boba

sprinkles

ORDER UP!

chai

coffee 
jellies

whipped 
cream

ORDER UP!

matcha

popping 
boba

cheese 
foam

ORDER UP!

brown 
sugar

green tea 
jellies

caramel 
drizzle
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Item Card Front 1 Item Card Front 2

ORDER UP!

passion 
fruit

lychee 
jellies

lemon 
slice

ORDER UP!

oolong

grass 
jellies

ice 
cream 
scoop
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BREaK 
RooM

SEaTiNG 
AREa

SEaTiNG 
AREa

SHoP 
ENTRaNCE

KiTCHEN

CaSHiER

BREaK RooM 
ENTRaNCE



DA= 1: 46EMI7E > Lo]W FeVnande^, KViWXal CVY^, Caelin De Leon <

đĒı GAME TITLE Boba Stars

02. 46EMI7E
WhaX iW ]SYV game abSYX? YSYV TVemiWe WhSYld inclYde:

;HA8 =39ƅ6E ALL IN74I6ED B=:
TheWe gameW can be inWTiVed b] ]SYV life, knS[ledge, and
e\TeVienceW. ThingW ]SYƅZe heaVd abSYX, leaVned abSYX, Vead
abSYX. FYXYVeW, TaWXW, TVeWenXW ]SY mighX [anX XS WTecYlaXe Sn.
ThingW XhaX faWcinaXe ]SY. PVemiWeW fSV XhiW claWW WhSYldnƅX be
baWed Sn WSmeSne elWeƅW WXSV], SV ƻX [iXhin an e\iWXing TVSTeVX]
SV genVe.

D9NGE3N:
WheVe iW ]SYV game WeX? IX'll helT infSVm Xhe SXheV chSiceW in ]SYV
game. YSYƅll make a MET Sf iX laXeV. A dYngeSn cSYld be:

● A ShSTTing Mall
● The InXeVnaXiSnal STace SXaXiSn
● A famil] gaXheVing

CHA6AC8E67:
WhS ]SYV Tla]eVW Tla] aW. The] mighX be:

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

YSYV ChaVacXeVW [ill all ƻll diffeVenX VSleW called a CLEVEGXIV RSPI.
TheWe VSleW [ill be deƻned b] XheiV diffeVenX AXXVMFYXIW.

8HE G3AL:
ThiW iW [haX ]SYV chaVacXeVW [ill [SVk XSgeXheV XS achieZe XS [in
Xhe game. Pick Sne gSal. IX WhSYld VelaXe XS Sne Sf Xhe SXheV
mechanicW in ]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 WenXenceW fSV ]SYV PVemiWe. InclYde
[haX ]SYƅVe inWTiVed b], [haX Xhe DYngeSn iW, [hS Xhe Pla]eV
ChaVacXeVW [ill be, and [haX XheiV GSal iW.

46EMI7E
>The game iW abSYX 3 TeSTle [hS [SVk aX a bSba WhST [hSWe gSal iW XS make Xhe mSWX dVinkW

>InWTiVed b] a claWWmaXeƅW bSba dVink and b] diffeVenX baViWXaW [eƅZe encSYnXeVed aX bSba WhSTW
- Game Sf Life
- SYWhi GS

>DYngeSn: bSba WhST

>ChaVacXeVW:
- OZeV[SVked high WchSSl WXYdenX (WXaVXW 1 VSYnd laXe, TVSXecXiSn fVSm WTillW)
- HiTWXeV gY] (nS TVSXecXiSn fVSm WTillW, WTeed bYff)
- Old lad] (limiXed mSZemenX(WlS[), can dVa[ 2 caVdW aX a Xime)

>GSal
- Be Xhe ƻVWX XS cSmTleXe 3 WeXW Sf bSba SVdeVW.

< END 3F DA= 1 >


DA= 2: 4LA=E6 CHA6AC8E67

03. A886IB98E7

;HA8 A6E A886IB98E7:
AXXVibYXeW aVe UYaliXieW Sf ]SYV chaVacXeVW abWXVacXed dS[n XS a
nYmbeV. The] mighX be XhingW like SXVengXh SV STeed. HeVe [eƅZe
named Xhe e\amTle aXXVibYXeW afXeV [haX VSle Xhe]ƅll ƻll in ]SYV
game, bYX ]SY WhSYld VeTlace Xhem [iXh XhingW XhaX make WenWe
baWed Sn ]SYV game. SS if ]SY [eVe making a game abSYX a
feYding famil], AXXack mighX becSme GSWWiT, SV if ]SY [eVe
making a game abSYX a bank VSbbeV], DSdge mighX be RYn.

;HA8 D3 8HE= D3:
AXXVibYXeW aVe Xhe cSVe mechanic Sf ]SYV game. The] make Xhe
Tla]eV chaVacXeVW and Xhe mSnWXeVW Xhe]ƅll ƻghX Tla] diffeVenXl].
The] alWS indicaXe [haX acXiSnW ]SYƅll Xake in ]SYV game.

E<AM4LE A66A=7:

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

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

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

A SSGMEP GEQI:
● [AXXack] = GSWWiT
● [DSdge] = IgnSVe
● [HealXh] = CSSl
● [FVee AXXVibYXe] = SecVeXW

ASSIGNMENT: CSme YT [iXh ]SYV aXXVibYXeW. ReTlace [AXXack],
[DSdge], and [HealXh] [iXh nameW Sf ]SYV S[n. ]SY can YWe ƄFind
and ReTlaceƅ XS Vename Xhem acVSWW XhiW [hSle dScYmenX. Then
[ViXe a [FVee AXXVibYXe]  XhaX ƻXW ]SYV game. ReTlace an] Xe\X in
black, keeT an] Xe\X in Tink. HeVe iW Xhe fSVmaX:

00. ATTRIB9TE NAME
FLA:OR: ThiW iW [heVe ]SY e\Tlain [haX Xhe AXXVibYXe
VeTVeWenXW. Like: UWe GSWWiT XS WTVead VYmSVW.
CORE MECHANIC: ThiW iW hS[ Xhe aXXVibYXe [SVkW in game.
OTHER MECHANICS: TheWe aVe SXheV XhingW ]SYƅll YWe Xhe
aXXVibYXe fSV in ]SYV game. When ]SY [ViXe a ne[ game
mechanic make WYVe XS cSme back heVe and add iX.

● MECHANIC NAME: ThiW iW fSV addiXiSnal YWeW Sf
Xhe aXXVibYXe, like YWing WXVengXh XS climb SZeV
SbWXacleW.

A886IB98E7

01. ?CEPPA
FLA:OR: call Xhe manageV XS deal [iXh eiXheV Xhe cYWXSmeVW SV Xhe emTlS]eeW.
CORE MECHANIC: VeVWYW XeWX [Call]. If ]SY meeX SV e\ceed a mSnWXeVƅW [LeaZe] deal 1 HEQEKI XS Xhem.

02. ?LIEZIA
FLA:OR: emTlS]eeW can leaZe Xhe kiXchen XS aZSid cSnƼicX [hile Xhe mSnWXeVW aVe fSVced XS leaZe Xhe
WXSVe.
CORE MECHANIC: VeVWYW TeWX [LeaZe]. If ]SY geX YndeV a mSnWXeVƅW [Call] Xake 1 HEQEKI.

03. ?SXEQMREA
FLA:OR: > Each chaVacXeV haW a limiXed amSYnX Sf WXamina, [hich decVeaWeW aW Xhe da] gSeW Sn.
CORE MECHANIC: > EZeV] X[S VSYndW, ALL Tla]eVW mYWX VSll a D6. The Tla]eV [iXh Xhe lS[eWX nYmbeV lSWeW
-1 WXamina.
OTHER MECHANICS:

● When a Tla]eV lSWeW WXamina, Xhe] [ill haZe an STXiSn XS Xake a naT in Xhe ƈBVeak RSSmƉ bYX iX
[ill Xake Xhe enXiVe XYVn. AfXeV XheiV naT, Xhe] mYWX leaZe inXS an adjacenX VSSm. NaTTing can Snl]
be dSne Snce eZeV] SXheV mSZe.

04. STIIH
FLA:OR: > Each chaVacXeV WXaVXW Sff [iXh diffeVenX amSYnXW Sf WTeed. <
CORE MECHANIC: > AW Xhe gameW gSeW Sn, Xhe] can VSll eZeV] SXheV VSYnd XS incVeaWe XheiV WTeed <
OTHER MECHANICS: Pla]eVW haZe Xhe STXiSn XS geX a cYT Sf cSffee fVSm Xhe ƈBVeak RSSmƉ. The VYleW fSV
Xaking a naT aTTl] heVe.



04. CHA6AC8E67

Pla]eV chaVacXeVW in dYngeSn cVa[leVW haZe diffeVenX VSleW. ThiW
meanW XhaX Pla]eVW Tla]ing Xhe chaVacXeVW haZe a diffeVenX
e\TeVience Tla]ing Xhe game and diffeVenX WXVaXegieW XS helT XheiV
Xeam achieZe ZicXSV]. TheWe VSleW aVe diffeVenXiaXed b] giZing
chaVacXeVW diffeVenX ZalYeW fSV XheiV AXXVibYXeW.

A77IGNING A886IB98E7:
When ]SYƅVe aWWigning aXXVibYXeW XS ]SYV chaVacXeVW, haZe a gSSd
mi\ Sf WXVengXhW and [eakneWWeW fSV each chaVacXeV. DSnƅX make
Sne chaVacXeV beXXeV SV [SVWe Xhan all Xhe SXheVW.

ASSIGNMENT: Pick a VSle fSV ]SYV 3 ChaVacXeVW. Then DiWXVibYXe
XheiV aXXVibYXeW. All AXXVMFYXIW WLSYPH FI E ZEPYI FIX[IIR 1 ERH 4
?MRGPYHMRK 1 ERH 4A. AW XhiW [ill mean XhaX eZen Xhe beWX
chaVacXeVW haZe a chance XS fail WXaXic XeWXW.

CHA6AC8E67

OZIV[SVOIH HMKL SGLSSP SXYHIRX CLMPP HMTWXIV GY] GVYQT] OPH LEH]

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[CALL] 1 [CALL] 2 [CALL] 4

[LEAVE] 4 [LEAVE] 1 [LEAVE] 2

[STAMINA] 5 [STAMINA] 5 [STAMINA] 5

[SPEED] 2 [SPEED] 4 [SPEED] 1

> Al[a]W laXe, WS Xhe] WXaVX Sne
VSYnd laXe. (The] WkiT Xhe ƻVWX
XYVn)  The] aVe leWW likel] XS be
damaged b] WYVTViWe WTillW. <

> IW al[a]W faWX, WS Xhe] ƻniWh
dVinkW faWXeV Xhan Xhe SXheV
[SVkeVW, bYX iW TVSne XS WTillW <

> HaW limiXed mSZe WTaceW, bYX
can VSll YT XS X[S XimeW each
VSYnd . <

< END 3F DA= 2 >



DA= 3: ENC39N8E67 + I8EM7

05. M3N78E67

MSnWXeVW aVe [haX [eƅVe gSing XS call [haXeZeV XhingW ]SYƅVe
encSYnXeVing and WXVYggling againWX. The] cSYld be ViZal Vace caV
dViZeVW SV angV] WhSTkeeTeVW XhaX dSnƅX like ]SYV miWchief. The]
cSYld alWS be nSn-liZing SbWXacleW if Xhe]ƅVe Xhe main Xhing ]SY
WXVYggle againWX, like cliffW in a climbing game, SV cSmTlicaXed
machineW in a VeTaiVing game.

MSnWXeVW aVe gSing XS haZe an [AXXack] ZalYe, a [DSdge] ZalYe,
and a [HealXh] ZalYe, jYWX like ]SYV Tla]eV chaVacXeVW. HS[eZeV,
Ynlike ]SYV Tla]eVW, XheWe ZalYeW dSnƅX haZe a dice VSll added XS
Xhem, Xhe]ƅVe WXaXic ZalYeW.

M3N78E6 A886IB98E7
ATTACK AND DODGE: A MSnWXeVƅW [AXXack] ZalYe and [DSdge]
ZalYe WhSYld be beX[een 6 and 10, aW FailWafe meanW ]SYƅll
al[a]W haZe a chance XS hiX.

HEALTH: A MSnWXeVW HealXh WhSYld nSVmall] be higheV Xhan a
ChaVacXeVƅW healXh aW ]SYV ChaVacXeV'W can ƻghX Xhem XSgeXheV.

SPECIAL: NSVmall] ]SYV gameƅW [FVee AXXVibYXe] [ill be Tla]eV
facing. Meaning XhaX mSnWXeVW [SnƅX need Sne. InWXead ]SY cSYld
giZe ]SY mSnWXeVW mYlXiTle aXXackW, SV a WTecial aXXack XhaX
DamageW all ChaVacXeVW Sn a failed SXaXic TeWX.

ASSIGNMENT: AWWign aXXVibYXeW fSV X[S mSnWXeVW. Then add an]
WTecial TS[eVW Xhe mSnWXeVW mighX haZe. HeVe iW Xhe fSVmaX:

MONSTER NAME
● ?ATTACKA: ZalYe beX[een 6 and 10
● ?DODGEA: ZalYe beX[een 6 and 10
● ?HEALTHA: ZalYe beX[een 6 and 10

SPECIAL PO;ERS
> ThiW mighX be e\XVa aXXackW, e\XVa damage, WTecial abiliXieW
eXc.

OTXiSnall] add an] geneVal VYleW fSV mSnWXeVW. FSV e\amTle if all
mSnWXeVW haZe a VandSm chance XS dVST XVeaWYVe [hen ]SY
defeaX Xhem, ]SY [SYld WTecif] XhaX YndeV MSnWXeV RYleW.

M3N78E67 (GYWXSQIVW)

KEVIR
● ?CALLA: 9
● ?LEA:EA: 6
● ?STAMINAA: 8

SPECIAL PO;ERS
> Add/VemSZe a XSTTing fSV an] dVink, caYWing Xhe Tla]eV XS lSWe 1 WTeed SV 1 WXamina. ThiW haTTenW afXeV
all Tla]eVW haZe had XheiV ƻVWX aXXack. Pla]eVW can Xhen VSll YWing XheiV WTeed aXXVibYXe
RSll 2 D2 XS deXeVmine [haX [ill haTTen
- RSll 1-3: add XSTTing XS an] dVink/lSWe 1 WTeed
- RSll 4-6: VemSZe a XSTTing fVSm an] dVink/lSWe 1 WXamina

MMHHPI SGLSSP SXYHIRXW
● ?CALLA: 7
● ?LEA:EA: 8
● ?STAMINAA: 9

SPECIAL PO;ERS
> can caYWe Tla]eV XS lSWe 2 WXamina

M3N78E6 69LE7:
> [hen a mSnWXeV iW defeaXed, a Tla]eV can incVeaWe all aXXVibYXe b] 1



06. 86A47

TVaTW aVe SXheV SbWXacleW XhaX ]SY mighX encSYnXeV. InWXead Sf
ƻghXing Xhem like a MSnWXeV. YSY nSVmall] XeWX XS diWable SV aZSid
Xhem. If ]SY fail ]SY Xake a debiliXaXing effecX. TheWe mighX be HSX
LaZa, A TVaWh CSmTacXSV, SV A SecYViX] CameVa.

86A4 MECHANIC7
STATIC TEST: Pick an aXXVibYXe fSV a SXaXic TeWX, if Xhe XeWX failW,
Xhe Tla]eV chaVacXeVW all Xake a cSnWeUYence.

CONSEQ9ENCE: A cSnWeUYence Sf failing Xhe XeWX Sn a XVaT
mighX be a d3 damage XS healXh. OV 1 damage XS VandSm
aXXVibYXe.

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

86A47

STMPP DVMRO
TEST: XeWXW [Call] aXXVibYXe

CONSEQUENCE: if Xhe Tla]eVW fail, Xhe] each lSWe 1 WXamina



07. I8EM7

IXemW aVe an] SbjecXW ]SYV chaVacXeVW cSYld Xake caVV] and YWe.
NSVmall], Xhe]ƅll add a ZalYe XS Sne Sf ]SYV chaVacXeVƅW aXXVibYXeW.
FigYVing SYX [hich chaVacXeV WhSYld Xake [haX IXemW iW a TSinX Sf
WXVaXeg] fSV ]SYV Tla]eVW. IXemW like XhiW mighX be a Flaming
S[SVd SV InZiWible AVmSV, bYX Veall] an]Xhing cSYld be an iXem
baWed Sn Xhe cSnXe\X Sf ]SYV game. If ]SYV game iW abSYX
WSciali^ing in a bVeakVSSm, a gSSd iXem mighX be a NSZelX] MYg
SV an EWTVeWWS ShSX.

OTXiSnall] an iXem ma] inWXead gVanX a WTecial TS[eV. ThiW mighX
be a WTell, SV jYWX a mSVe cSmTle\, ViWk], SV WelecXiZel] YWed iXem.
In Xhe e\amTleW belS[ a Ƽaming 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: Flaming S[SVd: +2 XS [AXXack].

PO;ER: SXaXic XeWX a WTeciƻc aXXVibYXe XS gVanX a laVgeV bSnYW Sn
a Wingle XeWX, if Xhe TS[eV iW ZeV] TS[eVfYl ]SY ma] [anX XS haZe a
cSnWeUYence fSV failYVe.
E\EQTPI: Flaming S[SVd: SXaXic TeWX HealXh. SYcceWW: +1d3
[AXXack] and damage Sn ne\X aXXack. FailYVe: -1 [HealXh].

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

I8EM7

DMVX] HEMV CPMT
EFFECT: Gain an e\XVa VSll fSV Xhe ne\X Xime ]SY VSll fSV ingVedienXW.

I8EM 69LE7:
> UWe XhiW caVd if ]SY dSnƅX like ]SYV iniXial VSll. AfXeV YWing Xhe caVd ]SY can chSSWe beX[een Xhe beXXeV Sf Xhe
dice. DiWcaVd afXeV ƻVWX YWe.

< END 3F DA= 3 >



DA= 4: GAME MECHANIC7

08. :IC836= C3NDI8I3N

VicXSV] cSndiXiSnW aVe [haX Xhe Tla]eVW need XS achieZe XS [in Xhe
game. YSYƅll Tick Sne ZicXSV] cSndiXiSn. GS back XS ]SYV PVemiWe,
hS[ can ]SY ƻX Xhe ZicXSV] cSndiXiSn fVSm ]SYV TVeWence in [iXh
Xhe mechanicW ]SYƅZe alVead] cSme YT [iXh. SSme e\amTleW
mighX be:
● EWGETI: GeX XS a WTeciƻc RSSm Sn Xhe MET. RemembeV XS

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

[heVe XhaX MSnWXeV iW Tlaced aX Xhe WXaVX. And XS make iX
XSYgheV Xhan ]SYV mSnWXeVW.

● FMRH: Pick YT a WTeciƻc IXIQ. RemembeV XS nSXe [heVe iX iW
Tlaced Sn ]SYV maT.

YSY can alWS cSmbine XheWe. FSV e\amTle, ]SY mighX need XS
bVing an IXem XS a STeciƻc VSSm. OV defeaX a mSnWXeV [iXh an
iXem.

L377 C3NDI8I3N:
OTXiSnall], ]SY cSYld haZe a cSndiXiSn XhaX caYWeW Xhe Pla]eVW XS
lSWe. FSV e\amTle, a XYVn XimeV XhaX XickW dS[n afXeV each XYVn. OV
a limiX fSV hS[ man] XimeW ]SY can VeXVeaX fVSm a MSnWXeV.

ASSIGNMENT: ReTlace SV AlXeV XheWe cSndiXiSnW fSV [inning and
lSWing. Make WYVe ]SY e\Tlain Xhe mechanicW Sf an]Xhing ]SY
add. FSV e\amTle if ]SY had a XYVn XimeV XS cSYnX dS[n YnXil Xhe
Pla]eVW lSWe, VemembeV XS inclYde [hen iX cSYnXW dS[n, and hS[
man] XYVnW iX WXaVXW [iXh.

:IC836= C3NDI8I3N

If eiXheV Sf Xhe fSllS[ing XakeW Tlace, Xhe game endW:
;MR: FiVWX XS make 3 dVinkW and defeaX mSnWXeVW
LSWI: When Sne chaVacXeV haW lSWX XS bSXh mSnWXeVW



09. 36DE6 3F 4LA=

NS[ XhaX ]SYƅZe made mSWX Sf Xhe elemenXW Sf ]SYV game. YSY
can Xie iX all XSgeXheV and alXeV an] Sf Xhe VYleW TVeWenXed aX Xhe
beginning Sf ]SYV dScYmenX XS ƻX ]SYV game.

1. 7E894
ThiW iW [heVe an] VYleW fVSm befSVe Xhe game [SYld gS. Like hS[
XS Tlace caVdW Sn Xhe maT. AVe Xhe] face YT, face dS[n, eXc.

2. 4LA=E6 896N
ThiW WecXiSn iW [heVe ]SY e\Tlain [haX Xhe Tla]eV chaVacXeVW can
dS Sn XheiV XYVn.

2.1 MO:E:
WheVe ]SY e\Tlain hS[ Tla]eVW mSZe.

2.2 COMBAT:
WheVe ]SY e\Tlain hS[ cSmbaX haTTenW.

3. END 3F 896N
HeVe iW [heVe ]SY liWX an]Xhing XhaX haTTenW Snce Xhe Tla]eVƅW
XYVn endW. FSV e\amTle, mSZing mSnWXeVW, dVa[ing ne[ mSnWXeVW,
SV cSYnXing XS dS[n a XYVn a cSYnXeV XhaX endW Xhe game.

4. ;IN 36 L37E
HeVe iW [heVe ]SYƅd TYX Xhe Tla]eV'W gSal and an] XeWXW Xhe] need
XS achieZe iX. OTXiSnall] ]SY mighX haZe a lSWW cSndiXiSn aW [ell,
fSV e\amTle, Xhe O\]gen cSYnXeV VeacheW ^eVS OR All chaVacXeVW
Veach 0 healXh. COPY THIS PART FROM THE PREVIOUS SECTION.

ASSIGNMENT: AlXeV and Add XS XheWe VYleW aW ]SY Wee ƻX. LSSk
XhVSYgh ]SYV dScYmenX and bVing an] neceWWaV] VYleW heVe.
PleaWe  highlighX an] changeW. PleaWe ediX SV VeTlace an] Xe\X in
BLACK, TleaWe dSnƅX VeTlace an] Xe\X in PINK.

36DE6 3F 4LA=

1. SET9P
DSne Snce aX Xhe beginning Sf Xhe game.
1WX: Each Pla]eV TickW Sne Sf Xhe XhVee ChaVacXeV RSleW. MaVk [heVe Xhe Tla]eVW aVe in Xhe VSSm labeled [Pla]eV
SXaVX].
2RH: NSXe MSnWXeV, TVaT, and TVeaWYVe lScaXiSnW Sn XheiV nSXed [SXaVXing RSSmW].

2. PLA=ER T9RN
WhaX Xhe Tla]eVW dS Sn XheiV XYVn. ReTeaX YnXil Xhe] WIN OR LOSE.

2.1. MO:E
1WX: If an] ChaVacXeV haW 0 [HealXh], Xhe] cannSX mSZe. If all ChaVacXeVW haZe aX leaWX 1 [HealXh], Xhe] mYWX mSZe.
2RH: The Pla]eVW decide cSllecXiZel] [hich AdjacenX RSSm XheiV ChaVacXeVW MSZe XS. MSZe XheiV caVdW XS XhaX
VSSm.
3VH: If Xhe RSSm cSnXainW a TVaT, VSll Xhe TeWX indicaXed Sn Xhe TVaT caVd and Xake an] negaXiZe effecXW fSV XhSWe
[hS fail. KeeT Xhe TVaT Sn Xhe bSaVd.
4XL: If Xhe VSSm cSnXainW an IXem, Xhe Pla]eVW decide cSllecXiZel] [hich Sf XheiV chaVacXeVW [ill caVV] and YWe
XhaX iXem. RemSZe iX fVSm Xhe BSaVd. An] Xime Xhe] MSZe Xhe] ma] W[iXch [hich chaVacXeV iW caVV]ing Xhe IXem.
5XL: If Xhe VSSm cSnXainW a MSnWXeV, cSnXinYe XS 2.2 CSmbaX. ElWe, TVSceed XS end Sf XYVn.

2.2 COMBAT
When Tla]eVW aVe in Xhe Same VSSm aW a MSnWXeV, cSmbaX WXaVXW. CSmbaX XakeW Tlace in VSYndW, [hich aVe
SYXlined belS[. E\ceTX if Pla]eVƅW Xake Xhe Heal SXance, Xhe] can al[a]W aXXemTX XS deal 1 Damage XS a MSnWXeV
each RSYnd.

1WX: PPE]IV SXERGIW: Pla]eVW Tick XheiV WXanceW. ChSSWe 1 fSV each chaVacXeV fVSm Xhe liWX belS[:
● AKKVIWWMZI: VeVWYW TeWX [AXXack] [iXh AdZanXage XhiW VSYnd.
● DIJIRWMZI: VeVWYW TeWX [DSdge], [iXh AdZanXage XhiW VSYnd.
● HIEP: SXaXic XeWX [HealXh], if WYcceWWfYl, VeWXSVe 1 lSWX [healXh] XS anSXheV ChaVacXeV YT XS XheiV ma\imYm,

bYX ]SY cannSX TeWX [AXXack] XhiW VSYnd
Ƃ OR ALL CHARACTERS MAY Ƃ

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

2RH: AGXMSR OVHIV + FMVWX AXXEGOW: TS deXeVmine [hich ChaVacXeVW can AXXack and Heal befSVe Xhe MSnWXeV,
VeVWYW TeWX [DSdge] ZeVWYW Xhe MSnWXeVƅW [DSdge] fSV each Sf Xhe ChaVacXeVW. The ChaVacXeVW XhaX fail can
aXXack afXeV Xhe MSnWXeV. ThSWe XhaX WYcceed can AXXack SV Heal nS[. TS AXXack, VeVWYW TeWX [AXXack] ZeVWYW Xhe
MSnWXeVW [DSdge]. If Xhe chaVacXeV WYcceedW, deal 1 damage XS Xhe mSnWXeV.

3VH: MSRWXIV AXXEGOW + SIGSRH AXXEGOW: RSll d3 XS deXeVmine VandSml] [hich chaVacXeV Xhe mSnWXeV aXXackW.
The XaVgeXed ChaVacXeV mYWX VeVWYW TeWX [DSdge] ZeVWYW Xhe MSnWXeVƅW [AXXack]. If Xhe chaVacXeV failW, Xhe] Xake
damage. Once Xhe MSnWXeV haW aXXacked. An] chaVacXeV XhaX haWnƅX AXXacked SV Healed XhiW VSYnd can dS WS
nS[.

4XL: ERHMRK CSQFEX: If Xhe mSnWXeV and aX leaWX Sne Tla]eV haZe mSVe Xhan 0 [HealXh], ReXYVn XS Xhe ƻVWX WXeT.
ElWe cSmbaX endW. If Xhe MSnWXeV haW 0 [HealXh] VemSZe Xhe MSnWXeV CaVd.

3. END OF T9RN
1WX: If an] MSnWXeVW haZe leWW Xhan XheiV WXaVXing [HealXh] VeWXSVe XheiV [HealXh] XS XheiV WXaVXing [HealXh].



2RH: If an] ChaVacXeVW haZe leWW Xhan XheiV WXaVXing [HealXh], VSll d3, allScaXe XhaX mYch [HealXh] XS an] Sf Xhe
ChaVacXeVW.

4. ;IN OR LOSE
If eiXheV Sf Xhe fSllS[ing XakeW Tlace, Xhe game endW:
;MR: All MSnWXeVW, IXemW, and XVaTW haZe been encSYnXeVed.
LSWI: All ChaVacXeVW haZe 0 [HealXh] AX Xhe Wame Xime.



GAME74ACE

10. M3:EMEN8

HS[ ]SYV Tla]eVW, and STXiSnall] ]SYV mSnWXeVW, XVaTW, and/SV
iXemW mSZe aVSYnd ]SYV maT.

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

ASSIGNMENT: CST] and TaWXe Xhe WelecXed MSZemenX Mechanic
fVSm Xhe lefX. OTXiSnall] alXeV iX aW ]SY Wee ƻX. FSV e\amTle, in a
RSck Climbing Game ]SY mighX XeWX [DSdge] XS mSZe XS Xhe ne\X
VSSm. Make WYVe ]SY gS back and add iX XS Xhe OVdeV Sf Pla].

M3:EMEN8

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

● WhaX SVdeV chaVacXeVW mSZe in
○ UWe a ZeVWYW Tla] XS VandSmi^e [hS gSeW ƻVWX

● When dS ]SY encSYnXeV a caVd in a XYVn
○ HaZe a mSZe ThaWe, all chaVacXeVW make mSZieW in SVdeV XS encSYnXeV caVd
○ OV Sne chaVacXeV mSZeW encSYnXeVW caVd, ne\X chaVacXeV mSZeW in

● HS[ man] gVid cellW can a chaVacXeV/mSnWXeV mSZe?
● HS[ faV a[a] Tla]eVW and mSnWXeVW aXXack
● WheVe dS mSnWXeVW mSZe
● WheVe in Xhe gVid can ]SY enXeV SV e\iX fVSm?



11. MA4

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

ELEMEN87 3F 8HE MA4:
ROOMS: The MaT iW a WeVieW Sf VSSmW, [iXh dSSVW SV TaXhW XhaX
lead fVSm Sne XS Xhe SXheV. ChaVacXeVW can mSZe beX[een XheWe
TaXhW XS an] Sf Xhe adjacenX VSSmW.

ROOM LABELS: CeVXain VSSmW ma] need XS be ke]ed SV labeled
deTending Sn ]SYV game mechanicW. FSV E\amTle ]SYƅll need XS
label [heVe ]SYV Tla]eVW WXaVX and [heVe ]SYV MSnWXeVW, TVaTW,
and IXemW aVe Tlaced.

SPECIAL ROOMS: A maT mighX haZe STecial RSSmW. LScked
RSSmW. RSSmW XhaX VeUYiVe a SXaXic TeWX XS mSZe inXS SV SYX Sf.
RSSmW XhaX dS WSme effecX [hile landed inWide Sf XheiV bSYndW.

MARKERS: S]mbSlW aTTlied XS VSSmW Sn ]SYV maT, XheWe mighX
VeTVeWenX [heVe mSnWXeVW SV XVeaWYVe WXaVXW, SV lScked VSSmW.

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

GENERAL MAP R9LES:
> An] VYleW fSV all VSSmW gS heVe. FSV e\amTle if ]SYV dYngeSn
[aW a WYnken WhiT ALL ]SYV VSSmW mighX haZe XhiW VYle:
UndeV[aXeV: SXaXic TeWX [DSdge], fail, lSWe 1 healXh.

DOOR / CONNECTOR R9LES:
> an] VYleW gSZeVning dSSVW SV cSnnecXSVW beX[een VSSmW gS
heVe. FSV e\amTle, LScked: if dSSV haW a cSnnecXSV maVked [iXh a
lSck IcSn, SXaXic TeWX [DSdge] XS mSZe SV Ƽee dS[n XhaX TaXh.

SPECIFIC ROOMS:
> HeVe ]SY [SYld liWX All VSSmW Sn ]SYV maT and an] WTecial VYleW
SV ƼaZSV Xe\X XhaX mighX gS alSng [iXh Xhem. Make WYVe XS nSXe
[heXheV Xhe VSSm iW a WXaVXing lScaXiSn fSV WSmeXhing
1.RSSm Name: VSSm VYleW [Pla]eV SXaVX]
2.RSSm Name: VSSm VYleW

MA4

< END 3F DA= 4 >



VIJ. BA7IC GAME 69LE7
TheWe aVe Xhe cSVe mechanicW Sf Xhe WamTle game.

DICE MECHANIC7
THE D6:
Dice add an elemenX Sf chance and ViWk inXS ]SYV game. YSYV
game [ill Snl] YWe Sne Dice: A Wi\ Wided die SV H6. HS[eZeV, XheVe
a mYlXiTle SXheV [a]W XS VSll and YWe a H6 fSV diffeVenX VeWYlXW:
D3: A d6 can alWS be YWed XS be a H3 b] halZing Xhe nYmbeV VSlled
and VSYnding YT, WS a VeWYlX Sf 1 SV 2 iW a 1, a VeWYlX Sf 3 SV 4 iW a
2, and a VeWYlX Sf 5 SV 6 iW a 3.
D2: A d6 can alWS be YWed aW H2 [hich haW a ƻfX]-ƻfX] chance,
like a cSin ƼiT. FSV a d2, an] Sdd VeWYlX iW a 1 and an] eZen VeWYlX
iW a 2.
AD:ANTAGE / DISAD:ANTAGE:
FSV AdZanXage, VSll Xhe dice X[ice and Xake Xhe higheWX ZalYe Sf
Xhe X[S VSllW. FSV DiWadZanXage, VSll Xhe dice X[ice and Xake Xhe
lS[eWX ZalYe Sf Xhe X[S VSllW.
NAT9RAL
A naXYVal iW [hen a dice VSllW a WTeciƻc nYmbeV [iXhSYX
mSdiƻeVW. A famSYW e\amTle iW in Xhe game DYngeSnW &
DVagSnW, [hich YWeW a X[enX] Wided die. In XhaX game a NaXYVal
20, meaning XhaX Xhe dice iW VSlled and WhS[W a 20, iW a cViXical
hiX.

8E787
TeWXW aVe [haX [eƅVe gSing XS call iX [hen ]SY chaVacXeVW VSll dice
XS ƻnd SYX if Xhe] WYcceed SV fail aX WSmeXhing. TheVe aVe X[S
kindW Sf XeWXW:

:ERS9S TESTS:
VeVWYW TeWXW aVe fSV [hen ]SYƅVe VSlling againWX WSmeXhing elWe
like a mSnWXeV. YSY VSPP E H6 + ]SYV EXXVMFYXI ERH XV] XS QIIX SV
I\GIIH XLI EXXVMFYXI ZEPYI SJ WSQIXLMRK IPWI. A NEXYVEP 6 EP[E]W
WYGGIIHW, E NEXYVEP 1 EP[E]W JEMPW. TheWe aVe nSVmall] YWed in
Veall] XenWe SV acXiZe WiXYaXiSnW like cSmbaX. If ]SY [anX XS make
WSmeXhing mSVe inXenWe SV gVanYlaV in ]SYV game, like climbing a
cliff in a caZing game, ]SYƅd giZe Xhe cliff aXXVibYXeW and make
climbing iX be dSne [iXh a ZeVWYW XeWX.

STATIC TESTS:
SXaXic TeWXW aVe YWed [hen an acXiSn iW mSVe baWed Sn ]SYV
chaVacXeVƅW Wkill aX WSmeXhing. YSY VSPP E H6 ERH WYGGIIH MJ ]SY
KIX IUYEP XS SV YRHIV XLIMV EXXVMFYXI ZEPYI. A NEXYVEP 6 EP[E]W
JEMPW, E NEXYVEP 1 EP[E]W WYGGIIHW. ThiW iW YWed fSV XeWXW in leWW
XenWe WiXYaXiSnW, like diWabling a XVaT SV hiding fVSm a mSnWXeV.

1. SET9P
DSne Snce aX Xhe beginning Sf Xhe game.
1WX: Each Pla]eV TickW Sne Sf Xhe XhVee ChaVacXeV RSleW. MaVk [heVe Xhe Tla]eVW aVe in Xhe [Pla]eV SXaVX].
2RH: NSXe MSnWXeV, TVaT, and TVeaWYVe lScaXiSnW Sn XheiV nSXed [SXaVXing RSSmW].

2. PLA=ER T9RN
WhaX Xhe Tla]eVW dS Sn XheiV XYVn. ReTeaX YnXil Xhe] WIN OR LOSE.

2.1. MO:E
1WX: If an] ChaVacXeV haW 0 [HealXh], Xhe] cannSX mSZe. If all ChaVacXeVW haZe aX leaWX 1 [HealXh], Xhe] mYWX mSZe.
2RH: Pla]eVW decide cSllecXiZel] [hich adjacenX RSSm XheiV ChaVacXeVW MSZe XS. MSZe XheiV caVdW XS XhaX VSSm.
3VH: If Xhe RSSm cSnXainW a TVaT, VSll Xhe TeWX indicaXed Sn Xhe TVaT caVd and Xake an] negaXiZe effecXW fSV XhSWe
[hS fail. KeeT Xhe TVaT Sn Xhe bSaVd.
4XL: If Xhe VSSm cSnXainW an IXem, Xhe Pla]eVW decide cSllecXiZel] [hich Sf XheiV chaVacXeVW [ill caVV] and YWe
XhaX iXem. RemSZe iX fVSm Xhe BSaVd. An] Xime Xhe] MSZe Xhe] ma] W[iXch [hich chaVacXeV iW caVV]ing Xhe IXem.
5XL: If Xhe VSSm cSnXainW a MSnWXeV, cSnXinYe XS 2.2 CSmbaX. ElWe, TVSceed XS end Sf XYVn.

2.2 COMBAT
When Tla]eVW aVe in Xhe Same VSSm aW a MSnWXeV, cSmbaX WXaVXW. CSmbaX XakeW Tlace in VSYndW, [hich aVe
SYXlined belS[. E\ceTX if Pla]eVƅW Xake Xhe Heal SXance, Xhe] can al[a]W aXXemTX XS deal 1 Damage XS a MSnWXeV
each RSYnd.
1WX: PPE]IV SXERGIW: Pla]eVW Tick XheiV WXanceW. ChSSWe 1 fSV each chaVacXeV fVSm Xhe liWX belS[:

● AKKVIWWMZI: VeVWYW TeWX [AXXack] [iXh AdZanXage XhiW VSYnd.
● DIJIRWMZI: VeVWYW TeWX [DSdge], [iXh AdZanXage XhiW VSYnd.
● HIEP: SXaXic XeWX [HealXh], if WYcceWWfYl, VeWXSVe 1 lSWX [healXh] XS anSXheV ChaVacXeV YT XS XheiV ma\imYm,

bYX ]SY cannSX TeWX [AXXack] XhiW VSYnd
Ƃ OR ALL CHARACTERS MAY Ƃ

● FPII: SXaXic XeWX [DSdge]. MSZe XS Xhe TVeZiSYW VSSm. If failed, Xake 1 damage aW ]SY dS.
2RH: AGXMSR OVHIV + FMVWX AXXEGOW: TS deXeVmine [hich ChaVacXeVW can AXXack and Heal befSVe Xhe MSnWXeV,
VeVWYW TeWX [DSdge] ZeVWYW Xhe MSnWXeVƅW [DSdge] fSV each Sf Xhe ChaVacXeVW. The ChaVacXeVW XhaX fail can
aXXack afXeV Xhe MSnWXeV. ThSWe XhaX WYcceed can AXXack SV Heal nS[. TS AXXack, VeVWYW TeWX [AXXack] ZeVWYW Xhe
MSnWXeVW [DSdge]. If Xhe chaVacXeV WYcceedW, deal 1 damage XS Xhe mSnWXeV.
3VH: MSRWXIV AXXEGOW + SIGSRH AXXEGOW: RSll d3 XS deXeVmine VandSml] [hich chaVacXeV Xhe mSnWXeV aXXackW.
The XaVgeXed ChaVacXeV mYWX VeVWYW TeWX [DSdge] ZeVWYW Xhe MSnWXeVƅW [AXXack]. If Xhe chaVacXeV failW, Xhe] Xake
damage. Once Xhe MSnWXeV haW aXXacked, an] chaVacXeV XhaX haWnƅX AXXacked SV Healed ]eX can nS[ dS WS nS[.
4XL: ERHMRK CSQFEX: If Xhe mSnWXeV and aX leaWX Sne Tla]eV haZe mSVe Xhan 0 [HealXh], ReXYVn XS Xhe ƻVWX WXeT.
ElWe cSmbaX endW. If Xhe MSnWXeV haW 0 [HealXh] VemSZe Xhe MSnWXeV CaVd.

3. END OF T9RN
1WX: If an] MSnWXeVW haZe leWW Xhan XheiV WXaVXing [HealXh] VeWXSVe XheiV [HealXh] XS XheiV WXaVXing [HealXh].
2RH: If an] ChaVacXeVW haZe leWW Xhan XheiV WXaVXing [HealXh], VSll d3, allScaXe XhaX mYch [HealXh] XS an] Sf Xhe
ChaVacXeVW.

4. ;IN OR LOSE
If eiXheV Sf Xhe fSllS[ing XakeW Tlace, Xhe game endW:
;MR: All MSnWXeVW, IXemW, and XVaTW haZe been encSYnXeVed.
LSWI: All ChaVacXeVW haZe 0 [HealXh] AX Xhe Wame Xime.


