
INTO THE 
DARKNESS
Zein Z, Jude G, Owen J,  

Tony L, Rithik N

PLACE COVER IMAGE HERE



INTO THE 
DARKNESS
Zein Z, Jude G, Owen J,  

Tony L, Rithik N

CONTENTS:
Character Cards..................................4
Monster and Trap Cards.......................6
Item Cards.......................................10
Game Rules......................................12





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

Nadia
HEALTH        - 16
ARMOR         - 3
MAGIC RES     - 2
ATTACK        - 3
MAGIC         - 2
DEXTERITY     - 2
SPECIAL:
        MAGIC BOW

Elena
HEALTH        - 12
ARMOR         - 1
MAGIC RES     - 3
ATTACK        - 1
MAGIC         - 2
DEXTERITY     - 4
SPECIAL:
             HEAL

Andre
HEALTH        - 18
ARMOR         - 5
MAGIC RES     - 1
ATTACK        - 5
MAGIC         - 0
DEXTERITY     - 0
SPECIAL:
             RAGE 
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Character Card Back 2 Character Card Back 1

Character Card Back 3

ADVENTURERSADVENTURERS

ADVENTURERS
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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

Rupert
HEALTH        - 9
ARMOR         - 3
MAGIC RES     - 1
ATTACK        - 3
MAGIC         - 1

Marvin
HEALTH        - 9
ARMOR         - 1
MAGIC RES     - 3
ATTACK        - 1
MAGIC         - 3 

Puppet Master
HEALTH        - 22
ARMOR         - 3
MAGIC RES     - 3
ATTACK        - 3
MAGIC         - 2
DEXTERITY     - 3
SPECIAL:
           SUMMON

Ravana
HEALTH        - 28
ARMOR         - 4(0)
MAGIC RES     - 1(0)
ATTACK        - 4(6)
MAGIC         - 1(4)
DEXTERITY     - 2(3)
SPECIAL:
          BERSERK
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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

DUNGEON
DWELLERS

DUNGEON
DWELLERS

DUNGEON
DWELLERS

DUNGEON
DWELLERS
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Monster or Trap Card Front 1

Darius
HEALTH        - 24
ARMOR         - 1
MAGIC RES     - 3
ATTACK        - 2
MAGIC         - 3
DEXTERITY     - 2
SPECIAL:
        MAGIC BOW
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Item Card Front 1 Item Card Front 2

Item Card Front 3

Dark Potion

Dungeon Dwellers 
who pick up this 
potion gain +4 
attack, OR +3 
magic +2 armor, 
and +2 magic re-
sistance, but -2 
health

Magic Potion

Players who pick 
up this potion 
gain +2 of any 
attribute of their 
choice.

Light Potion

Adventurers who 
pick up this 
potion gain +2 
attack, OR +3 
magic, +1 armor, 
and +3 magic 
resistance
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DA= 1: P6EMI7E >IMR >, JYHI G, O[IR J, 8SR] L, 6MXLMO N

đĒı GAME TITLE Inèo The Darkneàà

02. P6EMI7E
WhaX iW ]oYV game aboYX? YoYV pVemiWe WhoYld inclYde:

;HA8 =O9ƅ6E ALL IN7PI6ED B=:
TheWe gameW can be inWpiVed b] ]oYV life, kno[ledge, and
e\peVienceW. ThingW ]oYƅZe heaVd aboYX, leaVned aboYX, Vead
aboYX. FYXYVeW, paWXW, pVeWenXW ]oY mighX [anX Xo WpecYlaXe on.
ThingW XhaX faWcinaXe ]oY. PVemiWeW foV XhiW claWW WhoYldnƅX be
baWed on Womeone elWeƅW WXoV], oV ƻX [iXhin an e\iWXing pVopeVX]
oV genVe.

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

● A Shopping Mall
● The InXeVnaXional Space SXaXion
● A famil] gaXheVing

CHA6AC8E67:
Who ]oYV pla]eVW pla] aW. The] mighX be:

● FeYding Famil] MembeVW
● The ƻVWX animalW in Space
● 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 Wpeciƻc aVea of Xhe Map
● Sla]: DefeaX a Wpeciƻc BoWW Monster
● Find: Pick Yp a Wpeciƻc Item

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

P6EMI7E

;HA8 =O9ƅ6E ALL IN7PI6ED B=:
- CapXYVe Xhe Ƽag
- Maƻa
- AdZenXYVe gameW
- D&D

D9NGEON:
The ZillainW caWXle (elaboVaXe moVe on XhiW laXeV)

CHA6AC8E67:
3 adZenXYVeVW
3 ZillainW

2 monWXeVW

8HE GOAL:
FoV Xhe adZenXYVeVW:
To geX Xhe gem fVom Xhe ZillainW

FoV Xhe ZillainW:
To pVoXecX Xhe gem fVom Xhe adZenXYVeVW and kill all Xhe adZenXYVeVW

< END OF DA= 1 >



DA= 2: PLA=E6 CHA6AC8E67

03. A886IB98E7

;HA8 A6E A886IB98E7:
AXXVibYXeW aVe UYaliXieW of ]oYV chaVacXeVW abWXVacXed do[n Xo a
nYmbeV. The] mighX be XhingW like SXVengXh oV Speed. HeVe [eƅZe
named Xhe e\ample aXXVibYXeW afXeV [haX Vole Xhe]ƅll ƻll in ]oYV
game, bYX ]oY WhoYld Veplace Xhem [iXh XhingW XhaX make WenWe
baWed on ]oYV game. So if ]oY [eVe making a game aboYX a
feYding famil], AXXack mighX become GoWWip, oV if ]oY [eVe
making a game aboYX a bank VobbeV], Magic mighX be RYn.

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

E<AMPLE A66A=7:

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

An Animal Game:
● [AXXack] = BiXe
● [Magic] = RYn
● [HealXh] = TiVedneWW
● [AVmoV AXXV.] = SpecieW

A Spelunking Game:
● [AXXack] = GVab
● [Magic] = Hold
● [HealXh] = HYngeV
● [AVmoV AXXVibYXe] = LighX

A Social Game:
● [AXXack] = GoWWip
● [Magic] = IgnoVe
● [HealXh] = Cool
● [AVmoV AXXVibYXe] =

SecVeXW

ASSIGNMENT: Come Yp [iXh ]oYV aXXVibYXeW. Replace [AXXack],
[Magic], and [HealXh] [iXh nameW of ]oYV o[n. ]oY can YWe ƄFind
and Replaceƅ Xo Vename Xhem acVoWW XhiW [hole docYmenX. Then
[ViXe a [AVmoV AXXVibYXe]  XhaX ƻXW ]oYV game. Replace an] Xe\X in
black, keep an] Xe\X in pink. HeVe iW Xhe foVmaX:

00. ATTRIBUTE NAME
FLAVOR: ThiW iW [heVe ]oY e\plain [haX Xhe AXXVibYXe
VepVeWenXW. Like: UWe GoWWip Xo WpVead 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.

A886IB98E7

01. [ATTACK]
CORE MECHANIC: VeVWYW XeWX [AXXack]. If ]oY  e\ceed a monWXeVƅW  [AVmoV] , deal the difference of attack
Xo Xhem. If noX, donƅX deal damage

02. [Magic]
CORE MECHANIC: VeVWYW TeWX [Magic]. If ]oY e\ceed a monWXeVƅW [Magic ReWiWXance] Xhe diffeVence of
magic Xo Xhem. If noX, donƅX deal damage.

03. [HEALTH]
CORE MECHANIC: WheneZeV ]oY Xake damage WYbXVacX Xhe diffeVence of damage Xo [healXh] if ]oY Veach
^eVo WomeXhing happenW...
OTHER MECHANICS:

Ɣ ZERO HEALTH: > Once Xhe chaVacXeV VeacheW ^eVo healXh, Xhe] die.

04. [Armor]
CORE MECHANIC: WheneZeV ]oY Xake damage fVom [AXXack], AVmoV iW YWed aW ]oYV defenWe mechaniWm.

05. [Magic Resistance ]
CORE MECHANIC: WheneZeV ]oY Xake damage fVom [Magic], Magic ReWiWXance iW YWed aW ]oYV defenWe
mechaniWm.

06. [Dexterit]]
CORE MECHANIC: Ho[ faWX a pla]eV can moZe aVoYnd Xhe boaVd. D3 iW YWed Xo decide [heXheV Xhe] [ill
moZe b] 1,2 oV 3 he\agonW.



04. CHA6AC8E67

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

A77IGNING A886IB98E7:
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.

CHA6AC8E67

Elena Nadia Andre

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[ATTACK] 1 [ATTACK] 3 [ATTACK] 5

[Magic] 2 [Magic] 2 (onl] long
Vange)

[Magic] 0

[HEALTH] 12 [HEALTH] 16 [HEALTH] 18

[AVmoV] 1 [AVmoV] 3 [AVmoV] 5

[Magic
ReWiWXance]

3 [Magic
ReWiWXance]

2 [Magic
ReWiWXance]

1

[De\XeViX]] 4 [De\XeViX]] 3 [De\XeViX]] 1

Special
[Heal]

Range: 1 Cell
Heal: 4
Cooldo[n: 1
XYVn

Special
[Magic Bo[]
Long Range

Magic

Range: 2 Cell
Damage: 2
Magic

Special
[Rage]

Roll a die
If eZen:

If Odd:

+2 aXXack XhiW
XYVn

-3 healXh



Ravana Puppet Master Darius

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[ATTACK] 4 (6) [ATTACK] 3 [ATTACK] 2

[Magic] 1 (4) [Magic] 2 [Magic] 3

[HEALTH] 28 [HEALTH] 22 [HEALTH] 24

[AVmoV] 4(0) [AVmoV] 3 [AVmoV] 1

[Magic
ReWiWXance]

1(0) [Magic
ReWiWXance]

3 [Magic
ReWiWXance]

3

[De\XeViX]] 2(3) De\XeViX] 3 [De\XeViX]] 2

Special
[BeVWeVk Modea

Once 8hp oV
lo[eV, gainW
ne[ aXXVibYXeW.

Special
[MonWXeV

Spa[ning]

EZeV] monWXeV
Wpa[ned
VedYceW heV
oZeVall healXh
b] 1

Special
[Magic Bo[]
Long Range

Magic

Range: 2
He\agonW
Damage: 2
Magic

< END OF DA= 2 >



DA= 3: ENCO9N8E67 + I8EM7

05. MON78E67

MonWXeVW aVe [haX [eƅVe going Xo call [haXeZeV XhingW ]oYƅVe
encoYnXeVing and WXVYggling againWX. The] coYld be ViZal Vace caV
dViZeVW oV angV] WhopkeepeVW 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 complicaXed
machineW in a VepaiVing game.

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

MON78E6 A886IB98E7
ATTACK AND Magic: A MonWXeVƅW [AXXack] ZalYe and [Magic]
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 [AVmoV AXXVibYXe] [ill be pla]eV
facing. Meaning XhaX monWXeVW [onƅX need one. InWXead ]oY coYld
giZe ]oY monWXeVW mYlXiple aXXackW, oV a Wpecial aXXack XhaX
DamageW all ChaVacXeVW on a failed SXaXic TeWX.

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

MONSTER NAME
● [ATTACK]: ZalYe beX[een 6 and 10
Ɣ [Magic]: 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, Wpecial abiliXieW
eXc.

OpXionall] add an] geneVal VYleW foV monWXeVW. FoV e\ample if all
monWXeVW haZe a Vandom chance Xo dVop XVeaWYVe [hen ]oY
defeaX Xhem, ]oY [oYld Wpecif] XhaX YndeV MonWXeV RYleW.

MON78E67

RUPERT
● [ATTACK]: 3
Ɣ [Magic]: 1
Ɣ [HEALTH]: 9
Ɣ [Armor]: 3
Ɣ [Magic Resistance]: 1

MARVIN
● [ATTACK]: 1
Ɣ [Magic]: 3
Ɣ [HEALTH] :9
Ɣ [Armor]: 1
Ɣ [Magic Resistance]: 3

MON78E6 69LE7:
> MonWXeVW acX Xhe Wame [a] aW VillainW.



06. 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 poinX of
WXVaXeg] foV ]oYV pla]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 EWpVeWWo ShoX.

OpXionall] an iXem ma] inWXead gVanX a Wpecial po[eV. ThiW mighX
be a Wpell, oV jYWX a moVe comple\, ViWk], oV WelecXiZel] YWed iXem.
In Xhe e\ampleW belo[ a Ƽaming W[oVd iW YWed foV boXh, Xo Who[
ho[ Xhe effecXW of Xhe Wame iXem coYld be appVo\imaXed eiXheV
[a].

ATTRIBUTE BOOST: add +2 Xo a Wpeciƻc aXXVibYXe.
Example: Flaming S[oVd: +2 Xo [AXXack].

POWER: SXaXic XeWX a Wpeciƻc aXXVibYXe Xo gVanX a laVgeV bonYW on
a Wingle XeWX, if Xhe po[eV iW ZeV] po[eVfYl ]oY ma] [anX Xo haZe a
conWeUYence foV failYVe.
Example: 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
ITEM NAME: Magic Potion
EFFECT:
The pla]eV [ho pickW Yp XhiW poXion gainW +2 of an] aXXVibYXe of XheiV choice

ITEM RULES:
5 of Xhe magic poXionW aVe Vandoml] WcaXXeVed aVoYnd Xhe map and can be picked Yp b] eiXheV Xhe ZillainW oV Xhe
adZenXYVeVW. HealXh iW Xhe one aXXVibYXe [hich cannoX be added Xo an] chaVacXeVW aW a VeWYlX of XhiW poXion.

ITEM NAME: Potion of light/ Potion of darkness
EFFECT:
PoXion of LighX (if adZenXYVeV pickW Yp poXion): +2 aXXack OV +3 magic +1 aVmoV +3 magic VeWiWXance
PoXion of daVkneWW (if Zillain pickW Yp poXion): +4 aXXack OV +3 magic +2 aVmoV +2 magic VeWiWXance -2 healXh

I8EM 69LE7:
The iXem iW placed in Xhe middle of Xhe map aX Xhe WXaVX of Xhe game. IX haW a diffeVenX effecX depending on
[heXheV iX iW picked Yp b] an adZenXYVeV oV a Zillain. IXem caVdW cannoX be picked Yp b] monWXeVW. Picking Yp
XhiW iXem endW Xhe XYVn. The effecXW of Xhe poXion onl] appl] Xo Xhe pla]eV [ho pickW Yp Xhe poXion.

< END OF DA= 3 >



DA= 4: GAME MECHANIC7

07. :IC8O6= CONDI8ION

VicXoV] condiXionW aVe [haX Xhe pla]eVW need Xo achieZe Xo [in Xhe
game. YoYƅll pick one ZicXoV] condiXion. Go back Xo ]oYV PVemiWe,
ho[ can ]oY ƻX Xhe ZicXoV] condiXion fVom ]oYV pVeWence in [iXh
Xhe mechanicW ]oYƅZe alVead] come Yp [iXh. Some e\ampleW
mighX be:
● Escape: GeX Xo a Wpeciƻc Room on Xhe Map. RemembeV Xo

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

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

● Find: Pick Yp a Wpeciƻc Item. RemembeV Xo noXe [heVe iX iW
placed on ]oYV map.

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

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

ASSIGNMENT: Replace oV AlXeV XheWe condiXionW foV [inning and
loWing. Make WYVe ]oY e\plain Xhe mechanicW of an]Xhing ]oY
add. FoV e\ample 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.

:IC8O6= CONDI8ION

If eiXheV of Xhe follo[ing XakeW place, Xhe game endW:
Adventurers

Win: DeWXVo] all VillainW, oV capXYVe all Xhe gemW. (20 XYVnW)
Lose: All pla]eVW haZe died oV Ynable Xo capXYVe all Xhe gemW in Xhe Xime fVame.

Villains
Win: DeWXVo] all AdZenXYVeVW oV Hold Xhe gemW Xill Xhe end of game (20 XYVnW)
Lose: All ChaVacXeVW haZe 0 [HealXh] AX Xhe Wame Xime.



08. O6DE6 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 pVeWenXed 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 place caVdW on Xhe map. AVe Xhe] face Yp, face do[n, eXc.

2. PLA=E6 896N
ThiW WecXion iW [heVe ]oY e\plain [haX Xhe pla]eV chaVacXeVW can
do on XheiV XYVn.

2.1 MOVE:
WheVe ]oY e\plain ho[ pla]eVW moZe.

2.2 COMBAT:
WheVe ]oY e\plain ho[ combaX happenW.

3. END OF 896N
HeVe iW [heVe ]oY liWX an]Xhing XhaX happenW once Xhe pla]eVƅW
XYVn endW. FoV e\ample, moZing monWXeVW, dVa[ing ne[ monWXeVW,
oV coYnXing Xo do[n a XYVn a coYnXeV XhaX endW Xhe game.

4. ;IN O6 LO7E
HeVe iW [heVe ]oYƅd pYX Xhe pla]eV'W goal and an] XeWXW Xhe] need
Xo achieZe iX. OpXionall] ]oY mighX haZe a loWW condiXion aW [ell,
foV e\ample, 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 Veplace an] Xe\X in
BLACK, pleaWe donƅX Veplace an] Xe\X in PINK.

O6DE6 OF PLA=

1. SETUP
Done once aX Xhe beginning of Xhe game.
1st: Pla]eVW haZe Xo place XheiV pla]eV chaVacXeVW on XheiV VeWpecXiZe ƻVWX Vo[W.
2nd: IXemW, CheWXW, and The GemW [ill be placed aX pVedeXeVmined placeW befoVe Xhe game.

2. PLAYER TURN
Pla]eVW Xake XYVnW defending, aXXacking, and moZing on Xhe map. Each Team can make each of XheiV chaVacXeVW
haZe an acXion once.

2.1. MOVE
1st: A d3 dice iW YWed Xo decide ho[ faV a pla]eV moZeW. If Xhe dice landW on a 1 oV 2 moZe one Wpace. If Xhe dice
landW on 3 oV 4, moZe X[o WpaceW. If Xhe dice landW on 5 oV 6, moZe 3 WpaceW.

YoY CANNOT decide ho[ man] WpaceW ]oY moZe [hen ]oY geX moVe Xhan one Wpace of moZemenX. FoV
E\ample, If Xhe pla]eV VollW a 5, Xhe] CANNOT chooWe Xo moZe 1 oV 2 WpaceW and mYWX moZe 3.

YoY CANNOT moZe Xo a Wpace XhaX ]oY can moZe Xo [iXh a lo[eV Voll. FoV e\ample, if ]oY Voll a 4 and moZe 2
WpaceW, XhoWe 2 WpaceW ]oY moZed Xo WhoYldnƅX be accompliWhed [iXh a Voll of 1 oV 2.

2nd: RepeaX XhiW pVoceWW foV each pla]able chaVacXeV once.

3rd: If Xhe Wpace conXainW a MonWXeV oV Villain, conXinYe Xo 2.2 CombaX. ElWe, pVoceed Xo end of XYVn.

2.2 COMBAT
When pla]eVW aVe in Xhe Same Wpace aW a MonWXeV oV Villain, combaX WXaVXW. CombaX XakeW place in XYVnW, [hich
aVe oYXlined belo[.

1st: Pla]ers. ChooWe 1 foV each chaVacXeV fVom Xhe liWX belo[:
Ɣ Defense (Adventurers Onl]): AdZenXYVeVW haZe Xhe opXion Xo add +1 AVmoV oV +1 Magic ReWiWXance Xo

XheiV incoming aXXack fVom a Villain oV MonWXeV.

Ɣ Flee: If a pla]eV chooWeW Xhe Ƽee opXion, Xhe] haZe Xo Voll a nYmbeV eUYal Xo oV lo[eV Xhan XheiV [de\XeViX]]
Xo Ƽee Xhe baXXle. Once ]oY haZe Ƽed, go back one Wpace in an] diVecXion. The aXXackeV canƅX follo[ ]oY
inXo Xhe Wame cell foV 1 XYVn.

● Attack: If a pla]eV moZeW onXo a Wpace [hich iW alVead] occYpied b] an oppoWing pla]eV, combaX WXaVXW:
The pla]eV [ho jYWX moZed on Xo Xhe cell ƻVWX chooWeW [heXheV Xhe] [anX Xo YWe a magic aXXack oV a
ph]Wical aXXack and aXXackW ƻVWX b] Volling a die. The nYmbeV XhaX iW Volled iW added Xo Xhe magic oV
ph]Wical aXXack and iW Xhe XoXal amoYnX of damage done Xo Xhe oppoWiXion minYW Xhe magic VeWiWXance oV
Xhe aVmoV of Xhe pla]eV. E\ample: if a pla]eV aXXacking haW 1 ph]Wical aXXack and VollW a 4, and Xhe
oppoWiXion haW 3 aVmoV, Xhe damage done Xo Xhe oppoWiXion [oYld be 2 (1 aXXack + 4 die Voll - 3 aVmoV) and
Xhe oppoWiXion [oYld loWe 2 healXh. AfXeV one pla]eV aXXackW, Xhe defendeV geXW Xo  aXXack back aX Xhe
aXXackeV. Magic ReWiWXance and AVmoV cannoX go do[n aW a VeWYlX of baXXle. TheVe cannoX be moVe Xhan
one pla]eV of Xhe Wame Xeam on Xhe Wame cell.



3. END OF TURN
1st: Once Xhe pla]eV haW moZed inXo Xhe cell XheiV XYVn iW oZeV.
2nd: If a pla]eV chooWeW Xo Wkip XheiV XYVn, Xhe XYVn endW.
3rd (Combat): Once boXh pla]eVW YWe XheiV aXXackW Xhe] WXa] in Xhe cell YnXil XheiV ne\X XYVn. If Xhe] chooWe Xo
moZe Xhen Xhe] Voll Xhe die and conXinYe aW noVmal. If Xhe] WXa] Xhe] canƅX ƻghX YnXil one leaZeW Xhe cell and
VeXYVnW.

4. WIN OR LOSE
If eiXheV of Xhe follo[ing XakeW place, Xhe game endW:
Adventurers

Win: DeWXVo] all VillainW, oV capXYVe all Xhe gemW. (25 XYVnW)
Lose: All pla]eVW haZe died oV Ynable Xo capXYVe all Xhe gemW in Xhe Xime fVame.

Villains
Win: DeWXVo] all AdZenXYVeVW oV Hold Xhe gemW Xill Xhe end of game (25 XYVnW)
Lose: All ChaVacXeVW haZe 0 [HealXh] AX Xhe Wame Xime.



GAME7PACE

09. MO:EMEN8

Ho[ ]oYV pla]eVW, and opXionall] ]oYV monWXeVW, XVapW, and/oV
iXemW moZe aVoYnd ]oYV map.

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

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

MO:EMEN8

The game WXaVXW [iXh [homeZeV VollW Xhe higheWX and goeW clock[iWe fVom XhaX pla]eV. The pla]eVW [ho aVe
ZillainW WhoYld noX WiX ne\X Xo oXheV Zillain pla]eVW, and pla]eVW [ho aVe adZenXYVeVW WhoYld noX WiX ne\X Xo oXheV
adZenXYVeV chaVacXeVW. ThiW makeW iX haVdeV Xo gang Yp on oppoWing pla]eVW and makeW iX moVe faiV aW [ell. AX
Xhe WXaVX of each pla]eVƅW XYVn Xhe] can eiXheV Wkip XheiV XYVn oV Voll a D3 die (noVmal Wi\ faced die):

- If a 1 oV 2 iW Volled - moZe 1 Wpace
- If a 3 oV 4 iW Volled - moZe 2 WpaceW
- If a 5 oV 6 iW Volled - moZe 3 WpaceW

AfXeV Xhe pla]eV VollW and moZeW XheiV chaVacXeV, Xhe XYVn iW oZeV YnleWW Xhe] can engage in combaX (2.2) oV can
YWe XheiV chaVacXeVƅW Wpecial abiliX].



10. MAP

The Map iW ]oYV Game BoaVd, and Xhe [oVld of ]oYV game. YoYV
Pla]eV ChaVacXeVW [ill moZe aVoYnd iX aW Xhe] aXXempX Xo
accompliWh Xhe Goal of ]oYV game. Belo[ aVe X[o e\ampleW of
ho[ ]oY coYld map a Ph]Wical Space aW a Game Space.

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

ROOM LABELS: CeVXain VoomW ma] need Xo be ke]ed oV labeled
depending on ]oYV game mechanicW. FoV E\ample ]oYƅll need Xo
label [heVe ]oYV pla]eVW WXaVX and [heVe ]oYV MonWXeVW, TVapW,
and IXemW aVe placed.

SPECIAL ROOMS: A map mighX haZe Special 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 applied Xo VoomW on ]oYV map, XheWe mighX
VepVeWenX [heVe monWXeVW oV XVeaWYVe WXaVXW, oV locked VoomW.

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

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

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

SPECIFIC ROOMS:
> HeVe ]oY [oYld liWX All VoomW on ]oYV map and an] Wpecial 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:
IXemW aVe WcaXXeVed Vandoml] acVoWW Xhe map, if a pla]eV landW on Xhe cell [iXh XhaX iXem, Xhe] collecX iX and YWe
Xhe poXion immediaXel].  Cell [iXh ceVXain W]mbolW haZe diffeVenX effecXW:

- SkYll: -1 healXh
- A\: If pla]eV iW in baXXle [hile on XhiW cell +1 aXXack
- Wand: If pla]eV iW in baXXle [hile on XhiW cell +1 magic
- Shield: If pla]eV iW in baXXle [hile on XhiW cell +1 aVmoV
- Seal: If pla]eV iW in baXXle [hile on XhiW cell + 1 magic VeWiWXance
- LighXning BolX: If a pla]eV iW in baXXle [hile on XhiW cell +1 de\XeViX]
- CheWX (DVa[ A PoXion CaVd): Roll a die:

-  If 1 iW Volled: PoXion of LighX/DaVkneWW.
-  If 2 iW Volled: +1 aXXack
-  If 3 iW Volled: +1 magic
-  If 4 iW Volled: +1 aVmoV
-  If 5 iW Volled: +1 magic VeWiWXance
-  If 6 iW Volled: +1 de\XeViX]

SPECIFIC ROOMS:
1. Room Name

Pla]eV Spa[n
2. Room Name

Villain Spa[n
3. Room Name

MonWXeV Spa[n

< END OF DA= 4 >



VIJ. BA7IC GAME 69LE7
TheWe aVe Xhe coVe mechanicW of Xhe Wample game.

DICE MECHANIC7
THE D6:
Dice add an elemenX of chance and ViWk inXo ]oYV game. YoYV
game [ill onl] YWe one Dice: A Wi\ Wided die oV d6. Ho[eZeV, XheVe
a mYlXiple oXheV [a]W Xo Voll and YWe a d6 foV diffeVenX VeWYlXW:
D3: A d6 can alWo be YWed Xo be a d3 b] halZing Xhe nYmbeV Volled
and VoYnding Yp, Wo a VeWYlX of 1 oV 2 iW a 1, a VeWYlX of 3 oV 4 iW a
2, and a VeWYlX of 5 oV 6 iW a 3.
D2: A d6 can alWo be YWed aW d2 [hich haW a ƻfX]-ƻfX] chance,
like a coin Ƽip. FoV a d2, an] odd VeWYlX iW a 1 and an] eZen VeWYlX
iW a 2.
ADVANTAGE / DISADVANTAGE:
FoV AdZanXage, Voll Xhe dice X[ice and Xake Xhe higheWX ZalYe of
Xhe X[o VollW. FoV DiWadZanXage, Voll Xhe dice X[ice and Xake Xhe
lo[eWX ZalYe of Xhe X[o VollW.
NATURAL
A naXYVal iW [hen a dice VollW a Wpeciƻc nYmbeV [iXhoYX
modiƻeVW. A famoYW e\ample iW in Xhe game DYngeonW &
DVagonW, [hich YWeW a X[enX] Wided die. In XhaX game a NaXYVal
20, meaning XhaX Xhe dice iW Volled and Who[W a 20, iW a cViXical
hiX.

8E787
TeWXW aVe [haX [eƅVe going Xo call iX [hen ]oY chaVacXeVW Voll dice
Xo ƻnd oYX if Xhe] WYcceed oV fail aX WomeXhing. TheVe aVe X[o
kindW of XeWXW:

VERSUS TESTS:
VeVWYW TeWXW aVe foV [hen ]oYƅVe Volling againWX WomeXhing elWe
like a monWXeV. YoY roll a d6 + ]our attribute and tr] to meet or
exceed the attribute value of something else. A Natural 6 alwa]s
succeeds, a Natural 1 alwa]s fails. TheWe aVe noVmall] YWed in
Veall] XenWe oV acXiZe WiXYaXionW like combaX. If ]oY [anX Xo make
WomeXhing moVe inXenWe oV gVanYlaV in ]oYV game, like climbing a
cliff in a caZing game, ]oYƅd giZe Xhe cliff aXXVibYXeW and make
climbing iX be done [iXh a ZeVWYW XeWX.

STATIC TESTS:
SXaXic TeWXW aVe YWed [hen an acXion iW moVe baWed on ]oYV
chaVacXeVƅW Wkill aX WomeXhing. YoY roll a d6 and succeed if ]ou
get equal to or under their attribute value. A Natural 6 alwa]s
fails, a Natural 1 alwa]s succeeds. ThiW iW YWed foV XeWXW in leWW
XenWe WiXYaXionW, like diWabling a XVap oV hiding fVom a monWXeV.

1. SETUP
Done once aX Xhe beginning of Xhe game.
1st: Each Pla]eV pickW one of Xhe XhVee ChaVacXeV RoleW. MaVk [heVe Xhe pla]eVW aVe in Xhe [Pla]eV SXaVX].
2nd: NoXe MonWXeV, TVap, and TVeaWYVe locaXionW on XheiV noXed [SXaVXing WpaceW].

2. PLAYER TURN
WhaX Xhe pla]eVW do on XheiV XYVn. RepeaX 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: Pla]eVW decide collecXiZel] [hich adjacenX Wpace XheiV ChaVacXeVW MoZe Xo. MoZe XheiV caVdW Xo XhaX Wpace.
3rd: If Xhe Wpace conXainW a TVap, Voll Xhe TeWX indicaXed on Xhe TVap caVd and Xake an] negaXiZe effecXW foV XhoWe
[ho fail. Keep Xhe TVap on Xhe boaVd.
4th: If Xhe Wpace 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 Wpace conXainW a MonWXeV, conXinYe Xo 2.2 CombaX. ElWe, pVoceed Xo end of XYVn.

2.2 COMBAT
When pla]eVW aVe in Xhe Same Wpace aW a MonWXeV, combaX WXaVXW. CombaX XakeW place in VoYndW, [hich aVe
oYXlined belo[. E\cepX if Pla]eVƅW Xake Xhe Heal SXance, Xhe] can al[a]W aXXempX Xo deal 1 Damage Xo a MonWXeV
each RoYnd.
1st: Pla]er Stances: Pla]eVW pick XheiV WXanceW. ChooWe 1 foV each chaVacXeV fVom Xhe liWX belo[:

● Aggressive: VeVWYW TeWX [AXXack] [iXh AdZanXage XhiW VoYnd.
● Defensive: VeVWYW TeWX [Magic], [iXh AdZanXage XhiW VoYnd.
● Heal: SXaXic XeWX [HealXh], if WYcceWWfYl, VeWXoVe 1 loWX [healXh] Xo anoXheV ChaVacXeV Yp Xo XheiV ma\imYm,

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

● Flee: SXaXic XeWX [Magic]. MoZe Xo Xhe pVeZioYW 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 [Magic] ZeVWYW Xhe MonWXeVƅW [Magic] 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 [Magic]. 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 [Magic] ZeVWYW Xhe MonWXeVƅW [AXXack]. If Xhe chaVacXeV failW, Xhe] Xake
damage. Once Xhe MonWXeV haW aXXacked, an] chaVacXeV XhaX haWnƅX AXXacked oV Healed ]eX can no[ do Wo no[.
4th: Ending Combat: If Xhe monWXeV and aX leaWX one pla]eV haZe moVe Xhan 0 [HealXh], ReXYVn Xo Xhe ƻVWX WXep.
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 place, Xhe game endW:
Win: All MonWXeVW, IXemW, and XVapW haZe been encoYnXeVed.
Lose: All ChaVacXeVW haZe 0 [HealXh] AX Xhe Wame Xime.



NoXe:
DiffeVenX cellW haZe diffeVenX W]mbolW foV aXXVibYXeW. When a pla]eV iW on XhaX cell, Xhe] gain plYW oV minYW Xhe aXXVibYXe on Xhe cell Xhe] aVe on [hile in baXXle.


