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Character Card Back 2 Character Card Back 1

Character Card Back 3Character Card Back 4

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.

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.

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.

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.
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Dice for compy 
no.)
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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

trap NAME

Place Trap Image here.

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

trap NAME

Place Trap Image here.

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

trap NAME

Place Trap Image here.

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

trap NAME

Place Trap Image here.

Add the trap’s Test and 
Consequence here, along 
with a short description. 
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Monster or Trap Card Front 5 Monster or Trap Card Front 6

Monster or Trap Card Front 7 Monster or Trap Card Front 8

Pterisaur 
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Monster or Trap Card Back 7Monster or Trap Card Back 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.

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.

Item NAME

Place Item Image here.

Add the item’s description 
here and mechanics here

Item NAME

Place Item Image here.

Add the item’s description 
here and mechanics here
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Monster or Trap Card Front 9 Monster or Trap Card Front 10

Stampede 
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Monster or Trap Card Back 10 Monster or Trap Card Back 9
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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.

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.
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Berry
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Item Card Back 2 Item Card Back 1

Item Card Back 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.

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.

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.
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Fountain of 
Might



DA= 1: PREMI7E DSRSZER, RENY, LI\

đĒı GAME TITLE VelociÜaÙèoÜ Vacaèion

02. PREMI7E
WhaX iW ]SYV game abSYX? YSYV TVemiWe WhSYld inclYde:

;HA8 =O9ƅRE ALL IN7PIRED 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.

D9NGEON:
WheVe iW ]SYV game WeX? IX'll helT infSVm Xhe SXheV chSiceW in ]SYV
game. YSYƅll make a Map Sf iX laXeV. A dYngeSn cSYld be:

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

CHARAC8ER7:
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 Character Role.
TheWe VSleW [ill be deƻned b] XheiV diffeVenX Attributes.

8HE GOAL:
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:

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

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.

PREMI7E
> We aVe all inWTiVed b] dinSWaYVW and lSZed Xhem aW kidW. The game iW WeX in Xhe CSmTSYnd, a dinSWaYV
cSnXainmenX faciliX] [aXched b] gYaVdW and ƻlled [iXh dangeVSYW enem] dinSWaYVW. The Tla]eV chaVacXeVW [ill
Tla] aW diffeVenX dinSWaYVW WYch aW VelSciVaTXSVW, PXeVSdacX]lW, DilSThSWaYVYWeW and SXegSWaYVYWeW. The gSal
Sf Xhe game iW XS eWcaTe Xhe CSmTSYnd b] killing Xhe KVaken and YWing Xhe eWcaTe bSaX.

ChaVacXeVW: Pla]able DinSWaYVW
1. VelSciVaTXSV
2. PXeVSdacX]l
3. DilSThSWaYVYW
4. SXegSWaYVYW

ChaVacXeVW: UnTla]able EnemieW
1. T-Re\
2. STinSWaYVYW
3. GallimimYW
4. AllSWaYVYW
5. CSmT] HeVd
6. TViceVaXSTW
7. Wall
8. PXeViWaYV
9. KVaken
10. GYaVd

< END OF DA= 1 >



DA= 2: PLA=ER CHARAC8ER7

03. A88RIB98E7

;HA8 ARE A88RIB98E7:
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 DO 8HE= DO:
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<AMPLE ARRA=7:

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

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

A Spelunking Game:
● [AXXack] = GVab
● [DSdge] = HSld
● [HealXh] = HYngeV
● [FVee AXXVibYXe] = LighX

A Social Game:
● [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. ATTRIBUTE NAME
FLAVOR: 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.

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

A88RIB98E7

01. STRIKE
FLAVOR: > SSme dinSWaYVW can biXe XS aXXack [hile SXheVW ma] YWe XheiV XailW SV feeX.
CORE MECHANIC: VeVWYW XeWX [STRIKE]. If ]SY meeX SV e\ceed a mSnWXeVƅW  [ARMOR] deal [STRIKE] minus
[ARMOR] XS Xhem.
OTHER MECHANICS: VeVWYW XeWX [STRIKE]. If ]SYV STTSnenX haW nS aVmSV Xhe] Xake damage XS XheiV healXh

Ɣ SMASH: > STRIKE iW YWed XS bVeak [allW XS geX aVSYnd Xhe maT

02. SPEED
FLAVOR: > Each dinSWaYV can XVaZel aX diffeVenX WTeedW. The biggeV Xhe dinSWaYV Xhe WlS[eV Xhe WTeed.
CORE MECHANIC: A dinSWaYV can mSZe Xhe nYmbeV Sf XileW YT XS XheiV WTeed

Ɣ DODGE: > VeVWYW TeWX [SPEED]. If ]SY aVe YndeV aXXack b] anSXheV dinaWSYVƅW [STRIKE] VSll Xhe
dice and if ]SY land Sn ]SYV chaVacXeV'W WTeed nYmbeV SV belS[ ]SY can DODGE Xhe STRIKE.

03. HEALTH
FLAVOR: > Each dinSWaYV haW a diffeVenX healXh ZalYe. The UYickeV Xhe dinSWaYV Xhe lS[eV Xhe healXh
CORE MECHANIC: If ]SY haZe nS aVmSV lefX deal Xhe SXheV dinSW [STRIKE] minYW ]SYV [HEALTH] if ]SY Veach
^eVS [HEALTH] ]SY aVe eliminaXed fVSm Xhe game
OTHER MECHANICS: Health requires an item to go up

Ɣ ZERO HEALTH: > Once a dinSWaYV VeacheW 0 healXh iX iW bVSYghX back XS Xhe WXaVX [iXh a TenalX]
Sf minYW 1 heaXh and STRIKE. A gYaVd [iXh 6 STRIKE, 8 HEALTH, 3 AVmSV, 2 SPEED and Xhe
abiliX] CVSWWbS[ (dealW 6 damage ignSVing aVmSV and VedYceW WTeed Sf XaVgeX b] 1 YnXil Xhe end
Sf Xhe ƻghX) iW gYaVding Xhe TeVWSn [hS jYWX died. Kill Xhe gYaVd XS bVing back Xhe Tla]eV.
SPECIAL ABILITY
FLAVOR: > EZeV] dinSWaYV haW a YniUYe WTecial abiliX]

CORE MECHANIC: > Each dinSWaYV can YWe XhiW abiliX] Snce eZeV] ƻghX

04. ARMOR
FLAVOR: > SSme dinSWaYVW haZe Xhick WcaleW SV Wkin XhaX iW diƽcYlX XS TeneXVaXe
CORE MECHANIC: [STRIKE] minYW [ARMOR] eUYalW damage XS [HEALTH]. AVmSV dSeW nSX gS YndeV WeX
ZalYe YnleWW WTeciƻed b] an abiliX]
OTHER MECHANICS: AVmSV VeWeXW eZeV] aXXack nSX eZeV] encSYnXeV [iXh anSXheV dinS



04. CHARAC8ER7

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 A88RIB98E7:
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 Attributes should be a value bet[een 1 and 4
[including 1 and 4]. AW XhiW [ill mean XhaX eZen Xhe beWX
chaVacXeVW haZe a chance XS fail WXaXic XeWXW.

CHARAC8ER7

Velociraptor (Carnivore) Pterodact]l (Omnivore) Dilophosaurus (Carnivore)

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[SXVike] 3 [SXVike] 2 [SXVike] 3

[HealXh] 5 [HealXh] 3 [HealXh] 4

[AVmSV] 2 [AVmSV] 1 [AVmSV] 2

[STeed] 2 [STeed] 3 [STeed] 2

Pack HYnXeV - RSll an e\XVa X[S
dice if ]SY aVe YnhaTT] [iXh Xhe
ƻVWX and chSSWe Xhe beWX VeWYlX.

DVST - GVab an STTSnenX [iXh 2 SV
mSVe WTeed and dVST Xhem fVSm a
gVeaX heighX dealing 7 damage
ignSVing aVmSV.

VenSm - ShSSX a ZenSm TVSjecXile
aX an STTSnenX dealing 5 damage
ignSVing aVmSV and canceling XheiV
ne\X XYVn.

Stegosaurus (Herbivore)

AXXVibYXe ValYe

[SXVike] 2

[HealXh] 7

[AVmSV] 3

[STeed] 1

ThSVnW - Take nS damage ne\X XYVn
and VeƼecX half Xhe STRIKE Sf Xhe
STTSnenX SnXS Xhem. If Xhe ne\X
XYVn iW an abiliX], iXW effecXW aVe
ignSVed.

< END OF DA= 2 >



DA= 3: ENCO9N8ER7 + I8EM7

05. MON78ER7

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.

MON78ER A88RIB98E7
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
● [ATTACK]: ZalYe beX[een 6 and 10
Ɣ [DODGE]: ZalYe beX[een 6 and 10
Ɣ [HEALTH]: ZalYe beX[een 6 and 10

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

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.

MON78ER7

Spinosaurus (mini-boss) T]rannosaurus Re\ (mini-boss) Gallimimus

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[SXVike] 8 [SXVike] 10 [SXVike] 4

[HealXh] 13 [HealXh] 15 [HealXh] 4

[AVmSV] 3 [AVmSV] 4 [AVmSV] 2

[STeed] 1 [STeed] 0 [STeed] 3

SlaWh - hiXW all dinSWaYVW fSV 3
healXh ignSVing aVmSV

Wail - makeW all dinSWaYVW lSWe 1
aVmSV fSV Xhe [hSle ƻghX (can'X gS
belS[ 0 aVmSV)
AVmSV dSeW nSX VeWeX XS SViginal
ZalYe YnXil end Sf ƻghX

RSaV - makeW all dinSWaYVW lSWe 2
aVmSV fSV Xhe [hSle ƻghX (can'X gS
belS[ 0 aVmSV)
AVmSV dSeW nSX VeWeX XS SViginal
ZalYe YnXil end Sf ƻghX

STinning AXXack - hiXW all dinSWaYVW
fSV 2 healXh ignSVing aVmSV

SYTeViSV STeed - AXXack X[ice XhiW
XYVn

Triceratops Allosaurus Pack of Comp]s (Roll Dice for comp] no.)

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[SXVike] 5 [SXVike] 7 [SXVike] 1 * cSmT] NO.

[HealXh] 8 [HealXh] 9 [HealXh] 1 * cSmT] NO.

[AVmSV] 3 [AVmSV] 2 [AVmSV] 0

[STeed] 1 [STeed] 1 [STeed] 3

ChaVge - WXYn enem] fSV Sne XYVn
and dSeW 4 damage

Wail - makeW all dinSWaYVW lSWe 1
aVmSV fSV Xhe [hSle ƻghX (can'X gS
belS[ 0 aVmSV)
AVmSV dSeW nSX VeWeX XS SViginal
ZalYe YnXil end Sf ƻghX

MSb - RSll an e\XVa dice if ]SY aVe
YnhaTT] [iXh Xhe ƻVWX and chSSWe
Xhe beWX VeWYlX.



Pterisaur (Boss) Kraken (FINAL BOSS) Wall

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[SXVike] 10 [SXVike] 18 [SXVike] 0

[HealXh] 35 [HealXh] 30 [HealXh] 10

[AVmSV] 5 [AVmSV] 8 [AVmSV] 10

[STeed] 0 [STeed] 1 [STeed] 0

ThYndeV - all dinSWaYVW lSWe 3
[ARMOR] and 3 [STRIKE] fSV Xhe
[hSle ƻghX. If aVmSV gSeW belS[ 0
Xhe, iX acXW aW a damage bSnYW XS
Xhe TeVVSVWaYVƅW aXXack.
AVmSV dSeW nSX VeWeX XS SViginal
ZalYe YnXil end Sf ƻghX

TeVVif] - WXYnW all dinSWaYVW [iXh
leWW Xhan 12 [STRIKE] fSV 3 XYVnW

ShVed - hiXW all dinSWaYVW fSV 3
healXh ignSVing [ARMOR]. All
dinSWaYVW lSWe 2 [ARMOR] fSV Xhe
[hSle ƻghX. If aVmSV gSeW belS[ 0
Xhe, iX acXW aW a damage bSnYW XS
Xhe TeVVSVWaYVƅW aXXack.
AVmSV dSeW nSX VeWeX XS SViginal
ZalYe YnXil end Sf ƻghX

Ink] STlaWh - All chaVacXeVW
ƻghXing Xhe KVaken lSWe 4 [STRIKE]
fSV 4 XYVnW

DVS[n - PYll Xhe dinSWaYV [iXh Xhe
higheWX WTeed dS[n inXS Xhe
deTXhW Sf Xhe [aXeV, XhaX dinSWaYV
iW WXYnned fSV 3 VSYndW and lSWeW
5 HEALTH ignSVing aVmSV

CYVWe Sf Xhe DeeT - All dinSWaYVW
mYWX VSll a dice, if Xhe nYmbeV iW
eZen, nSXhing haTTenW bYX if Xhe
nYmbeV iW Sdd, Xhe dinSWaYV iW
WXYnned and XakeW 5 damage aX
Xhe WXaVX Sf each XYVn ignSVing
aVmSV.

TenXacle SlaWh - hiXW all dinSWaYVW
fSV 15 healXh

GYaVdian - Pla]eVW ma] Snl] aXXack
Wall Snce TeV XYVn

MON78ER R9LE7:
> DS nSX VSll a dice XS add XS XheiV aXXackW
> RSll a dice fSV XheiV dSdge
> MSnWXeVW ALWAYS YWe XheiV abiliXieW Sn Xhe ƻVWX XYVn
> MSnWXeVW [iXh mYlXiTle abiliXieW [ill YWe XheiV abiliXieW cSnWecYXiZel], YWing Xhem in Xhe SVdeV Xhe] aVe liWXed
> AbiliXieW cannSX be dSdged
> All chaVacXeVW can YWe XheiV abiliXieW Snce TeV ƻghX
> If X[S chaVacXeVW encSYnXeV a mSnWXeV, Xhe] al[a]W aXXack Xhe Tla]eV [iXh Xhe lS[eWX [HEALTH]
> AfXeV defeaXing a mSnWXeV a Tla]eV incVeaWeW XheiV [HEALTH] b] 2 TSinXW and [STRIKE] b] 1 TSinX
> AfXeV defeaXing a mini-bSWW a Tla]eV incVeaWeW XheiV XheiV [HEALTH] b] 5 TSinXW, XheiV [STRIKE] b] 3 TSinXW and
XheiV [ARMOR] b] 1 TSinX
> AfXeV defeaXing a bSWW a Tla]eV incVeaWeW XheiV [HEALTH] b] 10 TSinXW, XheiV [STRIKE] b] 5 TSinXW and XheiV
[ARMOR] b] 3 TSinXW
> DinSWaYVW cannSX be effecXed b] an enem] XhaX Xhe] aVe nSX ƻghXing



06. 8RAP7

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.

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

CONSEQUENCE: 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.

8RAP7

TRAP NAME
TEST: EVENTS:
1. Smell of Blood - blSSd ƻllW Xhe aiV and addW a +2 STRIKE XS all caVniZSVeW and +1 XS all SmniZSVeW

2. Chlorine gas ƻllW Xhe aiV -1 HEALTH XS all Tla]eVW

3. Stampede - A WXamTede Sf gallimimYW chaVge aX Xhe Tla]eVW. DinSWaYVW [iXh leWW Xhan 3 WTeed geX -2 HEALTH

4. Barbed Wire - AfXeV falling inXS a TiX, ]SYV dinSWaYV iW Xangled in baVbed [iVe, DinSWaYVW [iXh [STRIKE] lS[eV
Xhan 4, VeceiZe -1 HEALTH

5. Sleeping Dart Trap - SeX YT b] Xhe hYmanW, XhiW XVaT giZeW Xhe dinSWaYV -2 SPEED fSV 3 XYVnW (WSme dinSWaYVW
[ill fall aWleeT and [ill be Ynable XS mSZe SV dSdge)



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].

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

POWER: 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\ample: 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

ITEM NAME
EFFECT:

1. BeVV] - VeWXSVe healXh and incVeaWe STRIKE SV HEALTH b] 1(Snl] fSV heVbiZSVeW and SmniZSVeW)
2. GSlden BeVV] - VeWXSVe healXh and incVeaWe STRIKE SV HEALTH b] 4 (Snl] fSV heVbiZSVeW and SmniZSVeW)
3. PSiWSn BeVV] -  LSWe STRIKE SV HEALTH b] 1
4. MeaX - VeWXSVe healXh and incVeaWe STRIKE SV HEALTH b] 1(Snl] fSV CaVniZSVeW and SmniZSVeW)
5. GSlden MeaX - VeWXSVe healXh and incVeaWe STRIKE SV HEALTH b] 4 (Snl] fSV CaVniZSVeW and SmniZSVeW)
6. STSiled MeaX - LSWe STRIKE SV HEALTH b] 1

I8EM R9LE7:
> IXemW aVe YWed inWXanXl] YTSn acUYiWiXiSn and aVe mSZed XS Xhe bSXXSm Sf Xhe Tile XhaX Xhe] [eVe dVa[n fVSm
afXeV YWe

< END OF DA= 3 >



DA= 4: GAME MECHANIC7

08. :IC8OR= CONDI8ION

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:
● Escape: GeX XS a WTeciƻc RSSm Sn Xhe Map. RemembeV XS

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

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

● Find: Pick YT a WTeciƻc Item. 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.

LO77 CONDI8ION:
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.

:IC8OR= CONDI8ION

If eiXheV Sf Xhe fSllS[ing XakeW Tlace, Xhe game endW:
Win: DefeaX Xhe kVaken and YWe Xhe XVeaWYVe ]SY geX XS VeTaiV Xhe eWcaTe bSaX and eWcaTe.
Lose: All ChaVacXeVW aVe XVaTTed in Xhe WXaVXing cage, being gYaVded b] Xhe gYaVd

GSal: EWcaTe Xhe cSmTSYnd befSVe ]SY geX eaXen.



09. ORDER OF PLA=

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. 7E89P
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. PLA=ER 89RN
ThiW WecXiSn iW [heVe ]SY e\Tlain [haX Xhe Tla]eV chaVacXeVW can
dS Sn XheiV XYVn.

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

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

3. END OF 89RN
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 OR LO7E
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.

ORDER OF PLA=

1. SETUP
Once aX Xhe beginning Sf Xhe game.
1st: Each Pla]eV TickW Sne Sf Xhe 4 Tla]able DinSWaYVW caVdW: SXegSWaYVYW, VelSciVaTXSV, DilSThSWaYVYW,
PXeVSdacX]l.
2nd: Place KVaken Sn Xhe XST VighX cSVneV Sf Xhe bSaVd and Xhe Pterisaur Sn Xhe Xile belS[ Xhe KVaken. The Xile
belS[ Xhe Pterisaur Tlace Xhe baVbed [iVe
3nd: Mi\ 3 Sf Xhe blYe caVdW (cSlSV Sn Xhe back) aX VandSm inXS Xhe gVeen caVdW (cSlSV Sn Xhe back) and WhYƾe
Xhe deck
4th: PYX Xhe laWX Sne Sf Xhe blYe caVdW in a Tile [iXh Xhe ]ellS[ caVdW (cSlSV Sn Xhe back) and WhYƾe Xhe deck

2. PLAYER TURN - WhaX Xhe Tla]eVW dS Sn XheiV XYVn. ReTeaX YnXil Xhe] WIN OR LOSE.

2.1. MOVE
1st: If all ChaVacXeVW haZe aX leaWX 1 [HealXh], Xhe] mYWX mSZe.
2nd: Xhe Tla]eV [iXh Xhe higheWX mSZemenX al[a]W gSeW ƻVWX.
3rd: Pla]eVW decide [hich AdjacenX RSSm XheiV ChaVacXeVW MSZe XS. MSZe XheiV caVdW XS XhaX VSSm. KeeTing in
mind XheVe WTeed nYmbeVW
4rd: If ]SY land Sn a gVeen Xile dVa[ fVSm Xhe gVeen deck, if ]SY land Sn a ]ellS[ Tile dVa[ fVSm Xhe ]ellS[ deck
5th: If ]SY dVa[ a iXem (beVV]) SV XVaT caVd (Wmell Sf blSSd, chlSVine gaW, WXamTede) dS [haX iX Wa]W Sn Xhe caVd
6th: If ]SY dVa[ 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. When cSmbaX
iniXiaXeW, Xhe cVeaXYVe [iXh Xhe gVeaXeWX WTeed aXXackW ƻVWX. If Xhe WTeed iW eUYal, a dice iW VSlled fSV Xhe Tla]eV
and Xhe mSnWXeV, Xhe cVeaXYVe [iXh Xhe higheWX dice VSll gSeW ƻVWX.

2.21 PLAYER COMBAT RULES
On a Tla]eV'W XYVn Xhe] VSll 2 dice. One XS deXeVmine XheiV STRIKE and Sne XS deXeVmine if Xhe] dSdge XheiV
STTSnenXW aXXack SV nSX. A Tla]eVWƅ 1WX dice VSll ZalYe TlYW XheiV [STRIKE] nYmbeV giZen Sn Xhe caVd ([hich can
change in ZalYe) deXeVmineW hS[ mYch damage Xhe] dS. HS[eZeV, XhiW ZalYe minYW Xhe STTSnenXƅW aVmSV
dicXaXeW hS[ mYch damage an STTSnenX VeceiZeW XS XheiV healXh. If a cVeaXYVe haW 0 healXh iX dieW. AVmSV VeWeXW
eZeV] VSYnd back XS iXW SViginal ZalYe, [hile healXh can Snl] decVeaWe XhVSYghSYX Xhe cSYVWe Sf Xhe ƻghX. IF a
Tla]eVWƅ 2nd dice VSll iW eUYal XS SV belS[ XheiV WTeed ZalYe; Xhe] can dSdge Xhe aXXack made b] Xhe enem] in
XhaX VSYnd. IF a Tla]eV [iWheW XS YWe XheiV WTecial abiliX] in XhaX VSYnd Xhen Xhe] dS nSX VSll a dice fSV XheiV WXVike
bYX Snl] fSV XheiV dSdge. NOTE: WTecial abiliXieW cannSX be dSdged and can Snl] be YWed Snce TeV ƻghX.

ENEMY COMBAT RULES
DS nSX VSll a dice XS add XS enem] aXXackW bYX dS VSll a dice fSV XheiV dSdge. If Xhe dice VSll iW eUYal XS SV belS[
Xhe enemieW WTeed ZalYe (Sn Xhe caVd); Xhe] can dSdge Xhe aXXack made b] Xhe Tla]eV in XhaX VSYnd. MSnWXeVW
ALWAYS YWe XheiV abiliXieW Sn Xhe ƻVWX XYVn. MSnWXeVW [iXh mYlXiTle abiliXieW [ill YWe XheiV abiliXieW cSnWecYXiZel],
YWing Xhem in Xhe SVdeV Xhe] aVe liWXed. All chaVacXeVW can YWe XheiV abiliXieW Snl] Snce TeV ƻghX.

MULTIPLE PLAYERS COMBAT RULES
SSmeXimeW mYlXiTle Tla]eVW [ill chSSWe XS ƻghX an enem] XSgeXheV. In XhiW caWe eZeV]Sne [ill VSll a dice XS
deXeVmine [hS gSeW ƻVWX, WecSnd, XhiVd and WS Sn. The enem] al[a]W XaVgeXW Xhe Tla]eV [iXh Xhe lS[eWX healXh.
If Tla]eVW haZe Xhe Wame amSYnX Sf healXh Xhen iX XaVgeXW Xhe Tla]eV [iXh Xhe lS[eWX aVmSV. If mYlXiTle Tla]eVW
defeaX an enem] XSgeXheV, Xhe Ve[aVdW aVe WTliX beX[een Xhe Tla]eVW.



3. END OF TURN
1st: If an] MSnWXeVW haW 0 healXh TYX iX back in Xhe Tile ]SY XSSk iX fVSm and WhYƾe Xhe Tile.
2nd: If a Tla]eV defeaXW a mSnWXeV Xhe] geX Xhe VeWTecXiZe bYff XS XheiV WXaXW
3rd: If a Tla]eV haW 0 healXh and dieW Xhe] VeXYVn XS Xhe WXaVX Sf Xhe maT and anSXheV Tla]eV haW XS VeWcYe Xhem
fVSm Xhe gYaVd.
4th: RSll a dice, if Xhe nYmbeV Sn Xhe dice iW 1, Xhe PXeViWaYV mSZeW Sne WTace XS Xhe clSWeWX Tla]eV. If XheVe aVe
mYlXiTle Tla]eVW eUYal diWXance a[a] fVSm Xhe PXeViWaYV, Xhe PXeViWaYV [ill mSZe XS[aVdW Xhe Tla]eV [iXh Xhe
lS[eWX healXh. If XheWe Tla]eVW haZe Xhe Wame healXh Xhe PXeViWaYV [ill mSZe XS[aVdW Xhe Tla]eV [iXh Xhe lS[eWX
aVmSV. Once a Tla]eV and Xhe PXeViWaYV aVe Sn Xhe Wame WUYaVe, cSmbaX [ill begin. The PXeViWaYV can bVeak
XhVSYgh Xhe [all and mSZe Sne WUYaVe in a Wingle XYVn. If a Tla]eV iW in Xhe WXaVXing cage Xhe PXeViWaYV [ill
ALWAYS mSZe XS[aVdW XhiW Tla]eV. If Xhe PXeViWaYV defeaXW a Tla]eV in Xhe WXaVXing cage, Xhe Tla]eV iW VemSZed
fVSm Xhe game TeVmanenXl].

4. WIN OR LOSE
If eiXheV Sf Xhe fSllS[ing XakeW Tlace, Xhe game endW:
Win: Defeat the kraken and use the escape boat it [as guarding to escape.
Lose: All ChaVacXeVW haZe 0 [HEALTH]



GAME7PACE

10. MO: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].

MO:EMEN8

The Pla]eVW decide [hich AdjacenX RSSm XheiV ChaVacXeVW MSZe XS. Pla]eVW cannSX mSZe diagSnall]. MSZe XheiV
caVdW XS XhaX VSSm. Pla]eVW can gS XS diffeVenX VSSmW



11. MAP

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 OF 8HE MAP:
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.

Assignment: 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 RULES:
> 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 RULES:
> 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

MAP

MAP RULES:
> If a Tla]eV landW Sn a WUYaVe [iXh a fSYnXain icSn, XheiV healXh iW VeWXSVed XS XheiV ma\imYm ZalYe and XheiV
ma\imYm healXh incVeaWeW b] 1. AddiXiSnall], Xhe] dS nSX dVa[ a caVd. HS[eZeV, if Xhe PXeViWaYV iW TVeWenX Sn
Xhe fSYnXain icSn, Xhe fSYnXain dSeW nSX aTTl] an] effecX.
> If a Tla]eV [iWheW XS enXeV Xhe ]ellS[ XileW Sn Xhe bSaVd, Xhe] mYWX ƻVWX bVeak Xhe [all [iXh ARMOR 10 and
HEALTH 10. NSVmal cSmbaX VYleW aTTl] heVe, hS[eZeV, Xhe [all cannSX dSdge aXXackW SV deal damage. The
Tla]eV can Snl] hiX Xhe [all Snce TeV XYVn. The [allƅW healXh dSeW nSX VeWeX afXeV Xhe XYVn haW ended bYX Xhe aVmSV
dSeW.

DOOR / CONNECTOR RULES:
> The Snl] [a] XS geX XS Xhe kVaken iW XhVSYgh Xhe PXeVSWaYV cage.
> If Tla]eVW [iWh XS XVaZel beX[een XileW Xhe] mYWX fSllS[ Xhe lineW cSnnecXing Xhe XileW and cannSX gS in a
diVecXiSn XhaX haW nS cSnnecXing lineW.
> If a Tla]eV [iWheW XS enXeV Xhe ]ellS[ XileW Sn Xhe bSaVd, Xhe] mYWX ƻVWX bVeak Xhe [all [iXh ARMOR 10 and
HEALTH 10. NSVmal cSmbaX VYleW aTTl] heVe, hS[eZeV, Xhe [all cannSX dSdge aXXackW SV deal damage. The
Tla]eV can Snl] hiX Xhe [all Snce TeV XYVn. The [allƅW healXh dSeW nSX VeWeX afXeV Xhe XYVn haW ended bYX Xhe aVmSV
dSeW.

SPECIFIC ROOMS:
1. Starting Cage

>
2. Fountain of Might

>
3. Pterisaur Kingdom

>
�. Kraken Cove

>

< END OF DA= 4 >


