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Character Card Front 1 Character Card Front 2

Character Card Front 3

Dakk, Frost Fighter

Origin: Tundra 

Signature Ability: Dakk unleashes an 

incredible punch, dealing damage to its 

target equal to Dakk’s attack attribute. This 

damage ignores physical resistance and 

cannot be dodged.

Signature Ability Objective: Dakk has 

survived attacks from enemies 5 times.

5       1       4      2                             2     5        2      3                            3      3        3      3

 3                                               1                                 1                                               3                                 2                                               2

 Origin: Swamp

Signature Ability: Estior takes an aggressive 

spirit out of his lantern and unleashes it upon an 

enemy. The spirit deals damage equal to Estior’s 

magic attribute, and Estior heals for half of the 

damage dealt, rounded down.

Signature Ability Objective: Estior’s wisps have 

scouted 3 locations.

Estior, Wisp Wizard
5       1       4      2                             2     5        2      3                            3      3        3      3

 3                                               1                                 1                                               3                                 2                                               2

Origin: Meadow

Signature Ability: Mina empowers one of her 

scuttlers, growing its attributes (besides health) to 2x 

their current form, and gives it a shield as strong as 

its maximum health attribute (when this shield runs 

out, the scuttler returns to its original form). After 

growing, the scuttler performs an attack, if 

applicable.

Signature Ability Objective: Mina has struck enemies 

with one or more scuttlers 4 times.

Mina, Scuttler Shepherd
5       1       4      2                             2     5        2      3                            3      3        3      3

 3                                               1                                 1                                               3                                 2                                               2
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Encounter Card Front 1 Encounter Card Front 2

Encounter Card Front 3 Encounter Card Front 4

      Rune Entity

 Strike: Deal 2 physical damage to a target. 
Runic Spell: Reduce a target’s magic 

resistance by 1 this round. Deal 2 damage to 
the target. 

Roll a d6 - Even = Strike, Odd = Runic Spell 
        Extra Drop: When a rune entity is 

defeated, the character who killed it gains a 
rune fragment.

        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

      Rune Entity

 Strike: Deal 2 physical damage to a target. 
Runic Spell: Reduce a target’s magic 

resistance by 1 this round. Deal 2 damage to 
the target. 

Roll a d6 - Even = Strike, Odd = Runic Spell 
        Extra Drop: When a rune entity is 

defeated, the character who killed it gains a 
rune fragment.

        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

      Rune Entity

 Strike: Deal 2 physical damage to a target. 
Runic Spell: Reduce a target’s magic 

resistance by 1 this round. Deal 2 damage to 
the target. 

Roll a d6 - Even = Strike, Odd = Runic Spell 
        Extra Drop: When a rune entity is 

defeated, the character who killed it gains a 
rune fragment.

        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

Tackle - Deal 1 damage and reduce target’s 
attack by 1 until this enemy’s next attack. 

Charge - Deal 2 damage to the target.
Roll a d6 - Even = Tackle, Odd = Charge

     Calamity Boar
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1
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Encounter Card Front 5 Encounter Card Front 6

Encounter Card Front 7 Encounter Card Front 8

Tackle - Deal 1 damage and reduce target’s 
attack by 1 until this enemy’s next attack. 

Charge - Deal 2 damage to the target.
Roll a d6 - Even = Tackle, Odd = Charge

     Calamity Boar
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

Tackle - Deal 1 damage and reduce target’s 
attack by 1 until this enemy’s next attack. 

Charge - Deal 2 damage to the target.
Roll a d6 - Even = Tackle, Odd = Charge

     Calamity Boar
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

Spit: Deal 1 damage to a target. The target 
takes 1 damage at the start of the next 

round. 
Jiggle: Increase physical and magic 

resistance by 1 this round. Heal 2 health. 
Roll a d6 - Even = Spit, Odd = Jiggle 

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

Spit: Deal 1 damage to a target. The target 
takes 1 damage at the start of the next 

round. 
Jiggle: Increase physical and magic 

resistance by 1 this round. Heal 2 health. 
Roll a d6 - Even = Spit, Odd = Jiggle 

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1
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Encounter Card Front 9 Encounter Card Front 10

Encounter Card Front 11 Encounter Card Front 12

Spit: Deal 1 damage to a target. The target 
takes 1 damage at the start of the next 

round. 
Jiggle: Increase physical and magic 

resistance by 1 this round. Heal 2 health. 
Roll a d6 - Even = Spit, Odd = Jiggle 

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

Slice: Deal 1 damage to a target. The target 
takes 1 damage each round for the next two 

rounds of combat. 
Bite: Deal 2 damage to a target and reduce that 

target’s swiftness by 1 until this enemy’s next attack. 
Roll a d6 - Even = Slice, Odd = Bite

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

Slice: Deal 1 damage to a target. The target 
takes 1 damage each round for the next two 

rounds of combat. 
Bite: Deal 2 damage to a target and reduce that 

target’s swiftness by 1 until this enemy’s next attack. 
Roll a d6 - Even = Slice, Odd = Bite

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

Slice: Deal 1 damage to a target. The target 
takes 1 damage each round for the next two 

rounds of combat. 
Bite: Deal 2 damage to a target and reduce that 

target’s swiftness by 1 until this enemy’s next attack. 
Roll a d6 - Even = Slice, Odd = Bite

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1
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Encounter Card Front 13 Encounter Card Front 14

Encounter Card Front 15 Encounter Card Front 16

The Player who encountered
this card loses their next turn.

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

The Player who encountered
this card loses their next turn.

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

The Player who encountered
this card loses their next turn.

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
        4        3                                           4        4                                            1        4                                                                                                       5        2

 1                                               2                                 1                                               0                                 2                                               2                                                                                                                         1                                                1

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
The player who encountered
this card gains two weapon 
upgrade points and heals 1d6

life points.
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Encounter Card Front 17 Encounter Card Front 18

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
The player who encountered
this card gains two weapon 
upgrade points and heals 1d6

life points.

            Evil Slime                                      Hidden Pit                                          Brusholf                                               Fairy                     
The player who encountered
this card gains two weapon 
upgrade points and heals 1d6

life points.
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Objective Card Front 1 Objective Card Front 2

Objective Card Front 3 Objective Card Front 4

Objective

Defeat the Sand Worm

Reward: 1 Crystal Fragment

Objective

Have each player hold
at least 1 rune

Reward: 1 Crystal Fragment

Objective

Defeat the Tundra Golem

Reward: 1 Crystal Fragment

Objective

Face 8 Total Encounters

Reward: 1 Crystal Fragment
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Objective Card Front 5 Objective Card Front 6

Objective Card Front 7 Objective Card Front 8

Objective

Have one player hold a
max rank item

Reward: 1 Crystal Fragment

Objective

Visit the Oasis, the Hot
Springs, and the Tide 

Pools

Reward: 1 Crystal Fragment

Objective

Cast 7 total signature 
abilities

Reward: 1 Crystal Fragment

Objective

Explore all encounter 
spaces

Reward: 1 Crystal Fragment
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Objective Card Front 9

Objective

Use 15 signature item 
abilities

Reward: 1 Crystal Fragment
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Rune Card Front 1 Rune Card Front 2

Rune Card Front 3 Rune Card Front 4

     Rune of Vigor

Gives your character 
+3 maximum health.

     Rune of Vigor

Gives your character 
+3 maximum health.

     Rune of Vigor

Gives your character 
+3 maximum health.

      Rune of Strength

Gives your character +2 attack.
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Rune Card Front 5 Rune Card Front 6

Rune Card Front 7 Rune Card Front 8

      Rune of Strength

Gives your character +2 attack.

      Rune of Strength

Gives your character +2 attack.

Gives your character 
+2 magic.

       Rune of Sorcery

Gives your character 
+2 magic.

       Rune of Sorcery
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Rune Card Front 9 Rune Card Front 10

Rune Card Front 11 Rune Card Front 12

Gives your character 
+2 magic.

       Rune of Sorcery        Rune of Agility

Gives your character +2 
             swiftness.

       Rune of Agility

Gives your character +2 
             swiftness.

       Rune of Agility

Gives your character +2 
             swiftness.
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Rune Card Front 13 Rune Card Front 14

Rune Card Front 15

     Rune of the Forge

Your character gets an additional 
item upgrade point every time 
you collect one or more item 

upgrade points.

     Rune of the Forge

Your character gets an additional 
item upgrade point every time 
you collect one or more item 

upgrade points.

     Rune of the Forge

Your character gets an additional 
item upgrade point every time 
you collect one or more item 

upgrade points.
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DA= 1: PREMI7E DVEOI FVYLEYJ, AVPS JEGSFW, 8]PIV OƅB]VRI

đĒı GAME TITLE BÜiÆk Íf Calamièÿ

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
>
Inspiration: A cSnXinenX Sn an SXheV[SVldl] TlaneX [iXh Wi\ biSmeW baWed Sn aVeaW Sn SYV TlaneX.

Setting: The chaVacXeVW liZe Sn a cSnXinenX Sn anSXheV [SVld [iXh Wi\ biSmeW. The meadS[, deWeVX,
cSaWXland, W[amT, XYndVa, and [SSdlandW. ThiW cSnXinenX Xhe chaVacXeVW inhabiX iW held XSgeXheV b] a
magical cV]WXal cSVe in Xhe cenXeV Sf Xhe landmaWW. AW Sf VecenXl], Xhe cSnXinenX haW WXaVXed
cVYmbling and bVeaking aTaVX inXS an endleWW ZSid aW a VeWYlX Sf Xhe cV]WXal cSVe bVeaking aTaVX inXS
fVagmenXW. The chaVacXeVW need XS ƻnd XheWe XhVee fVagmenXW Sf Xhe cV]WXal cSVe XhVSYgh XhVee
SbjecXiZeW XS WaZe Xhe cSnXinenX befSVe iX cSllaTWeW cSmTleXel].

Characters: 3 Tla]able chaVacXeVW fVSm diffeVenX backgVSYndW [hS WXaVX Xhe game in diffeVenX
lScaXiSnW acVSWW Xhe maT baWed Sn XheiV SViginW.

- A: Mina, ScYXXleV SheTheVd, a WheTheVd Sf alien cVeaXYVeW and [ieldW a magicall]-infYWed
WXaff. OVigin: MeadS[.

- B: EWXiSV, WiWT Wi^aVd, a [i^aVd [hS WYmmSnW magical [iWTW and can haZe SXheV magical
TS[eVW. OVigin: S[amT.

- C: Dakk, FVSWX FighXeV, a haVdened [aVViSV and ƻghXeV XhaX YWeW ƻWXW XS ƻghX. OVigin: TYndVa.

Goal: ThVee SbjecXiZe caVdW [ill be chSWen aX VandSm aX Xhe WXaVX Sf Xhe game. The Tla]eVWƅ gSal iW XS
XVaZel aVSYnd Xhe bSaVd and cSmTleXe XheWe SbjecXiZeW XS helT WXST Xhe ineZiXable deWXVYcXiSn Sf Xhe
TlaneX.

Before the Game:

Objectives: BefSVe Xhe game beginW, dVa[ XhVee VandSm SbjecXiZeW fVSm Xhe SbjecXiZe deck.
CSmTleXing XheWe SbjecXiZeW and claiming Xhe cV]WXal cSVe fVagmenXW fVSm Xhem and ƻ\ing Xhe cV]WXal
cSVe [ill be Xhe gSal Sf Xhe chaVacXeVW in Xhe game.

Conditions: AX Xhe WXaVX Sf Xhe game a cSndiXiSn WeX [ill be chSWen VandSml]. TheWe cSndiXiSnW [ill
affecX Xhe VeWTecXiZe aXXVibYXeW Sf all chaVacXeVW and encSYnXeVW XhVSYghSYX Xhe game.



Condition Sets:

1
AXXack = 2\
Magic = 3\
HealXh = 5\
S[ifXneWW = 2\

2
AXXack = 3\
Magic = 4\
HealXh = 6\
S[ifXneWW = 3\

3
AXXack = 4\
Magic = 3\
HealXh = 7\
S[ifXneWW = 4\

4
AXXack = 3\
Magic = 2\
HealXh = 6\
S[ifXneWW = 3\

5
AXXack = 2\
Magic = 2\
HealXh = 5\
S[ifXneWW = 3\

6
AXXack = 3\
Magic = 3\
HealXh = 7\
S[ifXneWW = 2\

< 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.

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

A88RIB98E7

01. ATTACK
FLAVOR: ThiW aXXVibYXe iW YWed [hen aXXacking enemieW. DeXeVmineW Xhe damage dealX XS Xhe cVeaXYVe.
CORE MECHANIC: The damage aXXVibYXe Sn Xhe chaVacXeV caVd WhS[W hS[ mYch damage Xhe chaVacXeV [ill
deal [iXh a nSVmal aXXack.
OTHER MECHANICS:

02. MAGIC
FLAVOR: ThiW aXXVibYXe iW YWed [hen chaVacXeVW caWX abiliXieW, eiXheV XheiV WignaXYVe abiliX] SV abiliXieW Sn
XheiV WignaXYVe iXem.
CORE MECHANIC: The magic aXXVibYXe Sn Xhe chaVacXeV caVd WhS[W hS[ mYch damage Xhe chaVacXeV [ill
deal [iXh an] abiliX].
OTHER MECHANICS:

03. HEALTH
FLAVOR: ThiW aXXVibYXe iW YWed XS WhS[ hS[ XSYgh a chaVacXeV iW and hS[ mYch damage Xhe] can Xake
befSVe d]ing.
CORE MECHANIC: WheneZeV ]SY Xake damage WYbXVacX 1 [healXh] if ]SY Veach ^eVS WSmeXhing haTTenW...
OTHER MECHANICS:

● ZERO HEALTH: When ]SYV chaVacXeVƅW healXh gSeW XS 0, ]SY VeWTa[n aX ]SYV SVigin lScaXiSn and
lSWe 1 XYVn. The chaVacXeV alWS lSWeW all XheiV VYneW and VYne fVagmenXW.

04. SWIFTNESS
FLAVOR: The W[ifXneWW aXXVibYXe iW YWed XS deXeVmine Xhe chance XhaX ]SYV chaVacXeV haW XS dSdge an
aXXack fVSm an enem], and iW alWS YWed XS deXeVmine [hS gainW Xhe adZanXage in an encSYnXeV.
CORE MECHANIC: When an encSYnXeV aTTeaVW, Xhe higheV W[ifXneWW [ill aXXack ƻVWX.
OTHER MECHANICS:

● ADVANTAGE: When aXXacking, VSll a d6, if XhaX VSll TlYW Xhe aXXVibYXe nYmbeV iW eUYal XS SV higheV
Xhan Xhe enem]ƅW W[ifXneWW, Xhe chaVacXeV gainW adZanXage in XhaX cSmbaX (adZanXage iW deƻned
aW aXXacking ƻVWX).

● DODGE: A WimilaV mechanic fSV adZanXage iW YWed [hen deXeVmining [heXheV SV nSX a chaVacXeV
SV enem] dSdgeW an aXXack. BefSVe each aXXack SV abiliX] XhaX [SYld deal damage gSeW XhVSYgh,
VSll a d6 fSV ]SYV chaVacXeV and a d3 fSV Xhe enem]. FSV Xhe chaVacXeVƅW W[ifXneWW, add Xhe d6ƅW
ZalYe, and add Xhe d3 XS Xhe enem]ƅW W[ifXneWW. If Xhe aXXackeV in Xhe WcenaViS haW Xhe higheV
W[ifXneWW, Xhe damage gSeW XhVSYgh. If Zice ZeVWa, Xhe damage [ill nSX gS XhVSYgh.

05. PHYSICAL RESISTANCE
FLAVOR: Ph]Wical VeWiWXance iW YWed XS deXeVmine hS[ [ell ]SYV chaVacXeV can VeWiWX Th]Wical damage.
CORE MECHANIC: The Th]Wical VeWiWXance aXXVibYXe Sn a chaVacXeV [ill deXeVmine hS[ mYch damage iX
TVeZenXW [hen being dealX Th]Wical damage.

06. MAGIC RESISTANCE
FLAVOR: Magic VeWiWXance iW YWed XS deXeVmine hS[ [ell ]SYV chaVacXeV can VeWiWX magic damage.
CORE MECHANIC: The magic VeWiWXance aXXVibYXe Sn a chaVacXeV [ill deXeVmine hS[ mYch damage iX
TVeZenXW [hen being dealX magic damage.



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 between 1 and 4
[including 1 and 4]. AW XhiW [ill mean XhaX eZen Xhe beWX
chaVacXeVW haZe a chance XS fail WXaXic XeWXW.

CHARAC8ER7

Mina, Scuttler Shepherd Estior, Wisp Wi^ard Dakk, Frost Fighter

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

[ATTACK] 3 [ATTACK] 2 [ATTACK] 5

[MAGIC] 3 [MAGIC] 5 [MAGIC] 1

[HEALTH] 3 [HEALTH] 2 [HEALTH] 4

[SWIFTNESS] 3 [SWIFTNESS] 3 [SWIFTNESS] 2

[PHYSICAL
RESISTANCE]

2 [PHYSICAL
RESISTANCE]

1 [PHYSICAL
RESISTANCE]

3

[MAGIC
RESISTANCE]

2 [MAGIC
RESISTANCE]

3 [MAGIC
RESISTANCE]

1

SignaXYVe AbiliX]: Mina emTS[eVW
Sne Sf heV WcYXXleVW, gVS[ing iXW
aXXVibYXeW (beWideW healXh) XS 2\
XheiV cYVVenX fSVm, and giZeW iX a
Whield aW WXVSng aW iXW ma\imYm
healXh aXXVibYXe ([hen XhiW Whield
VYnW SYX, Xhe WcYXXleV VeXYVnW XS iXW
SViginal fSVm). AfXeV gVS[ing, Xhe
WcYXXleV TeVfSVmW an aXXack, if
aTTlicable.

SA ObjecXiZe: Mina haW WXVYck
enemieW [iXh Sne SV mSVe
WcYXXleVW 4 XimeW.

SignaXYVe AbiliX]: EWXiSV XakeW an
aggVeWWiZe WTiViX SYX Sf hiW lanXeVn
and YnleaWheW iX YTSn an enem].
The WTiViX dealW damage eUYal XS
EWXiSVƅW magic aXXVibYXe, and EWXiSV
healW fSV half Sf Xhe damage dealX,
VSYnded dS[n.

SA ObjecXiZe: EWXiSVƅW [iWTW haZe
WcSYXed 3 lScaXiSnW.

SignaXYVe AbiliX]: Dakk YnleaWheW
an incVedible TYnch, dealing
damage XS iXW XaVgeX eUYal XS
DakkƅW aXXack aXXVibYXe. ThiW
damage ignSVeW Th]Wical
VeWiWXance and cannSX be dSdged.

SA ObjecXiZe: Dakk haW WYVZiZed
aXXackW fVSm enemieW 5 XimeW.

What if m] character dies? FeaV nSX, Xhe game iWnƅX SZeV! When ]SYV chaVacXeV iW killed ]SY [ill be VeZiZed aX
]SYV chaVacXeVƅW SVigin. HS[eZeV, XheVe iW a Wmall TenalX]. YSY [ill lSWe ]SYV ne\X XYVn, and all Sf ]SYV YnWTenX
iXem YTgVade TSinXW and VYne fVagmenXW [ill be lSWX (]SYV fYll VYneW and cSmTleXed iXem VankW [ill WXa] XhSYgh).

Character Origins: YSYV chaVacXeVƅW SVigin iW Xhe biSme [heVe ]SYV chaVacXeV WXaVXW Sn Xhe bSaVd. TheVe iW a
deWignaXed SVigin TSinX in each biSme, WS jYWX ƻnd Xhe SVigin TSinX in ]SYV chaVacXeVƅW deWignaXed biSme and Xhe]
[ill WXaVX XheVe.

< END OF DA= 2 >



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
● [DODGE]: ZalYe beX[een 6 and 10
● [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.

ERGSYRXIVW

Calamit] Boar
● [ATTACK]: 2
● [SWIFTNESS]: 4
● [HEALTH]: 4
● [Ph]sical Resistance]: 1
● [Magic Resistance]: 0

SPECIAL POWERS
> Tackle - Deal 1 Th]Wical damage and VedYce XaVgeXƅW aXXack b] 1 YnXil XhiW enem]ƅW ne\X aXXack.
> ChaVge - Deal 2 Th]Wical damage XS Xhe XaVgeX.

> RSll a d6 - EZen = Tackle, Odd = ChaVge

Evil Slime
● [ATTACK]: 2
● [SWIFTNESS]: 1
● [HEALTH]: 4
● [Ph]sical Resistance]: 2
● [Magic Resistance]: 2

SPECIAL POWERS
> STiX: Deal 1 Th]Wical damage XS a XaVgeX. The XaVgeX XakeW 1 damage aX Xhe WXaVX Sf Xhe ne\X VSYnd.
> Jiggle: IncVeaWe Th]Wical and magic VeWiWXance b] 1 XhiW VSYnd. Heal 2 healXh.

> RSll a d6 - EZen = STiX, Odd = Jiggle

Rune Entit]
● [ATTACK]: 3
● [SWIFTNESS]: 4
● [HEALTH]: 3
● [Ph]sical Resistance]: 1
● [Magic Resistance]: 2

SPECIAL POWERS
> SXVike: Deal 2 Th]Wical damage XS a XaVgeX.
> RYnic STell: RedYce a XaVgeXƅW magic VeWiWXance b] 1 XhiW VSYnd. Deal 2 magic damage XS Xhe XaVgeX.

> RSll a d6 - EZen = SXVike, Odd = RYnic STell
> E\XVa DVST: When a VYne enXiX] iW defeaXed, Xhe chaVacXeV [hS killed iX gainW a VYne fVagmenX.

Brusholf
● [ATTACK]: 3
● [SWIFTNESS]:  5
● [HEALTH]: 2
● [Ph]sical Resistance]: 1
● [Magic Resistance]: 1

SPECIAL POWERS
> Slice: Deal 1 Th]Wical damage XS a XaVgeX. The XaVgeX XakeW 1 damage each VSYnd fSV Xhe ne\X X[S VSYndW
Sf cSmbaX.
> BiXe: Deal 2 Th]Wical damage XS a XaVgeX and VedYce XhaX XaVgeXƅW W[ifXneWW b] 1 YnXil XhiW enem]ƅW ne\X
aXXack.

> RSll a d6 - EZen = Slice, Odd = BiXe



Fair]
SPECIAL POWERS
> EncSYnXeV a geneVSYW faiV] [hS giZeW ]SY X[S iXem YTgVade TSinXW and healW ]SY 1d6.

Hidden Pit
SPECIAL POWERS
> ChaVacXeV fallW inXS Xhe XVaT, Xaking nS damage bYX lSWing XheiV ne\X XYVn.

BSWW ERGSYRXIVW

Sand Worm
● [SWIFTNESS]:  5
● [HEALTH]: 20
● [Ph]sical Resistance]: 3
● [Magic Resistance]: 2

SPECIAL POWERS
> BYVVS[: BYVVS[W YndeV Xhe gVSYnd and cannSX be aXXacked YnXil iXW ne\X XYVn. Ne\X XYVn iX emeVgeW fVSm
Xhe gVSYnd dealing 3 Th]Wical damage XS all chaVacXeVW.
> ReWX: ReWXW fSV Xhe XYVn healing 5 d6 healXh.
> BiXe: Deal 2 Th]Wical damage XS a XaVgeX and VedYce XhaX XaVgeXƅW W[ifXneWW b] 1 YnXil XhiW enem]ƅW ne\X
aXXack.

RSll a d6 - 1, 2 = BiXe,  3, 4 = BYVVS[, 5, 6 = ReWX



Tundra Golem
● [SWIFTNESS]:  4
● [HEALTH]: 20
● [Ph]sical Resistance]: 2
● [Magic Resistance]: 3

SPECIAL POWERS
> Bli^^aVd: DealW 3 magic damage XS all chaVacXeVW.
> FVSWX PYnch: DealW 2 magic damage XS a XaVgeX and VedYceW XhaX XaVgeXƅW W[ifXneWW b] 1 YnXil XhiW enem]ƅW
ne\X aXXack.
> CSld SXVengXh: IncVeaWeW Xhe gSlemƅW Th]Wical and magic VeWiWXance b] 4 YnXil iXW ne\X XYVn.

> RSll a d6 - 1, 2 = FVSWX PYnch, 3, 4 = Bli^^aVd, 5, 6 = CSld SXVengXh

ENCOUNTER RULES:
> When ]SY kill an encSYnXeV ]SY gain d3 iXem YTgVade TSinXW.
> When a chaVacXeV iniXiaXeW an encSYnXeV, an] SXheV chaVacXeV X[S SV leWW lScaXiSnW a[a] can jSin Xhe
encSYnXeV.
> When a bSWW encSYnXeV iW defeaXed, all Tla]eVW XhaX [eVe inZSlZed in Xhe baXXle gain 3 iXem YTgVade TSinXW and
a cSmTleXed VYne.
> Pla]eVW can acXiZaXe XheiV WignaXYVe iXemƅW abiliX] Snl] Snce TeV bSWW ƻghX.
> S[ifXneWW Sf enemieW [SVkW diffeVenXl] Xhan XhaX Sf Tla]eV chaVacXeVW. When a Tla]eV VSllW fSV Xhe W[ifXneWW Sf
XheiV chaVacXeV, Xhe] YWe Xhe ZalYe WhS[n Sn Xhe d6 XS incVeaWe XheiV chaVacXeVƅW W[ifXneWW. ThiW [SVkW
diffeVenXl] fSV enem] encSYnXeVW. An enem] VSllW a d3 fSV XheiV W[ifXneWW, Xhen Xhe] WYbXVacX Xhe ZalYe Sf Xhe d3
fVSm XheiV W[ifXneWW.



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

We have one trap card called Hidden Pit. It is noted in the Encounters section.



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

SIGNATURE ITEMS:

Minaƅs Staff:

BaWe Rank:
- AbiliX]: Mina WYmmSnW a WcYXXleV XS ƻghX alSngWide heV (ScYXXleV - 2 AXXack, 2 Magic, 2 HealXh, 2

S[ifXneWW, 1 Ph]Wical ReWiWXance, 1 Magic ReWiWXance). When Xhe WcYXXleV iW WYmmSned, iX TeVfSVmW
an aXXack. WheneZeV Mina XakeW damage, Xhe WcYXXleV XakeW half Sf XhaX damage, VSYnded dS[n
(e\ceTX fSV [hen Mina XakeW 1 damage, in XhiW caWe Xhe WcYXXleV [ill alWS Xake 1). WheneZeV Mina
aXXackW, Xhe WcYXXleV aXXackW [iXh heV. The WcYXXleV deWTa[nW aX Xhe end Sf Xhe XYVn.

Rank 2:
- MinaƅW SXaff becSmeW emTS[eVed, adding an e\XVa 1 magic damage XS all Sf MinaƅW aXXackW. The

WcYXXleVƅW aXXack gVS[W XS 3. MinaƅW WcYXXleV nS lSngeV deWTa[nW aX Xhe end Sf Xhe XYVn.

Rank 3:
- The TS[eV Sf MinaƅW WXaff incVeaWeW, nS[ adding 2 magic damage XS MinaƅW aXXackW inWXead. The

healXh Sf MinaƅW WcYXXleVW gVS[W XS 3. Mina can nS[ haZe YT XS X[S WcYXXleVW in Tla] aX Snce.

Ma\imYm Rank:
- MinaƅW 2 magic damage bSnYW nS[ e\XendW XS heV WcYXXleVW. TheVe iW nS ma\imYm nYmbeV Sf WcYXXleVW

XhaX Mina can haZe in Tla].



Estiorƅs Lantern:

BaWe Rank:
- AbiliX]: EWXiSV WendW a [iWT XS WcSYX an] lScaXiSn in hiW cYVVenX biSme. RSll a d6 fSV XhaX lScaXiSn XS

deXeVmine iXW SYXcSme. If Xhe SYXcSme iW an encSYnXeV, all allieW enXeVing XhaX lScaXiSn [ill gain
adZanXage XhiW XYVn.

Rank 2:
- If Xhe SYXcSme Sf Xhe abiliX] iW an encSYnXeV, EWXiSV alWS WendW a [iWT XS Xhe abiliX]ƅW lScaXiSn XS deal 1

magic damage.

Rank 3:
- WiWTW WenX XS encSYnXeVW fVSm XhiW iXemƅW abiliX] deal 2 magic damage inWXead. EWXiSV gainW 1 healXh

[hen XhiW Vank iW Veached.

Ma\imYm Rank:
- WiWTW fVSm XhiW iXemƅW abiliX] can WcSYX an][heVe Sn Xhe maT and deal 3 magic damage inWXead.

EWXiSV gainW 1 W[ifXneWW and healW 5 healXh [hen XhiW Vank iW Veached.

Dakkƅs Knuckles:



BaWe Rank:
- AbiliX]: Dakk emTS[eVW hiW ne\X aXXack XS deal 1 addiXiSnal Th]Wical damage fSV each 4 healXh he haW.

He XakeW 2 leWW damage fVSm Xhe ne\X aXXack in XhiW cSmbaX. Dakk TeVfSVmW an aXXack.

Rank 2:
- ThiW iXemƅW abiliX] imTVSZeW XS 1 addiXiSnal damage fSV eZeV] 3 healXh XhaX Dakk haW. Dakk gainW 1

aXXack and healW 1 healXh [hen XhiW Vank iW Veached.

Rank 3:
- ThiW iXemƅW abiliX] imTVSZeW XS 1 addiXiSnal damage fSV eZeV] 2 healXh XhaX Dakk haW, and Dakk XakeW 3

leWW damage fVSm Xhe ne\X aXXack in XhiW cSmbaX. Dakk healW 2 healXh [hen XhiW Vank iW Veached.

Ma\imYm Rank:
- ThiW iXemƅW abiliX] imTVSZeW XS addiXiSnal damage eUYal XS DakkƅW healXh, and Dakk XakeW 4 leWW

damage fVSm Xhe ne\X aXXack XhiW cSmbaX. Dakk healW 5 healXh [hen XhiW Vank iW Veached.

Important Signature Item Rules:
- YSY can Snl] acXiZaXe abiliXieW Sf ]SYV WignaXYVe iXemW Snce each encSYnXeV. In gVSYT

encSYnXeVW, eiXheV [heVe anSXheV chaVacXeV iW aiding ]SY in an encSYnXeV SV ]SYV gVSYT iW
ƻghXing a bSWW, ]SY can Snl] YWe ]SYV WignaXYVe abiliX] Snce in XhaX encSYnXeV, and Xhe XYVn
[ill Xechnicall] end Snce iX iW defeaXed.

- HS[ XS YTgVade ]SYV WignaXYVe iXemW: YSYV WignaXYVe iXem can gVS[ WXVSngeV XS iXW
deWignaXed VankW b] YWing iXem YTgVade TSinXW. TS YTgVade a WignaXYVe iXem XS Rank 2, ]SYƅll
need 5 iXem YTgVade TSinXW. TS YTgVade a WignaXYVe iXem XS Rank 3, ]SYƅll need an addiXiSnal
7 iXem YTgVade TSinXW. TS YTgVade a WignaXYVe iXem XS ma\ Vank, ]SYƅll need an addiXiSnal 10
iXem YTgVade TSinXW. YSY can VemembeV XhiW aW Xhe 5-7-10 VYle.

RUNES:



- RYne Sf SXVengXh: ThiW VYne giZeW iXW hSldeV +2 aXXack damage.
- RYne Sf VigSV: ThiW VYne giZeW iXW hSldeV +3 healXh.
- RYne Sf SSVceV]: ThiW VYne giZeW iXW hSldeV +2 magic.
- RYne Sf AgiliX]: ThiW VYne giZeW iXW hSldeV +2 W[ifXneWW.
- RYne Sf Xhe FSVge: WheneZeV XhiW VYneƅW hSldeV gainW Sne SV mSVe iXem YTgVade TSinXW, Xhe] gain an

addiXiSnal 1.

How Runes Work:
- RYneW aVe cVeaXed b] cSmbining XhVee VYne fVagmenXW. Once ]SY haZe cSmbined XhVee, ]SY

dVa[ a VYne caVd, and Xhe bSnYW fVSm XhaX VYne WXa]W [iXh ]SY fSV Xhe enXiVe game. YSY can
cSllecX VYne fVagmenXW b] defeaXing encSYnXeVW. BSWWeW can alWS dVST fYll VYneW, in [hich
caWe ]SY [ill dVa[ a VYne aW WSSn aW ]SY cSllecX Xhe Ve[aVd.

< 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

Lore: The WeXXing iW an alien [SVld [iXh Wi\ diffeVenX biSmeW. AX Xhe cenXeV Sf Xhe [SVld, XheVe iW a laVge cV]WXal
XhaX TS[eVW Xhe [SVld and keeTW iX inXacX. One da], Xhe cV]WXal cVackW, becSming YnWXable, and XhVee laVge
fVagmenXW gS miWWing acVSWW Xhe [SVld. The cV]WXal becSmeW mSVe YnWXable eZeV] WecSnd, cSYnXing dS[n XS a
caXacl]Wmic eZenX. Pla]eVW need XS ƻnd Xhe XhVee cV]WXal fVagmenXW and VeXYVn Xhem XS Xhe cV]WXal befSVe
diWaWXeV in SVdeV XS [in Xhe game.

Objective Cards: AX Xhe WXaVX Sf Xhe game, Tla]eVW chSSWe XhVee SbjecXiZe caVdW XS be diWTla]ed XhVSYghSYX Xhe
game. Each Sf XheWe SbjecXiZe caVdW [ill haZe a UYeWX fSV Xhe Tla]eVW XS cSmTleXe XhVSYghSYX Xhe game. Once an
SbjecXiZe caVd iW cSmTleXed, iX a[aVdW a cV]WXal fVagmenX XS Xhe Tla]eV XhaX cSmTleXed iX (Xhe Tla]eV ma] nSX
haZe TVSgVeWWed Xhe SbjecXiZe aX all befSVe, bYX aW lSng aW Xhe] cSmTleXe iX, Xhe] geX Xhe fVagmenX). Then, Snce
all SbjecXiZe caVdW haZe been cSmTleXed, Tla]eVW need XS VYWh XS Xhe cenXeV Sf Xhe maT and ƻ\ Xhe cV]WXal befSVe
Xime VYnW SYX. If Xhe] WYcceed in XhiW, Xhe game iW [Sn.

Losing the Game: TheVe aVe X[S [a]W XS lSWe Xhe game. The ƻVWX [a] iW if Xhe Tla]eVW dS nSX VeTaiV Xhe cV]WXal in
Xime, [hich [ill VeWYlX in Xhe deWXVYcXiSn Sf Xhe [SVld, Xhe Tla]eVW being SbliXeVaXed, and Xhe game being lSWX. The
WecSnd [a] XS lSWe iW leWW likel]. If EVERY Tla]eV haW 0 SV leWW healXh aX ANY TSinX Sf Xhe game, Xhe game iW lSWX.

How long until calamit]? The game [ill haZe XhVee diƽcYlX] mSdeW, and Xhe Tla]eVW can decide cSllecXiZel] hS[
man] ƈVSYndWƉ (XimeW XhaX XYVnW make XheiV [a] aVSYnd Xhe Xable) Xhe] [anX Xhe game XS haZe befSVe Xhe] lSWe.

- EaW] DiƽcYlX]: 50 VSYndW befSVe calamiX].
- MediYm DiƽcYlX]: 35 VSYndW befSVe calamiX].
- HaVd DiƽcYlX]: 25 VSYndW befSVe calamiX].



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: Each Tla]eV WelecXW a chaVacXeV XS Tla] aW in Xhe game. Pla]eVW hSld Sn XS XheiV chaVacXeVƅW
caVd and WignaXYVe iXem caVd aWWigned XS XhaX chaVacXeV, Xhen TYX Xhe chaVacXeVƅW Tla]able Tiece Sn
Xhe bSaVd aX XhaX chaVacXeVƅW SVigin TSinX ([e [SnƅX haZe Tla]able TieceW in SYV ƻnal TVSXSX]Te, [e [ill
likel] YWe cSinW fSV Xhe mSmenX).

2. Turn Flow: In a nSVmal XYVn, a Tla]eV [ill chSSWe XS mSZe XS an] lScaXiSn cSnnecXed XS XheiV cYVVenX
lScaXiSn. AfXeV mSZing, Xhe] [ill VSll a d6. If a 1 SV 2 iW VSlled, Xhe Tla]eV [ill face an encSYnXeV, [heVe
Xhe] [ill haZe XS ƻghX an enem], fall inXS a XVaT, SV geX Ve[aVded aX a fViendl] encSYnXeV. If a 6 iW
VSlled, Xhe Tla]eV [ill gain a VYne fVagmenX. If a 3, 4, SV 5 iW VSlled, Xhe Tla]eV [ill gain an iXem YTgVade
TSinX. SSme WTaceW aVe ƈWTecialƉ WTaceW, WYch aW encSYnXeV WTaceW SV healing WTaceW. When a
Tla]eV landW Sn an encSYnXeV WTace, Xhe] aVe gYaVanXeed XS iniXiaXe an encSYnXeV, XheVefSVe dVa[ing
an encSYnXeV caVd and facing Xhe WTeciƻed encSYnXeV. When a Tla]eV landW Sn a healing WTace, XhaX
Tla]eV healW 2d6, [iXh nS chance Sf facing an encSYnXeV XhaX XYVn. Pla]eVW [ill nSX VSll dice YTSn
landing Sn an] WTecial WTaceW, aW Xhe WYbWeUYenX acXiSn [ill alVead] be decided afXeV landing Sn Xhe
WTace. STecial WTaceW VefVeWh afXeV Xhe Tla]eV [hS landed Sn Xhe WTace leaZeW Xhe biSme, [hich
leaZeW Xhe WTecial WTace aW a nSVmal WTace YnXil XhaX TSinX. ThiW feaXYVe iW added WS Tla]eVW canƅX
inƻniXel] VeXYVn XS encSYnXeV WTaceW fSV SbjecXiZeW and VeWSYVceW. Pla]eVW can alWS YWe XheiV abiliXieW
Sn XheiV WignaXYVe iXemW SV chaVacXeVW dYVing XheiV XYVn. SignaXYVe iXem abiliXieW can Snl] be YWed
Snce each XYVn, and aVe mSWXl] YWed in cSmbaX, bYX can be YWed SYXWide Sf cSmbaX if aTTlicable. AX
Xhe end Sf a XYVn, Xhe biSme effecX XViggeVW, [hich [ill imTacX Xhe Tla]eV baWed Sn [haX biSme Xhe]
aVe in.

3. Combat in Encounters: TS WXaVX cSmbaX, each Tla]eV inZSlZed needW XS deXeVmine [hS aXXackW
ƻVWX. ThiW iW dSne YWing Xhe W[ifXneWW aXXVibYXe. In VefeVence XS Xhe W[ifXneWW aXXVibYXe deWcViTXiSn:
When aXXacking, VSll a d6 TlYW Xhe chaVacXeVƅW W[ifXneWW aXXVibYXe, if XhaX nYmbeV iW eUYal XS SV higheV
Xhan Xhe enem]ƅW W[ifXneWW, Xhe chaVacXeV gainW adZanXage in XhaX cSmbaX (adZanXage iW deƻned aW
aXXacking ƻVWX). AfXeV adZanXage iW declaVed, cSmbaX beginW, [iXh Xhe adZanXage [inneV Xaking Xhe
ƻVWX acXiSn. DYVing each acXiSn, Xhe Tla]eV can eiXheV YWe an aXXack, [heVe Xhe] deal damage eUYal XS
XheiV chSice Sf XheiV aXXack SV magic aXXVibYXe, SV an abiliX] (VemembeV XhaX WignaXYVe iXem abiliXieW
can Snl] be caWX Snce TeV XYVn). EnemieW [ill YWe abiliXieW aW WXaXed Sn Xhe encSYnXeVW Tage. Once all
cSmbaX TaVXiciTanXW Sn Sne Wide haZe Veached 0 SV leWW healXh, cSmbaX endW, and Xhe XYVn
TVSgVeWWeW.



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

See Turn Flow YndeV ORDER OF PLAY fSV gVeaXeV deXail.

In a nSVmal XYVn, a Tla]eV [ill chSSWe XS mSZe XS an] lScaXiSn cSnnecXed XS XheiV cYVVenX lScaXiSn.
AfXeV mSZing, Xhe] [ill VSll a d6. If a 1 SV 2 iW VSlled, Xhe Tla]eV [ill face an encSYnXeV, [heVe Xhe] [ill
haZe XS ƻghX an enem], fall inXS a XVaT, SV geX Ve[aVded aX a fViendl] encSYnXeV. If a 6 iW VSlled, Xhe
Tla]eV [ill gain a VYne fVagmenX. If a 3, 4, SV 5 iW VSlled, Xhe Tla]eV [ill gain an iXem YTgVade TSinX.



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:

In a nSVmal XYVn, a Tla]eV [ill chSSWe XS mSZe XS an] lScaXiSn cSnnecXed XS XheiV cYVVenX lScaXiSn.
AfXeV mSZing, Xhe] [ill VSll a d6. If a 1 SV 2 iW VSlled, Xhe Tla]eV [ill face an encSYnXeV, [heVe Xhe] [ill
haZe XS ƻghX an enem], fall inXS a XVaT, SV geX Ve[aVded aX a fViendl] encSYnXeV. If a 6 iW VSlled, Xhe
Tla]eV [ill gain a VYne fVagmenX. If a 3, 4, SV 5 iW VSlled, Xhe Tla]eV [ill gain an iXem YTgVade TSinX.

SSme WTaceW Tla]eVW can land Sn aVe WTecial WTaceW, WYch aW encSYnXeV WTaceW and healing WTaceW.
When a Tla]eV landW Sn an encSYnXeV WTace, Xhe] aVe gYaVanXeed XS iniXiaXe an encSYnXeV, XheVefSVe
dVa[ing an encSYnXeV caVd and facing Xhe WTeciƻed encSYnXeV. When a Tla]eV landW Sn a healing
WTace, XhaX Tla]eV healW 2d6, [iXh nS chance Sf facing an encSYnXeV XhaX XYVn. Pla]eVW [ill nSX VSll
dice YTSn landing Sn an] WTecial WTaceW, aW Xhe WYbWeUYenX acXiSn [ill alVead] be decided afXeV
landing Sn Xhe WTace. STecial WTaceW VefVeWh afXeV Xhe Tla]eV [hS landed Sn Xhe WTace leaZeW Xhe
biSme, [hich leaZeW Xhe WTecial WTace aW a nSVmal WTace YnXil XhaX TSinX. ThiW feaXYVe iW added WS
Tla]eVW canƅX inƻniXel] VeXYVn XS encSYnXeV WTaceW fSV SbjecXiZeW and VeWSYVceW. The Snl] e\ceTXiSn
aVe Xhe bSWW WTecial WTaceW XhaX dSnƅX VefVeWh afXeV leaZing Xhe biSme.

Biomes:
1. MeadS[
2. DeWeVX
3. CSaWXland
4. S[amT
5. TYndVa
6. WSSdland

Biome-Speciƻc Effects: EZeV] biSme in XhiW game haW an effecX Sn iXW inhabiXanXW. SS, [hile
chaVacXeVW aVe in XhaX biSme, XheiV chaVacXeV [ill be negaXiZel] affecXed baWed Sn XhaX biSmeƅW XVaiXW.
If XheiV chaVacXeVƅW SVigin iW XhaX biSme, hS[eZeV, Xhe chaVacXeV [ill nSX be affecXed b] iX.

- S[amT EffecX: -1 W[ifXneWW.
- MeadS[ EffecX: -1 Th]Wical VeWiWXance.
- TYndVa EffecX: -1 magic.
- CSaWXland EffecX: -1 magic VeWiWXance.
- DeWeVX EffecX: -1 aXXack.
- WSSdland: -1 healXh each Xime ]SYV XYVn endW.

Special Spaces:
1. Sand PiX

> LScaXiSn [heVe Xhe Sand WSVm bSWW can be fSYghX.
2. Ic] Peak

> LScaXiSn [heVe Xhe TYndVa GSlem bSWW can be fSYghX.
3. OaWiW

> STecial WTace XhaX [ill heal ]SYV chaVacXeV fSV 2d6.
4. HSXWTVingW

> STecial WTace XhaX [ill heal ]SYV chaVacXeV fSV 2d6.



5. TideTSSlW
> STecial WTace XhaX [ill heal ]SYV chaVacXeV fSV 2d6.

6. RYne PillaV
> STecial WTace XhaX gVanXW a VYne fVagmenX XS a chaVacXeV XhaX landW Sn iX.

< END OF DA= 4 >


