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Character Card Front 1 Character Card Front 2

Character Card Front 3

KCK 4   HID 2  ENG 3   PRT 1 

THE PSYCHIATRIST

MYSTERY PILL: Until consumed, the Mystery Pill in the 

Psychiatrist’s pocket creates a 1/6 chance of an enemy 

being disadvantaged when attacking him. When 

consumed, the Mystery Pill permanently increases PRT 

by 1.

Although his forte in the real world is taking care of 

people, The Psychiatrist finds a hidden talent in 

Dreamland -- kickball. Apparently, his PhD thesis on the 

effects of violent playground games was applicable to 

the real world after all -- who would’ve guessed?

KCK 2   HID 2  ENG 4   PRT 2 

THE NEUROSURGEON

LAST DITCH: If a teammate runs out of Energy, The 

Neurosurgeon may restore Energy to herself and the 

remaining teammate. Roll 1d3 to determine the total 

amount of ENG to be divided up between players; ie: if 

a 3 is rolled, The Neurosurgeon may receive +2 ENG 

and the other character may receive +1.

The Neurosurgeon, although typically cool, calm, and 

collected, she fears that the time spent in Dreamland 

might leave her microwave burrito to get cold back 

home. Her hunger-driven enthusiasm to get back to 

the real world energizes her to give their quest her all!

KCK 2   HID 3  ENG 1   PRT 4 

THE MYSTERIOUS EXPERT

GASLIGHT: When ENERGY is 1 or 2, and The 

Mysterious Expert fails a versus test against an enemy, 

roll 1d2 to convince the enemy to retreat into the 

nearest empty room, before dealing damage.

Not much is known about The Mysterious Expert, but 

we suspect he may have faked his medical credentials. 

Luckily, he puts his lying skills to good use in 

Dreamland; a decently strong gust of wind may be able 

to knock him over, but any monster with a brain is no 

match for his deceitful powers!
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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

ATK 6   DOG 5   HEALTH 7

THE MONSTER UNDER THE BED
The Monster lurks there, under the bed, waiting for an 

unsuspecting child to leave their feet outside of the 

blanket.

The Monster Under the Bed attacks 1d3 times per round.

If Playing Pretend is attempted and failed in the presence of 

the Monster Under the Bed, one player (determined by 

1d3) loses one Energy.

If all of the Monster’s attacks succeed, it will attack again.

THE DARK
The Dark peeks around every corner, silent until its 

prey is within its grasp.

The Dark attacks 1d3 times per round.

All players in an aggressive stance are 

disadvantaged when fighting The Dark.

After a successful Play Pretend, static test Playing 

Pretend to deal double damage against The Dark. 

ATK 7   DOG 8   HEALTH 7

NIGHTMARE FOG
A mysterious fog surrounds you, causing you to 

hallucinate your worst fears all around.

Static test Dodge with advantage to attempt to 

escape the Nightmare Fog.

If you fail, subtract 1 from all stats excluding Energy 

for 2 turns. 

If all players fail, everyone subtracts1 from 2 stats 

permanently.

ATK 9   DOG 7   HEALTH 4 + EXPL. DICE

ARACHNID KING
The Arachnid King is the ultimate terror and it knows it, 

waltzing around the land of dreams and flaunting its 

fangs with the confidence of a feathered peacock.

The Arachnid King attacks 1d6 times per round.

STICKY WEBS: Every 3 rounds, ARACHNID KING entraps 

one player (determined by 1d3) in sticky webs, making 

them unable to move for one turn.

VENOMOUS STAB: Deals 1d3 damage to each player 

every 5 rounds.
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Item Card Front 1 Item Card Front 2

Item Card Front 3 Item Card Front 4

MIKA BEAR

 When holding the Mika Bear, the bearer receives a 

Hide bonus of +1 against all monsters, except the 

Monster Under the Bed, against whom you will 

have a +2 bonus.

The Mika Bear is an emblem of security and 

familiarity in an otherwise-hostile environment.

MIKA BEAR

 When holding the Mika Bear, the bearer receives a 

Hide bonus of +1 against all monsters, except the 

Monster Under the Bed, against whom you will 

have a +2 bonus.

The Mika Bear is an emblem of security and 

familiarity in an otherwise-hostile environment.

SUGAR COOKIE

When eaten, add +1 to each of Kickball, Hide, and 

Play Pretend, and +2 to Energy, for the person who 

consumes this item.

The Sugar Cookie gives you the energy you need 

to continue forward despite the arduous 

circumstances.

SUGAR COOKIE

When eaten, add +1 to each of Kickball, Hide, and 

Play Pretend, and +2 to Energy, for the person who 

consumes this item.

The Sugar Cookie gives you the energy you need 

to continue forward despite the arduous 

circumstances.
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Speci�c Rooms:

1. Origin
Where the players will spawn in, and 
where they will leave. This room does 

nothing except after the players 
have completed the battle with 

ARACHNID KING; after defeating the 
ARACHNID KING, the game will be 
won once all players return to this 

room.

2. The Bedroom
All players may move an extra space 

every other turn while in the bed-
room.

3. The Closet

4. The Backyard
When entering, Static Test Hide. If 
Static Test fails, temporarily lose 1 

Energy, to be regained after leaving 
the backyard. If a player reaches 0 

Energy in the backyard, follow 
typical procedure.

5. The Kitchen

6. The Bathroom
It is pitch black in this room; each 
player may only move 2 spaces.

7. The Basement
When �ghting here, all players get 

+1 Energy - the end is near!



DA= 1: PREMI7E TYVMR B., APM S., ARRa S.

đĒı GADE dIdLE DZEADuALK

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

;HA8 =O9ƅRE ALL IN7PIRED B=:
TheWe gameW caR be iRWTiVed b] ]SYV life, kRS[ledge, aRd
e\TeVieRceW. ThiRgW ]SYƅZe heaVd abSYX, leaVRed abSYX, Vead
abSYX. FYXYVeW, TaWXW, TVeWeRXW ]SY mighX [aRX XS WTecYlaXe SR.
ThiRgW XhaX faWciRaXe ]SY. PVemiWeW fSV XhiW claWW WhSYldRƅX be
baWed SR WSmeSRe elWeƅW WXSV], SV ƻX [iXhiR aR e\iWXiRg TVSTeVX]
SV geRVe.

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

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

CHARAC8ER7:
WhS ]SYV Tla]eVW Tla] aW. The] mighX be:

● FeYdiRg Famil] MembeVW
● The ƻVWX aRimalW iR STace
● KidW SR bikeW.

YSYV ChaVacXeVW [ill all ƻll diffeVeRX VSleW called a Character Role.
TheWe VSleW [ill be deƻRed b] XheiV diffeVeRX Attributes.

8HE GOAL:
ThiW iW [haX ]SYV chaVacXeVW [ill [SVk XSgeXheV XS achieZe XS [iR
Xhe game. Pick SRe gSal. IX WhSYld VelaXe XS SRe Sf Xhe SXheV
mechaRicW iR ]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 WeRXeRceW fSV ]SYV PVemiWe. IRclYde
[haX ]SYƅVe iRWTiVed b], [haX Xhe DYRgeSR iW, [hS Xhe Pla]eV
ChaVacXeVW [ill be, aRd [haX XheiV GSal iW.

PREMI7E

INSPIRATION:
OYV game mSWXl] bSVVS[W iXW aeWXheXic aRd XhemeW fVSm Tla]gVSYRdW aRd childVeR'W gameW, eWTeciall] XhSWe
XVadiXiSRall] Tla]ed SYXdSSVW. The mSRWXeVW iR Dreamwalk aVe iRWTiVed b] cSmmSR childhSSd RighXmaVeW aRd
feaVW.

DUNGEON:
Pla]eVW [ill RaZigaXe XhVSYgh a WleeTiRg child'W dVeamW; each 'VSSm' Xheme iW iRWTiVed b] Xhe VSSmW iR a hSYWe,
aRd Xhe iXemW aRd mSRWXeVW fSYRd iR each VSSm aVe like WSmeXhiRg SYX Sf a child'W imagiRaXiSR. ObWXacleW XS
Xhe Tla]eVW maRifeWX aW mSRWXeVW haYRXiRg Xhe child'W miRd, [hich Reed XS be diWTelled befSVe Xhe child caR
eWcaTe XheiV bad dVeamW aRd a[akeR.

CHARACTERS:
The Tla]able chaVacXeVW aVe aW fSllS[W: The PW]chiaXViWX, The NeYVSWYVgeSR, aRd The M]WXeViSYW E\TeVX, [hSm
RSX mYch iW kRS[R abSYX. The dScXSVW accideRXall] eRXeVed Xhe child'W miRd afXeV aR embaVVaWWiRg miWhaT [iXh
a Re[ WleeT XechRSlSg]; RS[, [iXh RS[heVe XS gS bYX SYX, Xhe] mYWX a[akeR Xhe child XS eWcaTe heV dVeamW. The
PW]chiaXViWX, deWTiXe Xhe WXeVeSX]TeW, iW UYiXe Th]Wicall] WXVSRg, aRd Tla]W a meaR game Sf Kickball; Xhe] aVe Xhe
SffeRWiZe fVSRXmaR Sf Xhe gVSYT. The NeYVSWYVgeSR, iR cSRXVaWX, iW iRXelligeRX Ɓ aW iW demaRded b] heV
TVSfeWWiSR Ɓ aRd heV WXVaXegieW aVe YRmaXched b] aR] SXheV. LiZiRg YT XS hiW Rame, Xhe M]WXeViSYW E\TeVX iW a
maWXeV Sf deceiX, illYWiSRW, aRd lieW; a WXVSRg [iRd cSYld beWX him, bYX aR] eRem] [iXh a bVaiR iW RS maXch fSV
Xhe E\TeVX.

GOAL:
The gSal Sf Xhe game iW XS EWcaTe Xhe child'W miRd. TS EWcaTe, Xhe Tla]eVW mYWX e\TlSVe Xhe child'W dVeamlike
[SVld XS ƻRd aRd Wla] Xhe mSRWXeVW iRhabiXiRg heV dVeamW.

< END OF DA= 1 >



DA= 2: PLA=ER CHARAC8ER7

03. A88RIB98E7

;HA8 ARE A88RIB98E7:
AXXVibYXeW aVe UYaliXieW Sf ]SYV chaVacXeVW abWXVacXed dS[R XS a
RYmbeV. The] mighX be XhiRgW like SXVeRgXh SV STeed. HeVe [eƅZe
Ramed Xhe e\amTle aXXVibYXeW afXeV [haX VSle Xhe]ƅll ƻll iR ]SYV
game, bYX ]SY WhSYld VeTlace Xhem [iXh XhiRgW XhaX make WeRWe
baWed SR ]SYV game. SS if ]SY [eVe makiRg a game abSYX a
feYdiRg famil], AXXack mighX becSme GSWWiT, SV if ]SY [eVe
makiRg a game abSYX a baRk VSbbeV], DSdge mighX be RYR.

;HA8 DO 8HE= DO:
AXXVibYXeW aVe Xhe cSVe mechaRic Sf ]SYV game. The] make Xhe
Tla]eV chaVacXeVW aRd Xhe mSRWXeVW Xhe]ƅll ƻghX Tla] diffeVeRXl].
The] alWS iRdicaXe [haX acXiSRW ]SYƅll Xake iR ]SYV game.

E<AMPLE ARRA=7:

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

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

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

A Social Game:
● [AXXack] = GSWWiT
● [DSdge] = IgRSVe
● [HealXh] = CSSl
● [FVee AXXVibYXe] = SecVeXW

ASSIGNMENT: CSme YT [iXh ]SYV aXXVibYXeW. ReTlace [AXXack],
[DSdge], aRd [HealXh] [iXh RameW Sf ]SYV S[R. ]SY caR YWe ƄFiRd
aRd ReTlaceƅ XS VeRame Xhem acVSWW XhiW [hSle dScYmeRX. TheR
[ViXe a [FVee AXXVibYXe]  XhaX ƻXW ]SYV game. ReTlace aR] Xe\X iR
black, keeT aR] Xe\X iR TiRk. HeVe iW Xhe fSVmaX:

00. ATTRIBUTE NAME
FLAVOR: ThiW iW [heVe ]SY e\TlaiR [haX Xhe AXXVibYXe
VeTVeWeRXW. Like: UWe GSWWiT XS WTVead VYmSVW.
CORE MECHANIC: ThiW iW hS[ Xhe aXXVibYXe [SVkW iR game.
OTHER MECHANICS: TheWe aVe SXheV XhiRgW ]SYƅll YWe Xhe
aXXVibYXe fSV iR ]SYV game. WheR ]SY [ViXe a Re[ game
mechaRic make WYVe XS cSme back heVe aRd add iX.

Ɣ MECHANIC NAME: ThiW iW fSV addiXiSRal YWeW Sf
Xhe aXXVibYXe, like YWiRg WXVeRgXh XS climb SZeV
SbWXacleW.

A88RIB98E7

01. KICKBALL
FLAVOR: UWe KICKBALL XS [eakeR Xhe mSRWXeVW.
RANGE: ORe WTace diVecXl] abSZe, belS[, aRd XS Xhe WideW Sf Xhe ChaVacXeV (4 WTaceW XSXal).
CORE MECHANIC: VeVWYW XeWX KICKBALL. If ]SY meeX SV e\ceed a mSRWXeVƅW DODGE deal 1 damage XS
Xhem.
OTHER MECHANICS:

Ɣ HOME RUN: If ]SY e\ceed a mSRWXeV'W DSdge b] mSVe XhaR 3 YTSR VeVWYW TeWX KICKBALL, deal
dSYble damage.

RANGE: Same aW KICKBALL
Ɣ PUNT: The NeYVSWYVgeSR ma] bSSWX aR] XeammaXe'W Kickball Wkill b] PYRXiRg, SRl] if Xhe Mika

BeaV iW iR heV iRZeRXSV]. The XaVgeXed XeammaXe e\TeVieRceW a +2 XS Kickball fSV Xhe Re\X X[S
XYVRW.

RANGE: The NeYVSWYVgeSR mYWX be iR a WTace adjaceRX XS Xhe XaVgeXed XeammaXe
[heR YWiRg PYRX.

02. HIDE [AND SEEK]
FLAVOR: > UWe HIDE XS aZSid XakiRg damage iR aR eRem] SV XVaT aXXack.
CORE MECHANIC: VeVWYW TeWX HIDE. If ]SY geX YRdeV a mSRWXeVƅW [AXXack] Xake 1 damage.
OTHER MECHANICS:

Ɣ SARDINES: If all chaVacXeVW WXaVX a VSYRd iR a defeRWiZe WXaRce, all Tla]eVW acUYiVe +1 XS Hide fSV
SRe XYVR.

Ɣ JUMP ROPE: WheR diWadZaRXaged, Xhe PW]chiaXViWX ma] YWe JYmT RSTe SRce eZeV] 3 XYVRW XS
cSmTleXel] VeVSll a Hide ZeVWYW XeWX. NYmbeVW VSlled fSV Xhe XeWX befSVe JYmT RSTe iW YWed aVe
RYlled aRd fSVfeiXed.

03. ENERGY
FLAVOR: ENERGY meaWYVeW hS[ mYch meRXal WXVeRgXh each chaVacXeV haW VemaiRiRg.
CORE MECHANIC: WheReZeV ]SY Xake 1 damage ]SY lSWe 1 ENERGY.
OTHER MECHANICS:

Ɣ ZERO HEALTH: If a chaVacXeV VeacheW 0 ENERGY, Xhe] aVe VemSZed fVSm Xhe game fSV a fYll XYVR.
ReZiZe [iXh WXaVXiRg aXXVibYXe ZalYeW, XheR WYbXVacX 1d3 fVSm a VaRdSm WXaX (e\clYdiRg eReVg]) b]
VSlliRg a d6:

> 1-2: Kickball
> 3-4: Hide
> 6: Pla] PVeXeRd

Ɣ LULLABY: A chaVacXeV caR LULLABY XheiV Xeam if Xhe] haZe 3 SV mSVe eReVg]. A LYllab] cSWXW 2
EReVg] XS Xhe XalkiRg chaVacXeV, bYX bSSWXW Xhe EReVg] Sf Xhe SXheV X[S chaVacXeVW b] 2, each,
eZeV] XYVR fSV Xhe Re\X X[S XYVRW. A LYllab] caR be WYRg b] aR] chaVacXeV, aRd iX caR SRl] be WYRg
SRce eZeV] 3 XYVRW, VegaVdleWW Sf Xhe chaVacXeV YWiRg iX.

RANGE: WhSle VSSm

04. PLAY PRETEND
FLAVOR: PLAY PRETEND allS[W chaVacXeVW XS caWX WTellW SR XheiV XYVR.
CORE MECHANIC: TS caWX a WTell, VSll a d6 aRd add ]SYV VSll XS ]SYV PLAY PRETEND WXaX. If Xhe WYm iW
higheV XhaR Xhe PLAY PRETEND Reeded XS caWX, Xhe WTell iW WYcceWWfYl. If Xhe WYm iW eUYal XS SV leWW XhaR



half Sf Xhe (?) PLAY PRETEND Reeded XS caWX, SRe Sf ]SYV XeammaXeW, chSWeR VaRdSml], XakeW 1d2 eReVg].
OTHER MECHANICS:

Ɣ DODGEBALL (needs PLAY PRETEND+d6 >= 3): ThVS[ a dSdgeball aX Xhe eRem], dealiRg 1
damage; if PLAY PRETEND XeWX failed, SRe Sf ]SYV XeammaXeW mYWX VSll 1d3; if a 1 iW VSlled, Xhe]
lSWe 1 EReVg]. DSdgeball caR be YWed eZeV] 2 XYVRW.

RANGE: 2 WTaceW, iRclYdiRg diagSRalW
Ɣ MIRROR MIRROR (needs PLAY PRETEND+d6 >= 6): UTSR caWXiRg XhiW WTell, MiVVSV MiVVSV

becSmeW acXiZe. WheR MiVVSV MiVVSV iW acXiZe, Xhe Re\X eRem] XS WYcceWWfYll] iRƼicX damage
YTSR ]SY alWS XakeW aR eUYal amSYRX Sf (?) damage. AfXeV Xhe eRem] XakeW damage fVSm ]SYV
WTell, MiVVSV MiVVSV becSmeW iRacXiZe.

RANGE: N/A
Ɣ RAZOR SCOOTER (needs PLAY PRETEND+d6 >= 5): Magicall] WYmmSR a Ra^SV ScSSXeV aRd hiX

]SYV eRem] iR Xhe aRkle [iXh iX XS WXYR Xhem, WkiTTiRg XheiV Re\X XYVR XS aXXack. If PLAY PRETEND
XeWX failed, caWXeV lSWeW 1 EReVg].

RANGE: 1 WTace, iRclYdiRg diagSRalW
Ɣ DREAMWALK (needs PLAY PRETEND+d6 >= 9): Make YWe Sf dVeam lSgic b] XeleTSVXiRg SRe

eRem] Sf chSice XS Xhe dSSV[a] Sf aR] emTX] VSSm Sf chSice. EmTX] iR XhiW cSRXe\X meaRW
[iXhSYX aR eRem] SV iXem. NSXhiRg haTTeRW if RS VSSmW aVe emTX]. If PLAY PRETEND XeWX failed,
Xhe caWXeV lSWeW 1 EReVg], aRd VSll (Kickball SV Hide) [iXh DiWadZaRXage SR ]SYV Re\X XYVR.

RANGE: N/A



04. CHARAC8ER7

Pla]eV chaVacXeVW iR dYRgeSR cVa[leVW haZe diffeVeRX VSleW. ThiW
meaRW XhaX Pla]eVW Tla]iRg Xhe chaVacXeVW haZe a diffeVeRX
e\TeVieRce Tla]iRg Xhe game aRd diffeVeRX WXVaXegieW XS helT XheiV
Xeam achieZe ZicXSV]. TheWe VSleW aVe diffeVeRXiaXed b] giZiRg
chaVacXeVW diffeVeRX ZalYeW fSV XheiV AXXVibYXeW.

A77IGNING A88RIB98E7:
WheR ]SYƅVe aWWigRiRg aXXVibYXeW XS ]SYV chaVacXeVW, haZe a gSSd
mi\ Sf WXVeRgXhW aRd [eakReWWeW fSV each chaVacXeV. DSRƅX make
SRe chaVacXeV beXXeV SV [SVWe XhaR all Xhe SXheVW.

ASSIGNMENT: Pick a VSle fSV ]SYV 3 ChaVacXeVW. TheR DiWXVibYXe
XheiV aXXVibYXeW. All Attributes should be a Zalue bet[een 1 and 4
[including 1 and 4]. AW XhiW [ill meaR XhaX eZeR Xhe beWX
chaVacXeVW haZe a chaRce XS fail WXaXic XeWXW.

CHARAC8ER7

The Ps]chiatrist The Neurosurgeon The M]sterious E\pert

AXXVibYXe ValYe AXXVibYXe ValYe AXXVibYXe ValYe

KICKBALL 4 KICKBALL 2 KICKBALL 2

HIDE 2 HIDE 2 HIDE 3

ENERGY 3 ENERGY 4 ENERGY 1

PLAY PRETEND 1 PLAY PRETEND 2 PLAY PRETEND 4

SPECIAL ITEM: MYSTERY PILL
URXil cSRWYmed, Xhe M]WXeV] Pill iR
Xhe PW]chiaXViWXƅW TSckeX cVeaXeW a
1/6 chaRce (YWiRg a dice VSll) Sf aR
eRem] beiRg diWadZaRXaged [heR
aXXackiRg him. WheR cSRWYmed,
Xhe M]WXeV] Pill TeVmaReRXl]
iRcVeaWeW PRT b] 1.

SPECIAL ABILITY: LAST DITCH: If
a XeammaXe VYRW SYX Sf EReVg],
The NeYVSWYVgeSR ma] VeWXSVe
EReVg] XS heVWelf aRd Xhe
VemaiRiRg XeammaXe. RSll 1d3 XS
deXeVmiRe Xhe XSXal amSYRX Sf ENG
XS be diZided YT beX[eeR Tla]eVW;
ie: if a 3 iW VSlled, The
NeYVSWYVgeSR ma] VeceiZe +2 ENG
aRd Xhe SXheV chaVacXeV ma]
VeceiZe +1.

SPECIAL ABILITY: GASLIGHT
WheR M]WXeViSYW E\TeVXƅW ENERGY
iW 1 SV 2, aRd The M]WXeViSYW
E\TeVX failW a ZeVWYW XeWX agaiRWX
aR eRem], VSll 1d2 XS cSRZiRce Xhe
eRem] XS VeXVeaX iRXS Xhe ReaVeWX
emTX] VSSm, befSVe XakiRg (?)
damage. EmTX] iW deƻRed aW
[iXhSYX aR eRem] SV XVaT. If Xhe
eRem] VeXVeaXW, Xhe eRem] fYll]
healW iXWelf aRd gaiRW +1 Ma\
HealXh YTSR Xhe eRd Sf Xhe cYVVeRX
XYVR. GASLIGHT caR be YWed SRce
eZeV] 3 XYVRW. NSXhiRg haTTeRW if
RS VSSmW aVe emTX].

< END OF DA= 2 >



DA= 3: ENCO9N8ER7 + I8EM7

05. MON78ER7

MSRWXeVW aVe [haX [eƅVe gSiRg XS call [haXeZeV XhiRgW ]SYƅVe
eRcSYRXeViRg aRd WXVYggliRg agaiRWX. The] cSYld be ViZal Vace caV
dViZeVW SV aRgV] WhSTkeeTeVW XhaX dSRƅX like ]SYV miWchief. The]
cSYld alWS be RSR-liZiRg SbWXacleW if Xhe]ƅVe Xhe maiR XhiRg ]SY
WXVYggle agaiRWX, like cliffW iR a climbiRg game, SV cSmTlicaXed
machiReW iR a VeTaiViRg game.

MSRWXeVW aVe gSiRg XS haZe aR [AXXack] ZalYe, a [DSdge] ZalYe,
aRd a [HealXh] ZalYe, jYWX like ]SYV Tla]eV chaVacXeVW. HS[eZeV,
YRlike ]SYV Tla]eVW, XheWe ZalYeW dSRƅX haZe a dice VSll added XS
Xhem, Xhe]ƅVe WXaXic ZalYeW.

MON78ER A88RIB98E7
ATTACK AND DODGE: A MSRWXeVƅW [AXXack] ZalYe aRd [DSdge]
ZalYe WhSYld be beX[eeR 6 aRd 10, aW FailWafe meaRW ]SYƅll
al[a]W haZe a chaRce XS hiX.

HEALTH: A MSRWXeVW HealXh WhSYld RSVmall] be higheV XhaR a
ChaVacXeVƅW healXh aW ]SYV ChaVacXeV'W caR ƻghX Xhem XSgeXheV.

SPECIAL: NSVmall] ]SYV gameƅW [FVee AXXVibYXe] [ill be Tla]eV
faciRg. MeaRiRg XhaX mSRWXeVW [SRƅX Reed SRe. IRWXead ]SY cSYld
giZe ]SY mSRWXeVW mYlXiTle aXXackW, SV a WTecial aXXack XhaX
DamageW all ChaVacXeVW SR a failed SXaXic TeWX.

ASSIGNMENT: AWWigR aXXVibYXeW fSV X[S mSRWXeVW. TheR add aR]
WTecial TS[eVW Xhe mSRWXeVW mighX haZe. HeVe iW Xhe fSVmaX:

MONSTER NAME
● [ATTACK]: ZalYe beX[eeR 6 aRd 10
Ɣ [DODGE]: ZalYe beX[eeR 6 aRd 10
Ɣ [HEALTH]: ZalYe beX[eeR 6 aRd 10

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

OTXiSRall] add aR] geReVal VYleW fSV mSRWXeVW. FSV e\amTle if all
mSRWXeVW haZe a VaRdSm chaRce XS dVST XVeaWYVe [heR ]SY
defeaX Xhem, ]SY [SYld WTecif] XhaX YRdeV MSRWXeV RYleW.

MON78ER7

MONSTER UNDER THE BED
● ATTACK: 6
Ɣ DODGE: 5
Ɣ HEALTH: 7
Ɣ RANGE: The WUYaVeW diVecXl] abSZe, belS[, aRd XS Xhe WideW Sf Xhe MSRWXeV; e\clYdiRg diagSRalW.
Ɣ SPECIAL POWERS

RETRIBUTION: If Pla]iRg PVeXeRd iW aXXemTXed aRd failed iR Xhe TVeWeRce Sf Xhe MSRWXeV URdeV Xhe Bed, SRe
Tla]eV (deXeVmiRed b] 1d3, [iXh each RYmbeV VeTVeWeRXiRg a Tla]eV, SVdeVed hS[eZeV ]SY like) lSWeW SRe
EReVg]. IR Xhe iRWXaRce XhaX Xhe caWX WTell haW e\TliciX fail TeRalXieW, Xhe MSRWXeV URdeV Xhe Bed'W VeXVibYXiSR
iW WXacked SR XST Sf aR] SXheV fail TeRalX] giZeR b] Xhe VYlebSSk.

● RANGE: OccYTied VSSm
Ɣ MOVEMENT: OR Xhe ERem] MSZemeRX XYVR, VSll 1d2. If Xhe iRiXial  VSll iW a 1, Xhe MSRWXeV URdeV Xhe Bed [ill

mSZe 1 WTace iR Xhe diVecXiSR Sf Xhe ChaVacXeV [iXh Xhe lS[eWX EReVg]. If X[S SV mSVe chaVacXeVW aVe Xied fSV
Xhe lS[eWX EReVg], VSll 1d2 SV 1d3 (deTeRdiRg SR hS[ maR] chaVacXeVW aVe Xied) XS deXeVmiRe [hS iW
XaVgeXed b] Xhe MSRWXeV'W mSZemeRX. If Xhe iRiXial VSll iW a 2, Xhe MSRWXeV URdeV Xhe Bed [ill mSZe iR a
VaRdSm diVecXiSR. RSll 1d6 XS deXeVmiRe [hich [a] Xhe MSRWXeV mSZeW:

○ 1: MSZeW SRe WUYaVe [eWX, if TSWWible
○ 2: MSZeW SRe WUYaVe [RSVXh/WSYXh][eWX, if TSWWible
○ 3: MSZeW SRe WUYaVe [RSVXh/WSYXh], if TSWWible
○ 4: MSZeW SRe WUYaVe [RSVXh/WSYXh]eaWX, if TSWWible
○ 5: MSZeW SRe WUYaVe eaWX, if TSWWible
○ 6: DSeW RSX mSZe.

If Xhe majSViX] Sf Tla]eVW aVe RSVXh Sf Xhe MSRWXeV, fSllS[ Xhe abSZe iRWXVYcXiSRW [iXh [RSVXh]; if Xhe majSViX]
aVe WSYXh, fSllS[ Xhe abSZe iRWXVYcXiSRW [iXh [WSYXh]. If XheVe iW RS majSViX], fSllS[ Xhe iRWXVYcXiSRW [iXh
[RSVXh].
PSWWibiliX] iW deƻRed aW a WUYaVe e\iWXiRg (ie: RSX a [all SV dSSV). If a Tla]eV iW SccYT]iRg Xhe WUYaVe iR
[hich Xhe MSRWXeV decideW XS mSZe, Xhe Tla]eV iW TYWhed back 1 WTace aRd lSWeW 1 EReVg], aRd Xhe
MSRWXeV RS[ SccYTieW Xhe WTace.

THE DARK
● ATTACK: 7
Ɣ DODGE: 8
Ɣ HEALTH: 7
Ɣ RANGE: FYll VSSm, bYX 2 damage iW dealX [heR Xhe XaVgeX iW diVecXl] abSZe, belS[, SV XS Xhe WideW Sf Xhe

DaVk, e\clYdiRg diagSRalW.
SPECIAL POWERS
All Tla]eVW iR aR aggVeWWiZe WXaRce aVe diWadZaRXaged [heR ƻghXiRg The DaVk becaYWe Xhe] caRRSX Wee.

Ɣ MOVEMENT: OR Xhe ERem] MSZemeRX XYVR, The DaVk [ill mSZe XS a VaRdSm WTace [iXhiR Xhe VSSm. RSll
1d3 X[ice. The ƻVWX VSll deXeVmiReW Xhe cSlYmR iR [hich The DaVk [ill mSZe, RYmbeVed fVSm lefX XS VighX.
The WecSRd VSll deXeVmiReW Xhe VS[ iR [hich The DaVk [ill mSZe, RYmbeVed fVSm XST XS bSXXSm. If a
ChaVacXeV iW SccYT]iRg Xhe WUYaVe aX XheWe cSSVdiRaXeW, Xhe chaVacXeV iW TYWhed XS Xhe ReaVeWX emTX]
WTace Sf Xhe Tla]eV'W chSSWiRg aRd lSWeW 1 EReVg], aRd Xhe MSRWXeV RS[ SccYTieW Xhe WTace.

ARACHNID KING
● ATTACK: 9



Ɣ DODGE: 7
Ɣ HEALTH: 4 + E\TlSdiRg Dice (d6)
Ɣ RANGE: 4 ViRgW

SPECIAL POWERS
STICKY WEBS - EZeV] 3 VSYRdW, ARACHNID KING eRXVaTW SRe Tla]eV (deXeVmiRed b] 1d3, VeTVeWeRXiRg Xhe
chaVacXeVW, iR aR] SVdeV ]SY like) iR WXick] [ebW, makiRg Xhem YRable XS mSZe (Kickball SV Pla] PVeXeRd) fSV
SRe XYVR. Pla]eVW ma] WXill defeRd XhemWelZeW fVSm eRem] aXXackW b] ZeVWYW XeWXiRg Hide. If RS chaVacXeVW
aVe iR VaRge SR a XYVR iR [hich AVachRid KiRg caR YWe SXick] WebW, iX [ill [aiX XS YWe SXick] WebW YRXil aX
leaWX SRe chaVacXeV iW iR VaRge; if mSVe XhaR SRe chaVacXeV cSmeW iRXS VaRge SR Xhe Wame XYVR, VSll 1d3 XS
deXeVmiRe [hS iW aXXacked.

● RANGE: 1 ViRg: Xhe WTaceW diVecXl] abSZe, belS[, aRd XS Xhe WideW, aRd Xhe fSYV diagSRalW iR
beX[eeR

VENOMOUS STAB - DealW 1d3 damage XS each Tla]eV iR VaRge eZeV] 5 VSYRdW. If RS chaVacXeVW aVe iR VaRge
SR a XYVR iR [hich AVachRid kiRg caR YWe VeRSmSYW SXab, iX [ill [aiX XS YWe VeRSmSYW SXab YRXil aX leaWX
SRe chaVacXeV iW iR VaRge.

● RANGE: DiVecXl] abSZe, belS[, aRd XS Xhe WideW, e\clYdiRg diagSRalW
Ɣ MOVEMENT: OR Xhe ERem] MSZemeRX XYVR, VSll 1d3. If Xhe iRiXial VSll iW a 1, The AVachRid KiRg [ill mSZe 1

WTace iR Xhe diVecXiSR Sf Xhe ChaVacXeV [iXh Xhe lS[eWX EReVg]; if Xhe iRiXial VSll iW a 2, iX [ill mSZe 2 WTaceW
iR Xhe diVecXiSR Sf Xhe ChaVacXeV [iXh Xhe lS[eWX EReVg]. If X[S SV mSVe chaVacXeVW aVe Xied fSV Xhe lS[eWX
EReVg], VSll 1d2 SV 1d3 (deTeRdiRg SR hS[ maR] chaVacXeVW aVe Xied) XS deXeVmiRe [hS iW XaVgeXed b] Xhe
AVachRid KiRg'W mSZemeRX. If Xhe iRiXial VSll iW a 3, Xhe AVachRid KiRg [ill mSZe iR a VaRdSm diVecXiSR. RSll
1d6 XS deXeVmiRe [hich [a] Xhe AVachRid KiRg mSZeW:

○ 1: MSZeW X[S WUYaVeW [eWX, if TSWWible
○ 2: MSZeW SRe WUYaVe [RSVXh/WSYXh][eWX, if TSWWible
○ 3: MSZeW X[S WUYaVeW [RSVXh/WSYXh], if TSWWible
○ 4: MSZeW SRe WUYaVe [RSVXh/WSYXh]eaWX, if TSWWible
○ 5: MSZeW X[S WUYaVeW eaWX, if TSWWible
○ 6: DSeW RSX mSZe.

If Xhe majSViX] Sf Tla]eVW aVe RSVXh Sf Xhe AVachRid KiRg, fSllS[ Xhe abSZe iRWXVYcXiSRW [iXh [RSVXh]; if Xhe
majSViX] aVe WSYXh, fSllS[ Xhe abSZe iRWXVYcXiSRW [iXh [WSYXh]. If XheVe iW RS majSViX], fSllS[ Xhe iRWXVYcXiSRW
[iXh [RSVXh].
PSWWibiliX] iW deƻRed aW a WUYaVe e\iWXiRg (ie: RSX a [all SV dSSV). If a Tla]eV iW SccYT]iRg Xhe WUYaVe iR
[hich Xhe AVachRid KiRg decideW XS mSZe, Xhe Tla]eV iW TYWhed back 1 WTace aRd lSWeW 1 EReVg], aRd Xhe
AVachRid KiRg RS[ SccYTieW Xhe WTace. If Xhe AVachRid KiRg haW XS TYWh back a Tla]eV, eZeR if iX iRXeRded XS
mSZe fYVXheV, iX mYWX WXST aX Xhe WTace Xhe Tla]eV fSVmeVl] SccYTied; XhiW ma] WhSVXeR a 2-WUYaVe
mSZemeRX XS 1 WUYaVe.

MON78ER R9LE7:
If Xhe MSRWXeV URdeV Xhe Bed aRd/SV The DaVk aVe RSX WlaiR befSVe Xhe Tla]eVW Veach Xhe AVachRid KiRg, Xhe] [ill
aTTeaV iR Xhe AVachRid KiRg'W VSSm XS be fSYghX befSVe Xhe Tla]eVW caR eRgage iR cSmbaX [iXh Xhe AVachRid
KiRg. If all MSRWXeVW aVe WXill aliZe, Xhe OVdeV Sf BaXXle gSeW aW fSllS[W: MSRWXeV URdeV Xhe Bed, The DaVk,
AVachRid KiRg. If RSX, Xhe MSRWXeV URdeV Xhe Bed SV The DaVk mYWX be fSYghX aRd defeaXed befSVe Xhe AVachRid
KiRg. IR XhiW WceRaViS, each mSRWXeV iW fSYghX iRdeTeRdeRXl], bYX cSRWecYXiZel]: Wee OVdeV Sf Pla] WecXiSR aRd
VeTeaX WXeTW 2.2 1-5 fSV each eRem] YRXil all aVe defeaXed. 2.2 SXeT 6 ma] RSX be XakeR YRXil Xhe AVachRid KiRg
haW beeR defeaXed. MYlXiTle MSRWXeVW ma] RSX be aXXacked b] Xhe Tla]eVW aX Xhe Wame Xime, aRd MSRWXeVW XhaX
aVe RSX cYVVeRXl] beiRg fSYghX [ill VemaiR iRacXiZe aRd Sff Xhe bSaVd (RSX SccYT]iRg a gVid WTace) YRXil Xhe
MSRWXeV befSVe Xhem iR Xhe OVdeV Sf BaXXle haW beeR defeaXed.

BefSVe eRXeViRg Xhe VSSm Sf Xhe AVachRid KiRg, Xhe MSRWXeV URdeV Xhe Bed aRd The DaVk ma] be fSYghX iR aR]
SVdeV.



06. 8RAP7

TVaTW aVe SXheV SbWXacleW XhaX ]SY mighX eRcSYRXeV. IRWXead Sf
ƻghXiRg Xhem like a MSRWXeV. YSY RSVmall] XeWX XS diWable SV aZSid
Xhem. If ]SY fail ]SY Xake a debiliXaXiRg effecX. TheWe mighX be HSX
LaZa, A TVaWh CSmTacXSV, SV A SecYViX] CameVa.

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

CONSEQUENCE: A cSRWeUYeRce Sf failiRg Xhe XeWX SR a XVaT
mighX be a d3 damage XS healXh. OV 1 damage XS VaRdSm
aXXVibYXe.

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

8RAP7

NIGHTMARE FOG
A m]WXeViSYW fSg WYVVSYRdW ]SY, caYWiRg ]SY XS hallYciRaXe ]SYV [SVWX feaVW all aVSYRd.

● SXaXic XeWX Dodge [iXh adZaRXage XS aXXemTX XS eWcaTe Xhe NighXmaVe FSg. If ]SY fail, WYbXVacX 1 fVSm
all WXaXW e\clYdiRg EReVg], laWXiRg 2 XYVRW. If all Tla]eVW fail, eZeV]SRe WYbXVacXW 1 fVSm 2 WXaXW
TeVmaReRXl].



07. I8EM7

IXemW aVe aR] SbjecXW ]SYV chaVacXeVW cSYld Xake caVV] aRd YWe.
NSVmall], Xhe]ƅll add a ZalYe XS SRe Sf ]SYV chaVacXeVƅW aXXVibYXeW.
FigYViRg SYX [hich chaVacXeV WhSYld Xake [haX IXemW iW a TSiRX Sf
WXVaXeg] fSV ]SYV Tla]eVW. IXemW like XhiW mighX be a FlamiRg
S[SVd SV IRZiWible AVmSV, bYX Veall] aR]XhiRg cSYld be aR iXem
baWed SR Xhe cSRXe\X Sf ]SYV game. If ]SYV game iW abSYX
WSciali^iRg iR a bVeakVSSm, a gSSd iXem mighX be a NSZelX] MYg
SV aR EWTVeWWS ShSX.

OTXiSRall] aR iXem ma] iRWXead gVaRX a WTecial TS[eV. ThiW mighX
be a WTell, SV jYWX a mSVe cSmTle\, ViWk], SV WelecXiZel] YWed iXem.
IR Xhe e\amTleW belS[ a ƼamiRg 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: FlamiRg S[SVd: +2 XS [AXXack].

POWER: SXaXic XeWX a WTeciƻc aXXVibYXe XS gVaRX a laVgeV bSRYW SR
a WiRgle XeWX, if Xhe TS[eV iW ZeV] TS[eVfYl ]SY ma] [aRX XS haZe a
cSRWeUYeRce fSV failYVe.
E\ample: FlamiRg S[SVd: SXaXic TeWX HealXh. SYcceWW: +1d3
[AXXack] aRd damage SR Re\X aXXack. FailYVe: -1 [HealXh].

ASSIGNMENT: WViXe 1 iXem aRd iXW effecXW XS Xhe VighX.

I8EM7

1. Item name: Mika BeaV
- Effect: GiZeW a Hide bSRYW Sf +1 agaiRWX all mSRWXeVW e\ceTX Xhe MSRWXeV URdeV Xhe Bed, agaiRWX

[hSm ]SY [ill haZe a +2 bSRYW.
● Item details: ORl] Xhe TeVWSR iR TSWWeWWiSR Sf Mika geXW affecXed b] XhiW bSRYW.

2. Item name: SYgaV CSSkie
- Effect: IW YWed aW a bSSWX XhaX addW +1 XS Kickball, Hide, aRd Pla] PVeXeRd, aRd +2 XS EReVg], fSV

Xhe TeVWSR [hS cSRWYmeW XhiW iXem.
● Item details: ThiW iXem iW cSRWYmable aRd mYWX be diWcaVded afXeV YWe.

< END OF DA= 3 >



DA= 4: GAME MECHANIC7

08. :IC8OR= CONDI8ION

VicXSV] cSRdiXiSRW aVe [haX Xhe Tla]eVW Reed XS achieZe XS [iR Xhe
game. YSYƅll Tick SRe ZicXSV] cSRdiXiSR. GS back XS ]SYV PVemiWe,
hS[ caR ]SY ƻX Xhe ZicXSV] cSRdiXiSR fVSm ]SYV TVeWeRce iR [iXh
Xhe mechaRicW ]SYƅZe alVead] cSme YT [iXh. SSme e\amTleW
mighX be:
● Escape: GeX XS a WTeciƻc RSSm SR Xhe Map. RemembeV XS

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

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

● Find: Pick YT a WTeciƻc Item. RemembeV XS RSXe [heVe iX iW
Tlaced SR ]SYV maT.

YSY caR alWS cSmbiRe XheWe. FSV e\amTle, ]SY mighX Reed XS
bViRg aR IXem XS a STeciƻc VSSm. OV defeaX a mSRWXeV [iXh aR
iXem.

LO77 CONDI8ION:
OTXiSRall], ]SY cSYld haZe a cSRdiXiSR XhaX caYWeW Xhe Pla]eVW XS
lSWe. FSV e\amTle, a XYVR XimeV XhaX XickW dS[R afXeV each XYVR. OV
a limiX fSV hS[ maR] XimeW ]SY caR VeXVeaX fVSm a MSRWXeV.

ASSIGNMENT: ReTlace SV AlXeV XheWe cSRdiXiSRW fSV [iRRiRg aRd
lSWiRg. Make WYVe ]SY e\TlaiR Xhe mechaRicW Sf aR]XhiRg ]SY
add. FSV e\amTle if ]SY had a XYVR XimeV XS cSYRX dS[R YRXil Xhe
Pla]eVW lSWe, VemembeV XS iRclYde [heR iX cSYRXW dS[R, aRd hS[
maR] XYVRW iX WXaVXW [iXh.

:IC8OR= CONDI8ION

If eiXheV Sf Xhe fSllS[iRg XakeW Tlace, Xhe game eRdW:
Win: All Sf Xhe child'W NighXmaVe MSRWXeVW haZe beeR defeaXed, aRd Xhe child haW [SkeR YT, allS[iRg Xhe
chaVacXeVW XS VeXYVR XS Xhe Veal [SVld.
Lose: All ChaVacXeVW haZe 0 [EReVg]] AX Xhe Wame Xime, OR 5 6W aVe accYmYlaXed SZeV Xhe cSYVWe Sf Xhe game
fVSm VSlliRg 1d6 aX Xhe begiRRiRg Sf each XYVR.



09. ORDER OF PLA=

NS[ XhaX ]SYƅZe made mSWX Sf Xhe elemeRXW Sf ]SYV game. YSY
caR Xie iX all XSgeXheV aRd alXeV aR] Sf Xhe VYleW TVeWeRXed aX Xhe
begiRRiRg Sf ]SYV dScYmeRX XS ƻX ]SYV game.

1. 7E89P
ThiW iW [heVe aR] VYleW fVSm befSVe Xhe game [SYld gS. Like hS[
XS Tlace caVdW SR Xhe maT. AVe Xhe] face YT, face dS[R, eXc.

2. PLA=ER 89RN
ThiW WecXiSR iW [heVe ]SY e\TlaiR [haX Xhe Tla]eV chaVacXeVW caR
dS SR XheiV XYVR.

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

2.2 COMBAT:
WheVe ]SY e\TlaiR hS[ cSmbaX haTTeRW.

3. END OF 89RN
HeVe iW [heVe ]SY liWX aR]XhiRg XhaX haTTeRW SRce Xhe Tla]eVƅW
XYVR eRdW. FSV e\amTle, mSZiRg mSRWXeVW, dVa[iRg Re[ mSRWXeVW,
SV cSYRXiRg XS dS[R a XYVR a cSYRXeV XhaX eRdW Xhe game.

4. ;IN OR LO7E
HeVe iW [heVe ]SYƅd TYX Xhe Tla]eV'W gSal aRd aR] XeWXW Xhe] Reed
XS achieZe iX. OTXiSRall] ]SY mighX haZe a lSWW cSRdiXiSR aW [ell,
fSV e\amTle, Xhe O\]geR cSYRXeV VeacheW ^eVS OR All chaVacXeVW
Veach 0 healXh. COPY THIS PART FROM THE PREVIOUS SECTION.

ASSIGNMENT: AlXeV aRd Add XS XheWe VYleW aW ]SY Wee ƻX. LSSk
XhVSYgh ]SYV dScYmeRX aRd bViRg aR] ReceWWaV] VYleW heVe.
PleaWe highlighX aR] chaRgeW. PleaWe ediX SV VeTlace aR] Xe\X iR
BLACK, TleaWe dSRƅX VeTlace aR] Xe\X iR PINK.

ORDER OF PLA=

1. SETUP
DSRe SRce aX Xhe begiRRiRg Sf Xhe game.
1st: RSll XS deXeVmiRe Xhe SVdeV iR [hich each Tla]eV chSSWeW XheiV chaVacXeV. The lS[eWX VSll TickW ƻVWX,
fSllS[ed b] Xhe WecSRd-lS[eWX.
2nd: ChSSWe ]SYV chaVacXeVW. MaVk [heVe Xhe Tla]eVW aVe iR Xhe VSSm labeled [Pla]eV SXaVX].
3rd: NSXe MSRWXeV, TVaT, aRd TVeaWYVe lScaXiSRW SR XheiV RSXed [SXaVXiRg RSSmW].

2. PLAYER TURN
WhaX Xhe Tla]eVW dS SR XheiV XYVR. ReTeaX YRXil Xhe] WIN OR LOSE.

2.1. MOVE
1st: If aR] ChaVacXeV haW 0 [HealXh], Xhe] caRRSX mSZe. If all ChaVacXeVW haZe aX leaWX 1 [HealXh], Xhe] mYWX mSZe.
RSll 1d6. If Xhe VSll iW a 6, WeX iX aWide. If Xhe VSll iW RSX a 6, diWVegaVd.
2nd: Each Tla]eV VSllW 1d6 XS deXeVmiRe mSZe SVdeV; Xhe Tla]eV [iXh Xhe higheWX VSll mSZeW ƻVWX, fSllS[ed b] Xhe
WecSRd higheWX VSll. If XheVe iW a Xie, Xied Tla]eVW VeVSll.
3rd: Each Tla]eV XakeW XheiV XYVR XS mSZe, eiXheV [iXhiR Xhe VSSm SV beX[eeR VSSmW. Each Tla]eV caR mSZe YT XS
3 gVid WTaceW TeV XYVR. If Xhe Pla]eVW haZe decided XS mSZe iRXS aRSXheV VSSm, all ChaVacXeVW mYWX be mSZed
iRXS Xhe Wame VSSm SR Xhe Wame XYVR.
3rd: If Xhe Tla]eVW haZe jYWX eRXeVed a Re[ RSSm cSRXaiRiRg a TVaT, VSll Xhe TeWX iRdicaXed SR Xhe TVaT caVd aRd
Xake aR] RegaXiZe effecXW fSV XhSWe [hS fail. KeeT Xhe TVaT SR Xhe bSaVd. YSY dS RSX Reed XS VSll Xhe TeWX SR Xhe
TVaT caVd agaiR YRleWW ]SY e\iX Xhe TVaTTed VSSm aRd Ve-eRXeV iX laXeV SR.
4th: If Xhe VSSm cSRXaiRW aR IXem, a Pla]eV ma] aTTVSach Xhe IXem aRd Tick iX YT fVSm aR adjaceRX gVid WUYaVe XS
Xhe iXem (diagSRalW dS RSX cSYRX aW adjaceRX). RemSZe iX fVSm Xhe BSaVd. AR] Xime Xhe] MSZe Xhe] ma] W[iXch
[hich chaVacXeV iW caVV]iRg Xhe IXem. AR iXem'W caVVieV ma] RSX be W[iXched if Xhe chaVacXeVW aVe iR Xhe Wame
VSSm aW a MSRWXeV [iXh 1 SV mSVe HealXh.
5th: If Xhe VSSm cSRXaiRW a MSRWXeV, cSRXiRYe XS 2.2 CSmbaX. ElWe, TVSceed XS eRd Sf XYVR.

2.2 COMBAT
WheR Tla]eVW aVe iR Xhe Same VSSm aW a MSRWXeV, cSmbaX WXaVXW. CSmbaX XakeW Tlace iR VSYRdW, [hich aVe
SYXliRed belS[. E\ceTX if Pla]eVW Xake Xhe Heal SXaRce, Xhe] caR al[a]W aXXemTX XS deal 1 Damage XS a MSRWXeV
each RSYRd.

1st: Pla]er Stances: Pla]eVW Tick XheiV WXaRceW. ChSSWe 1 fSV each chaVacXeV fVSm Xhe liWX belS[:
● AggressiZe: VeVWYW TeWX Kickball [iXh AdZaRXage XhiW VSYRd.
● DefensiZe: VeVWYW TeWX Hide [iXh AdZaRXage XhiW VSYRd.
● Heal: SXaXic XeWX EReVg], if WYcceWWfYl, VeWXSVe 1 lSWX EReVg] XS aRSXheV ChaVacXeV YT XS XheiV ma\imYm, bYX

]SY caRRSX TeWX Kickball XhiW VSYRd.
● Cast: SXaXic XeWX Pla] PVeXeRd XS caWX a WTeciƻc WTell. WheXheV WYcceWWfYl SV RSX, ]SY caRRSX XeWX Kickball

XhiW VSYRd.
Ƃ OR ALL CHARACTERS MAY Ƃ

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

2nd: Action Order + First Attacks: TS deXeVmiRe [hich ChaVacXeVW caR AXXack, Heal, SV Pla] PVeXeRd befSVe Xhe
MSRWXeV, VeVWYW TeWX Hide ZeVWYW Xhe MSRWXeVƅW DSdge fSV each Sf Xhe ChaVacXeVW. The ChaVacXeVW XhaX fail caR
aXXack afXeV Xhe MSRWXeV. ThSWe XhaX WYcceed caR AXXack, Heal, SV Pla] PVeXeRd RS[. TS AXXack, VeVWYW TeWX
Kickball ZeVWYW Xhe MSRWXeV'W DSdge. If Xhe chaVacXeV WYcceedW, deal 1 damage XS Xhe mSRWXeV. A ChaVacXeV
caWXiRg a WTell ma] XeWX XS caWX RS[ if Hide [aW XeWXed agaiRWX Xhe mSRWXeV WYcceWWfYll].



3rd: Monster Attacks + Second Attacks: If Xhe MSRWXeV CaVd Wa]W XS VSll a die XS deXeVmiRe hS[ maR] XimeW iX
aXXackW, dS XhiW RS[. TheR, VSll d3 XS deXeVmiRe VaRdSml] [hich chaVacXeV Xhe mSRWXeV aXXackW ƻVWX. The
XaVgeXed ChaVacXeV mYWX VeVWYW TeWX [DSdge] ZeVWYW Xhe MSRWXeVƅW [AXXack]. If Xhe chaVacXeV failW, Xhe] Xake
damage. ReTeaX SXeT 3 YRXil Xhe MSRWXeV haW aXXacked Xhe RYmbeV Sf XimeW deXeVmiRed b] XheiV MSRWXeV CaVd
aRd ]SYV VSll aX Xhe begiRRiRg Sf SXeT 3. ORce Xhe MSRWXeV haW ƻRiWhed aXXackiRg, aR] chaVacXeV XhaX haWRƅX
AXXacked, CaWX, SV Healed XhiW VSYRd caR dS WS RS[.

4th: Enem] MoZement: UWe Xhe RaRge aRd MSZe RYleW iR Xhe MSRWXeV TVSƻleW XS mSZe Xhe MSRWXeV aX XhiW Xime.

5th: Pla]er MoZement: Each Pla]eV XhaX iRXeRdW XS mSZe SR XhiW XYVR WhSYld RS[ VSll 1d6 aRd VaRk Xhem fVSm
gVeaXeWX XS leaWX, VeVSlliRg aR] XieW, XS deXeVmiRe mSZe SVdeV. Pla]eVW XhaX VSlled ma] RS[ each mSZe YT XS 3 gVid
WUYaVeW [iXhiR Xhe VSSm. Pla]eVW mYWX WXa] [iXhiR Xhe cYVVeRX VSSm SR XhiW WXeT; FleeiRg iR SXeT 1 iW Xhe SRl]
[a] XS leaZe a VSSm [hile eRgaged iR cSmbaX. MSZemeRX mYWX be WeRWible: if aR adjaceRX WUYaVe XS a ChaVacXeV
iW SccYTied, Xhe] ma] RSX mSZe iR XhaX diVecXiSR; iR Xhe eZeRX XhaX all adjaceRX (e\clYdiRg diagSRalW) WTaceW XS a
ChaVacXeV aVe SccYTied, Xhe] ma] RSX mSZe aX all.

6th: Ending Combat: If Xhe mSRWXeV aRd aX leaWX SRe Tla]eV haZe mSVe XhaR 0 [HealXh], ReXYVR XS Xhe ƻVWX WXeT.
ElWe cSmbaX eRdW. If Xhe MSRWXeV haW 0 [HealXh] VemSZe Xhe MSRWXeV CaVd.

3. END OF TURN
1st: If aR] MSRWXeVW haZe leWW XhaR XheiV WXaVXiRg HealXh VeWXSVe XheiV HealXh XS XheiV WXaVXiRg HealXh.
2nd: If aR] ChaVacXeVW haZe leWW XhaR XheiV WXaVXiRg EReVg], VSll d3, allScaXe XhaX mYch EReVg] XS aR] Sf Xhe
ChaVacXeVW.

4. WIN OR LOSE
If eiXheV Sf Xhe fSllS[iRg XakeW Tlace, Xhe game eRdW:
Win: BeaX Xhe ƻRal bSWW aRd TVSceed iRXS Xhe ƻRal VSSm, [hich [ill Xake Xhe chaVacXeVW back XS Xhe Veal [SVld
aRd [ake YT Xhe dVeamiRg child.
Lose: All ChaVacXeVW haZe 0 [EReVg]] AX Xhe Wame Xime, OR 5 6W aVe accYmYlaXed SZeV Xhe cSYVWe Sf Xhe game
fVSm VSlliRg 1d6 aX Xhe begiRRiRg Sf each XYVR.



GAME7PACE

10. MO:EMEN8

HS[ ]SYV Tla]eVW, aRd STXiSRall] ]SYV mSRWXeVW, XVaTW, aRd/SV
iXemW mSZe aVSYRd ]SYV maT.

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

ASSIGNMENT: CST] aRd TaWXe Xhe WelecXed MSZemeRX MechaRic
fVSm Xhe lefX. OTXiSRall] alXeV iX aW ]SY Wee ƻX. FSV e\amTle, iR a
RSck ClimbiRg Game ]SY mighX XeWX [DSdge] XS mSZe XS Xhe Re\X
VSSm. Make WYVe ]SY gS back aRd add iX XS Xhe OVdeV Sf Pla].

MO:EMEN8

Each VSSm iW diZided iRXS a gVid. All ChaVacXeVW ma] mSZe 3 WUYaVeW TeV XYVR. IR SVdeV XS TVSceed XS aR AdjaceRX
RSSm, all ChaVacXeVW mYWX be SR Xhe gVid WUYaVe VighX Re\X XS Xhe dSSV. MSZiRg fVSm SRe VSSm XS Xhe Re\X
cSYRXW aW 1 gVid WUYaVe. All ChaVacXeVW mYWX be iR Xhe Wame VSSm aX all XimeW, aRd ]SY ma] RSX eRd a XYVR [iXh
aR] ChaVacXeVW iR beX[eeR VSSmW.

ChaVacXeVW ma] SccYT] Xhe Wame WTace iR Xhe ClSWeX SRl].

See Pla]eV MSZemeRX YRdeV OVdeV Sf Pla] fSV chaVacXeV mSZemeRX gYideliReW.

See MSZemeRX YRdeV each MSRWXeV eRXV] fSV mSRWXeV mSZemeRX gYideliReW.



11. MAP

The MaT iW ]SYV Game BSaVd, aRd Xhe [SVld Sf ]SYV game. YSYV
Pla]eV ChaVacXeVW [ill mSZe aVSYRd 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 SRe XS Xhe SXheV. ChaVacXeVW caR mSZe beX[eeR XheWe
TaXhW XS aR] Sf Xhe adjaceRX VSSmW.

ROOM LABELS: CeVXaiR VSSmW ma] Reed XS be ke]ed SV labeled
deTeRdiRg SR ]SYV game mechaRicW. FSV E\amTle ]SYƅll Reed XS
label [heVe ]SYV Tla]eVW WXaVX aRd [heVe ]SYV MSRWXeVW, TVaTW,
aRd IXemW aVe Tlaced.

SPECIAL ROOMS: A maT mighX haZe STecial RSSmW. LScked
RSSmW. RSSmW XhaX VeUYiVe a SXaXic TeWX XS mSZe iRXS SV SYX Sf.
RSSmW XhaX dS WSme effecX [hile laRded iRWide Sf XheiV bSYRdW.

MARKERS: S]mbSlW aTTlied XS VSSmW SR ]SYV maT, XheWe mighX
VeTVeWeRX [heVe mSRWXeVW SV XVeaWYVe WXaVXW, SV lScked VSSmW.

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

GENERAL MAP RULES:
> AR] VYleW fSV all VSSmW gS heVe. FSV e\amTle if ]SYV dYRgeSR
[aW a WYRkeR WhiT ALL ]SYV VSSmW mighX haZe XhiW VYle:
URdeV[aXeV: SXaXic TeWX [DSdge], fail, lSWe 1 healXh.

DOOR / CONNECTOR RULES:
> aR] VYleW gSZeVRiRg dSSVW SV cSRRecXSVW beX[eeR VSSmW gS
heVe. FSV e\amTle, LScked: if dSSV haW a cSRRecXSV maVked [iXh a
lSck IcSR, SXaXic TeWX [DSdge] XS mSZe SV Ƽee dS[R XhaX TaXh.

SPECIFIC ROOMS:
> HeVe ]SY [SYld liWX All VSSmW SR ]SYV maT aRd aR] WTecial VYleW
SV ƼaZSV Xe\X XhaX mighX gS alSRg [iXh Xhem. Make WYVe XS RSXe
[heXheV Xhe VSSm iW a WXaVXiRg lScaXiSR fSV WSmeXhiRg
1.RSSm Name: VSSm VYleW [Pla]eV SXaVX]
2.RSSm Name: VSSm VYleW

MAP

MAP RULES:
> N/A, VefeV XS Xhe MOVEMENT WecXiSR.

DOOR / CONNECTOR RULES:
> IR Xhe hall[a] beX[eeR Xhe OVigiR aRd Xhe BaWemeRX, XhaX hall[a] dSeW RSX STeR YRXil Tla]eVW haZe cSmTleXed
Xhe baXXle [iXh ARACHNID KING.

SPECIFIC ROOMS:
1. Origin

WheVe Xhe Tla]eVW [ill WTa[R iR, aRd [heVe Xhe] [ill leaZe. ThiW VSSm dSeW RSXhiRg e\ceTX afXeV Xhe
Tla]eVW haZe cSmTleXed Xhe baXXle [iXh ARACHNID KING; afXeV defeaXiRg Xhe ARACHNID KING, Xhe game
[ill be [SR SRce all Tla]eVW VeXYVR XS XhiW VSSm.

2. The Bedroom
All Tla]eVW ma] mSZe aR e\XVa WTace eZeV] SXheV XYVR [hile iR Xhe BedVSSm.

3. The Closet
4. The Back]ard

WheR eRXeViRg, SXaXic TeWX HIDE. If SXaXic TeWX failW, XemTSVaVil] lSWe 1 EReVg], XS be VegaiRed afXeV leaZiRg
Xhe Back]aVd. If a Tla]eV VeacheW 0 EReVg] iR Xhe Back]aVd, fSllS[ X]Tical TVScedYVe.

5. The Kitchen
6. The Bathroom

IX iW TiXch black iR XhiW VSSm; each Tla]eV ma] SRl] mSZe 2 WTaceW.
7. The Basement

WheR ƻghXiRg heVe, all Tla]eVW geX +1 EReVg] Ɓ Xhe eRd iW ReaV!

< END OF DA= 4 >


