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1 Elements 
 

1.1 Islands & Bridges 

The basis of the board consists of split tiles 

with an 8x8 grid called ‘island’ and a 2x8 gird 

called ‘bridge’. 

The bridges connect the is lands and thus 

create the given path the players can walk on. 

Every island has 4 possible sockets where a 

bridge can be inserted to connect a further 

island. 

 

 

 

1.2 Tokens 

The game consists of two types of tokens: player and enemy. Each of the four player tokens 

is controlled by a player. The enemy tokens are controlled by the Game Master. All stats 

and abilities are described in the Element Overview sheet. 

 

1.2.1 Player 

The player token can move up to 4 grid cells per round in every direction and 

can attack within a range of 1 grid cell around him. The visual range of the 

player – in which island, enemies and chests are revealed – is 6 grid cells in 

every direction. 

They start with a maximum of 100 health points. The primary attack deals 10 

damage points to a single enemy whereas the secondary attack damages all  

enemies in range with 10 damage points.  

Any damage the player token receives is added up and subtracted from the current health 

points. The result is written into the ‘Health’ row in the Player Timeline. At the end of the 

stage each player token with more than 0 health points has a value of 2 score points. 

The player tokens can be identified by the number of green rings. 

  



 

 

1.2.2 Enemies 

The enemy tokens attack the player token on sight and follow him until the player token is 

2 fields ahead of the enemy token. They lose interest and stay at their last position. 

Any damage which is received is marked down in the Damage Matrix. At the end of the 

Damage Phase all incoming damage is summed up and subtracted from the health points. 

If the health points are below 0 the token is defeated. 

The are 3 types of enemy tokens: Weak, Strong and Boss.  

 

1.2.2.1 Weak 

The weak enemies represent the weakest form of enemies. They can move up to 

4 grid cells and can attack everything within a range of 1 grid cell. 

Its health start at 20 health points and it deals a total of 5 damage points to a 

single target per round. 

When defeated this enemy token has a value of 1 score point. 

 

1.2.2.2 Strong Enemies 

The strong enemy type behaves similar to the weak with the difference that this 

token can only move 2 grid cells, has 70 health points and deals 20 damage per 

round to a single target. 

When defeated this enemy token has a value of 2 score point. 

 

1.2.2.3 Boss Enemies 

The boss enemy differs from the other enemy tokens. It starts with 400 health 

and can only move 1 grid cell per round. 

The attack deals 50 damage within a range of 2 fields but has a charged up time 

of 3 rounds. 

When defeated this enemy token has a value of 3 score point. 

  



 

 

1.3 Traps and Loot-Chests 

Before the game begins, the Game Master marks on the Trapboard on which grid cell what 

type of enemies will appear, where and how big the traps are and on which fields the Loot-

Chests are placed when discovered. 

1.3.1 Traps 

In this prototype all traps are hidden and therefore have to be marked on the Trapboard. 

When a player or enemy token traverses a trap-cell the trap is activated and deals its 5 

damage points to that specific token.  

After that the trap is disabled and cannot be activated again. 

 

1.3.2 Loot-Chests 

The Loot-Chest are revealed when they are within the player tokens’ 

visual range. 

The 3 score points of the Loot-Chest are collected when the player token 

is placed on one of the four grid cells of the Loot-Chest.  

 

 

  



 

 

1.4 Action-Cards with Timeline 

The simulation of simulations player actions – as it will be in the video game – is done by 

action cards. The players choose hidden one or more action cards which the want to perform 

or activate in the round.  

Abilities cards are activated before basic action cards. 

1.4.1 Basic Action-Cards 

The basic actions of a player focus on the basis core mechanics of the game: Damage and 

Movement. 

1.4.1.1 Primary Attack 

The primary attack is the simplest but most efficient attack of the 

player. The attack has no activation nor cooldown time and can damage 

a single target for 10 points within the player’s attack range. 

The total damage can be altered by the Damage Boost ability. 

 

 

 

1.4.1.2 Secondary Attack 

The secondary Attack extents the primary attack. It can also be 

activated immediately but needs a 5 round cooldown after that. The  10 

damage points are applied to all enemies within the attack range of the 

player. 

The total damage can be altered by the Damage Boost ability. 

 

 

1.4.1.3 Move 

The most basic action is the ability to move the token. The player can 

move the token wherever he wants on the grid with the exception that 

he can’t place the player token on top of an enemy token. 

The number of grid cells the player can travers can be altered by the 

Speed Boost ability. 

 

  



 

 

1.4.2 Ability Action-Cards 

The additionally abilities of the players are also represented by action cards. Each ability 

has duration time – which indicates how long the ability lasts when activated – and a 

cooldown time – which indicates how long the player has to wait until he can activate it 

again. The duration time is visualized by the Ability Duration Timeline while the cooldown 

time is tracked within the Player Timeline 

 

In the prototype the abilities where limited to Invincibility, Health Point Regeneration, 

Damage Boost and Speed Boost. 

 

1.4.2.1 Invincibility 

Invincibility reduces the damage a player token receives to 0.  

When an enemy notices that his attack has no effect it changes the 

focus onto another player token. 

The ability is active for 6 rounds and can be actived again after 60 

rounds. 

 

1.4.2.2 Health Point Regeneration 

Health Point Regeneration increases the health points of the player by 

5 points every round. The maximum health point count is still capped 

at 100 points. 

The ability is active for 10 rounds and can be actived again after 30 

rounds. 

Ability Duration Timeline 



 

 

1.4.2.3 Damage Boost 

Damage Boost doubles the damage of the player token to a total of 20 

damage point. 

The ability is active for 5 rounds and can be actived again after 50 

rounds. 

 

1.4.2.4 Speed Boost 

Speed boost doubles the number of grid cells a player token can pass 

per round to a total of 4 grid cells. 

The ability is active for 5 rounds and can be actived again after 25 

rounds. 

  



 

 

2 Game rules 
Before the game starts the Game Master creates a random path of islands which is 

unknown to the other players. He marks down the position and strength of the enemies, the 

position and size of the traps, the position of the Loot-Chests and the end of the stage. 

After that the first island with a bridge is placed down on the table. The player tokens are 

positioned on that island such that they have nearly equidistance to the bridge. 

After that the game starts with the first of the 9 phases which repeat from now on until the 

end of the stage. 

Before each round the Game Master makes a mark below the round number on the Player 

Timeline and the Enemy Timeline. 

2.1 Players – Choose & Execute Action 

 

2.1.1 Choose 

In the first phase of the round all players choose one or more action cards and lay them face 

down on the table.  

When every player has chosen his actions the cards are revealed. 

 

2.1.2 Execute 

The players execute their action one after the other starting with the first player. 

Abilities with a duration time are transferred to the Ability Duration Timeline. 

The Game Master takes note of the cooldowns of all actions played on the Player Timeline. 

 

2.2 Game Master – Choose & Execute Action 

 

2.2.1 Choose 

Since the enemies attack the player which they spotted first there’s no need for the 

simulation of simultaneous actions for the Game Master since all enemies are controlled by 

a single instance. 

2.2.2 Execute 

The Game Master moves each token and tells the players who the enemy tokens will 

attack. 

 

  



 

 

2.3 Game Master – Damage & Healing Calculation 

 

2.3.1 Damage 

The damage is also dealt in a round-bases approach first the players then the enemies. 

To keep everything in balance the enemies stay alive and deal their damage until the end of 

the phase even if they are defeated. 

2.3.1.1 From players to enemies 

The damage an enemy takes from the players is calculated using the Damage Matrix. The 

total damage points are subtracted from the current health points of the enemy token and 

noted on the Enemy Timeline. 

2.3.1.2 From enemies to players 

The damage a player takes from the enemies is directly subtracted from the current 

player’s health points. The health points which are left are carried over to the ‘Healing’ 

phase. 

 

2.3.2 Healing 

If a player has the Health Point Regeneration ability active the health points which are left 

from the ‘Damage’ phase are increased by 5 health points. 

 

2.4 Players – Ability Duration Update 

All abilities which lie on the Ability Duration Timeline are move 1 field to the left thus 

decreasing the current duration time of the ability by 1. 

If an ability has a duration time of less than 1 the card goes back to the player and has to 

be laid face down. The action card stays face down until the cooldown mark of the ability –

which is marked on the Player Timeline – is reached. Then the ability is ready and can be 

activated again. 

 

2.5 Game Master – Score & Map Update 

At the end of each round the health points of each token on the map are checked. If a token 

has 0 or less health points it is remove from the map. 

If the token is an enemy the players’ score is increased by the value of the token. If this is 

last round of the game every player whose health points are greater than 0 increases the 

score additionally by 2 score points. 

The score is marked down at the bottom of the Game Phases sheet. 

  



 

 

3 Sheets 
 

3.1.1 Global Sheets 

 

  

Element Overview 
 

 

Team Players  Enemies  

Strength Player Weak Strong Boss 
 

Stats     

Health 100 HP 20 HP 70 HP 400 HP 

Attack Range 1 Field 1 Field 1 Field 2 Fields 

Score 2 Points 1 Point 2 Points 3 Points 
 

Actions 
Cool-

down 
Effect Effect Effect 

Charge 

Time 
Effect 

Move 0 2 Fields 4 Fields 2 Fields 0 1 Fields 

Primary 0 10 Dmg 5 Dmg 20 Dmg 3 50 Dmg 

Secondary 5 10 Dmg 360°        

Ability See table        

 

Abilities 
Dura-

tion 

Cool-

down 
Effect  Item Chest Trap 

Invincibility 6 60 const HP  Effect +3 Points 5 Dmg 

HP Regen 10 30 +5 HP  Visibility Visible Hidden 

Dmg Boost 5 50 +100% Dmg       

Speed Boost 5 25 +2 Fields       
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Game Phases 
 

 

 

1.  Choose Action 
Players 

 

2.  Execute Action  
 

3.  Choose Action 

Game Master 

 

4.  Execute Action  

5.  Damage  

6.  Healing  
 

7.  Skill Duration Players  
 

8.  Score Update 
Game Master 

 

9.  Map Update  
 

 

Score: 

 

 

 
 



 

 

3.1.2 Game Master Sheets 
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