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ﬂc‘&ﬁ@ﬁtals -tV Pa""ﬁs

LT S

The wvwber of Players are
w2} -4 in tota{. Each one gets
N\ | Pawn and the €ollowing

~ Dice.

,agrado- The Escape 5 refered to
’f"é,-kzcls teenagers aud advits of all ases, §
1 including fans of Rougue'lekes and RP& ‘f g 7
:  Poard Gawmes. The agawme {5 based on  § 1 T
“uek, but t's also demanding Stfat-eacc ‘
winds. The avwmber of Players is Z-4.

P4 5 vsed €for woveweantl oan
the Ti{es.

- The Goal i5 to explore the
u«ac!ergrowd chawmbers of 53grado qud
‘,E Eight with your €c{low Players.
- Whoever wmaundaesto oblain the Key aw:lf?
4 escape €rom the Trap-Door €irst, or §
£ whoever rewains the {ast one
§ standing, wWins.

D6 {5 vused for Cowmbat (More
on that, {ater own).

D8 5 vsed to wmeadsvure x_‘-;f»@"_:_";;
Points (LP) of every Player.

A Gawme of Sdarado can Lake qbouvl
li'l-*"‘"’fo -30 wminvtes or evea {ess, but i
§ because of the element of fﬂ““"‘““ﬁ”?

gach Game can take as {ows as et.

N\ DIZ {5 vsed for different
F § eftects of ltews and Ties.




Corvridors:

Mo‘,mar,‘g it wmust be the
- wost. Vani{{a type of Tile,
- yov can on{y Wwove om it.

Pasics

" ;Stht.Ing Ti{e: where every
_pawme starts.

Barrel T?{e: A bouvndifu{ Ti{e,

' Lt aives uov am ltew when
keg whean Yov ‘an’ on ths T;‘g yov aqw\ : \ 9' S q

lt.he key, it can valock the Trap-Door. [ L yov ‘anl oA ;t., but it 0“‘5
~_..Das\r.overm5 this Tile starts the Cowbat ik s
EMQS the key, yov wust ao after

the er who has it. : : s
plager i - Gate Tde: There are oa‘g e

Trap—Door: when you (and on this ; N~ Ties svch as this.

Tile, you escape Erow Sagrado and win e M 1t allows you wmove Erowm ome
t.he gawe, but yov wust have the keg : Gate, Lo the other.

to valock L. 23 ‘ ’




Traps

;Fractvked Tile: whea yov

- Eirst. weet this Tile, your

- WMovewent speed redvees to
1 step.

- Mo{dy Tife: When yov {and onm
this Tile, yov can't wove for
1 round.

Thorn Ti{e: Pefore woving on
€rowm this, yov wust rofl g L Lo
see i€ yov hurt yourself or wot
(0dd nuwber: -1 {ife point

L even wuwber: 0 damaae).

MOROS OF THE

FEUDAL LORD

MOROS OF THE BARON

3
i e T

Sabotage

;_"-_We key is returnegd to the
f";;fkeg Tile. When yov don't have
it, yov 3o back to the
Starter-Tie.

You wust trade Z lLewm Cards

. | with T new ounes frowm the
Ll 1itew Pie.

You {ose 7 Life Points.

The etfects of the Morol are teﬂporarg
when 30# weet. thew, yov stop \Movlmg aucl

‘ose 500( t"‘"’“_"_:_..,fl‘_,' 2




C‘Q‘M@W&Q‘S m-tv bt § HORN BLADE ‘The oftensive ones

4 g HaTrt ;*%-&Wfss ; -,_LW»?\, A i3
L g
gtewns can be very vsetu| to the are wacked as Red

i Plager throvah the exploration of
V'A“._‘:;"Sagiradb. They are vsed to power vp

1 your Class, rejuvinate your Lite

“ Po;uts (LP), dnd Prgi;arg 9°g €ovr CO\Mth

S in aeneral. There are 18 Itew Cards in , N TR,
el = o 1 THORN-SHIELD

»;-;. O€€ecnsive, Defewmsive and Supportmg
citewms. The O0€feusive lLewms jacredse q

Class ATK stat, and the Defensive

F S S VI S Y SCTD Sk KT O IR

...the Defensive
ones as Plve... |

5‘\'";_ iLewms nceredse their DEF stat, if on{g
8 for a turwm, after that, they're s o
£ discarded. The Supporting ltews increase  § f ey ;T ——

“foetence

Af Who can't surpass your

your LP, theg‘re discarded after vse as

§ well.

.-“Each Player can carey vp to 4 ltews.

B1€ a Plager obtains a 2th Itew, they

- wust discard their least €avovrite.

£ A Barcel Token is placed on the G

4 Pacrel Tile they last stepped om. 1€ auother

E P{Q er steps onto a Parrel Tokew, the gam = 7 e o
't.he. dascarde& itew. There are 10 Parre 5 - --- And the Svpportive

o j"»: i — < '“x"..‘i< 0“85 as Ye“ow.




fasses are t.he. c.haracters that

g vﬁPgrSouate each P(ager. Cvrre«Atlg,

f{‘;t.h’e're dre ¢ Classes in total. They are

¥ Anatowmized a5 svch:

Meme Each Class has q Mawe, wake svure to

L rewewber L.

stats: Each Class has Stats, they are divided ia
ATK aqud DEF. ATK 5 the wuwber of their at.t,ac.k
. and DEF {5 the nuwber of their defense.

| Ability: Each Class has a Special Ability. They
range €rom provoking PBatt{es, to changing the
1 aaweplay a {ittle bit.

Uses: Becduse some abilities way be overpowered, f
8 they have a different amount of vses. Be aware §

Eof how wany times yov've activated your Class’
§ ability. To keep track of the vses, you can

,?Jut.du,e the Ability Tokews (the stars).

Trg to think stratesically, yovr abifity

& ‘cdn wake g difference in §  Gawe. 2
‘- i€e Points: ln this place, each Player cawm P‘Q‘*e
}' ;Meur 48 to k@eﬁ? track of their Health. o
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Cowbat.—Phase:

Yov caqn destroy 9
i @ Defensive itew of your

g , 3 !p.;oneﬂt




@Mooses their Pawn and places it on the
St-dft-Mg Ti{e (one Pawn at. each end).
shof€le all Cards (Tifes, itews, and Classes)

o q.ncs”put, them aside, dlony with the Key.

Each Plager rolls their 3L, the one with

fevery Plager aets their Class and start
L with 8 LP (Ue Ponts), using their 38,

L At the €irst round, Plagers choose in
$which direction their Pawn will wove

“thewm into the ewmptly Spaces in dny
2 arranaewent. they choose, as loug as

’ they connect to the space they
started frowm. After this, their turn is over. Players’

moves and the development of the wap are deterwined . ©

by the d4. The higher the vrof{ on the 34, the -More Tales
i Wa“ be placed along the path.

L highest wuwber goes first. After that, §

Once the Key is €found, the Cowmbal Phase
begins. To attack quother Player, vse the 4

L Lo wmove your Pawnm Lowards theirs. Oace yov
£ both {and on the sawme Tile, the confrontation
'_T’;_bet.we.en yov staris.




\Ms ohaages Ueach P{agers St.at.s t.heg caa be. a‘ re.q{ :

For exawple, € yov have an ATK of Z, q d¢ roff t.hat. ,s;:
,heur d (vsuaﬂs determingd by the mhMber of ATk and DEF, t.ke : qnd an itewm that gives yov +1 ATK, your total ATK

st.at.s of their Classes) during cowbat. & 2will be 1, the same yoes €or DEF:
. The result of the 6 adds vp to the Stats of the Classes, ; 8 ' : :

'Z-‘?:ae?ev\dh\g on Who attacks qnd who defends. The one who i
p Qt.t.ﬂcks the 36 voll adds vp to their Cass’ ATK, qnd t.he other's j
% cl‘ 4dds vp to their PEF. For exawple: € your ATK s T and i 3
t.he 3 roll is 4, your total ATK will be ¢, the same goes
tor DEF:

| PIRME i @I

The Cowbat. sastemis turn based, that weqns thal the % T v TR S
S%’Qtﬂtack;ﬁa and defending Players after the comparison of Stats, § § o cam.ne - cach g once. Al A Lk, Wwhcev 2 \ISBA,"
'%,i‘their roles will change, and so on. P‘ﬁthrS can also vse the it needs to be discarded. when gn ATK gnd q DEF ties,
SWord Tokew, it. warks on who is qttacking qnd who is wot. = “Wth;“a happens.
§ 15 all abovt comparing the resulting Stats: Tue attacking When q P(ager: LP is down to 0, they dig, and thewr &
_(.e.gg, 5 ATK aoes vp to the defending Player's DEF. The one. wit! A_fawu i5 rewmoved Erom the board. Lastly, yov cawm enadae
3 t.he higher Stat wins and the losing Player takes the 3W§8«._ : “;‘m Cowmbat with one P‘aﬂef each Lura. ‘

Fo exawmple: (€ an attacking Player has 4 ATK, and the: defendin E ST '

as L% t.ke qt.t.ackw) P(ager 40585 - ‘;P- 7t
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Abilit
Tokens(x?)
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