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Gibbon-HUD BBS Forum - General Chat

23:5949 - 38/87°7/1389

Wow, this iz crazg but it really happened. Just heavr me out,
please. | was in my bedroom, Just finished plaging on my GE4
computer. This weird lightning struck, | mean totally not
normal, all purple and shit, and it sent ma GE4d crazyg. |t seemed
okay afterwards so | started rolling up a new character for an
“Aduventures In Celador® tabletop campaian tomorrow. | Just
finished filling out my character sheet when this little portal
opened on the table and a ting pixel monster climbed out! It
somehow crossed over from the computer into our waopld!
Bonkers, vight?

Mot only that, they trotted vight onto my character sheet and
started wailing on mya characteyr! Don't ask me how it's possible
but it'=s as though my character was alive and they were traing
to kill it bit by bit. But | was able to help defend it by rolling
the dice inma trag and using the character’'s attacks to fend
them off. ¥Yeah | know it doesn't make sense, but it worked, |
could kill the little bastards with the sheet’s weapon and spell
list=. | could even hire ma own little pixel mercenaries to fight
for mel

Anyway, | wanted to leave this guide as a warning for andone
else - if it happens to you, just follow what | sag and gyou'll be
okay. | am not making this shit up!

- Anonunmous Usep




[(Anonumous Usev: There's 3 whole secret game [iddsen on
this screen, with its own online [eaderbosrd for Rhigh scores.
Pretty obvious when you Enow what to [ook for!l

Co-0P SCENARIO
ENDLESS GAME MODULE RANK PROGRESS 1
Adventures In Celador 0/100 k.-)
INFO/
GALLERY

o
SETTINGS/ S DereNst GAME MODULE RANK PROGRESS 1
GLQSSARY. Adventures In Celador o/100 — I
 Logunoe g | )
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Game Modes
e Hew Campaign: Begin a new Campaigan or play Endless HMode
from ang of the available Game Moduoles, Campaigns are solo
= . . B .
games in a series of Stages you can progress through, while
= Endless Mode i=s a single randomized Stage that proceeds until =
gou die.
e Resume Campaign: Unless gyou die, your progress in a 1
Campaign will be auto-zaved between Stages and your current l

zaved game can be resumed from here.

Co-op Scenavrio: Launch an online two-plager game eitheyr as a
Hos=t Ccontrolling gyour character sheet) o as a Client
tcontrolling the dice trag? . A selection of Co-op Scenavrios or
Co-op Endless Mode can be plaged together in ang available
Garme Module.

Endless Game




Play an endless game of Cross0veyr with randomly generated
waves of enemies. See the section on Endless Mode for more
information.

Im the dropdown menu to the left, choose which Game Module
to play in Endless Mode.

The progress bar to the right shows how close you are to
inckreasing Jour Rank in this mode. Ranks are counted per
Game Module, not shared.

Howeyr ouver the Rank pennant to view gour current Rank
Bonuses.

Fress the Reset button to wipe all progress for that Game
Fodoule and return to Rank 1. This mayg be vseful if you decide
to try a different build for the Rank Bonuses selected.

Dice Defense

o

Play an auto-attacking “"Tower Defense*-ztyle game of
Cross0ver with randomly generated waves of enemies. See
the section on Dice Defense Maode for more information.

Im the dropdown menu ta the left, choose which Game Module
to plag in Dice Defense Mode.,

The progress bar to the right shows how close you are to
increasing Jour Rank in this mode. Ranks are counted per
Game Module, not shared.

Hower ouer the Rank pennant to wiew gour current Rank
Bonuses.

FPres=s the Reset button to wipe all progress for that Game
FHodule and return to Rank 1. This mayg be vseful if you decide
to try a different build for the Rank Bonuses selected.

Othey Options

IntrofTutorial: Play an introductoryg tutorial that walks gou
through the baszics of Cross0uver’'s gameplay.
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Rell For Initiative
It's late at nightin your 80’s bedroom when a weird energy fills the air, making your
“G64” computer flicker oddly. You roll up a character sheet for a tabletop

roleplaying game on your shelf Before you finish, dark portals appear on your desk
and tiny pixel creatures cross over to your world!

Ifyou roll your dice in matches of 3 or more, you can store their energy and use it to
cast spells or attack with your character’s weapons.

°
You're determined to play through every campaign on your shelftorid them of the g Dl Sco rd

\:oul creatures possessing your games - whether it's all in your head or not! 4‘
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e InfofGallery: Access the following sub-menus by clicking on
the tabs:

o General Information: Storg surmmard, dice key, version
nurmber, and important links.

o GHallery: Uiew beautiful unlocked cover and completion
artwork from the campaigns.

o Credits: See the scalliwags responsible for Cross0uveyr.,

SETTINGS
MasTer Vorume [[II{DNMMMN  SCREEN SHAKe [X] o el

overtime

FULLSCREEN Sleep: stops movement and attacks fora
Music VOLUME []IIIIHII_ short period

RESOLUTION [1920x1080 0 Slow: halves movement and attack speed for
a short period

SFX VOLUME [ﬂ]I]]]]]]IlImm - OVuInerable: nullifies magic and weapon
ARl HALT TIME resistance for a short period
Ul vorume I  on mapscreen

O Weak: halves damage for a short period
orwhen time s Wild: a random effect each time!

Halted, drag

actions to | - ¥ N ,
CHAT VOLUME [IIIIIH]]I]]]]IIE] s Arcane: ignores 75% of an enemy's
rearrange slots NS Spell/Tactical Resistance

Piercing: ignores 75% of an enemy's
Weapon/Personal Resistance
1d4+1 damage means 1 x 4-sided dice plus1

i.e. 2 to5 points of damage Disruptive: double damage against L

. . . )
Unliving enemies Loy




Settings: Access warious settings and details. This menu can
also be accessed during gameplay when you Halt Time (pausel.

o Master Ualume - changes the averall valume level for all
elements.

Individoual Uolume Contraols - change the relative volume
between elements, such as music and sound effects.

Screen Shake Togagle - Melee area weapons cause the screen
to shake, with severity determined by damage result. You
can disable shaking by unchecking this box.

o Fullzcreen Toggle 5 Resalution Oropdown - change the game's
visual representation.

Hints - how to Halt Time, wiewfuse Hotkeys, etc.

Cheat Sheet - describes all attack kegwords 5 s=tatus
effects.

Language: Change the game’'s written language. Character
names and some fictional place names will not be translated.
The flag here indicates the currently selected language.
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Croz=0ver’'s core gameplag iz a mixture of real-time puzzle and
action, where gou need to divide gour time between matching
dizce on the vight-hand =ide of the screen to power the actions
on Jour chavracter sheet in order to attack enemies.

First, 'Ll vun through the tupical game flow, then 'Ll briefly
i explain each individuoal element of the game and its lagout on
the scvyreen, then vun throough the controls and how gou actoally
do things, and finally run through some in-depth details of
gameplay aspects.

Typical Sequence

. Create a Character: Select gyour character’'s Race (which
determines Stat ad_justments, BP modifier, starting HP and HP
gained per Level) and Clasz=s (which determines gour cooldown
and hirel/buyg cost ad_justments, starting GP and starting
equipmenty and rollfre-roll gour Stats. Pag attention to gour

selections and how they interact Ce.g9. suitable classes for
certain races, desired Stats and mix of Dice Ultras? as this
profoundly impacts the difficulty of your quest.

E




. Prepavre For Battle: On the map screen, view the upcoming

enemies, alter your Character Sheet's action list order (same
of which correspond to Hotkeys?, and spend ang starting GP
with the travelling Merchant to bug additional Armor and
ltems.

. Roll For Initiative: At the start of a Stage, you will
automatically roll 3 dE Csix-sided die» to determine how long
gou hawve to prepare before the first wawve of enemies beagins.

18.

. Collect Dice: Mowve dice in Jour trayg to create matches (3 arF

rmore aof the same dice? to fill up your inventoryg. You'll nesed
this to make attacks, zo try to match dice that are needed by
the Spells 5§ Weapons you hawve on dour Character Sheet.

. Attack Enemies: Once enemies start appearing on Jour desk,

nze gouy Spells and Weapons to destrog them. Some attacks are
defensive in nature, s=uch as slowing down Your enemies aF
weakening theivr attacks. Every enemy destroged rewards gou
with =P and GP.

.Hire Mercenavries: |If things get too hectic and you'we earned

enough GP, hire a mevrc to make life easier - they'll attack
enemies on Jour behalf.

.Use ltems: |If you're near death, quaff a health potion oF cast

an armor scraoll, gain an attack buff or Just throw a bomb at
SomMme enemies.

.Use Dice Ultras: If gou've built up enough stock for an Ultyra,

let it rip! Thegy can get you out of a tight spot.

. Take A Breath: Pay attention to the enemy waves and take

adwvantage of the gaps between them to collect more dice. |If
gou're struggling with the pace, Halt Time to pause and assess
Jour options.

Tally Your Winninags: When gou've defeated all the enemies in
a =tage, collect bonus GP for each dice left in your inventory,
Flus a bonus Germ that you can later trade for GP o use to
unlock new Racesi/Classe=s. You'll also be able to choose a
special reward, either a new Spell, Weapon, Mercenaryg ovr a
ches=t full of gold. Your prior HP, and ang damaged Stats,
Arrmor, Spells, Weapons oy Mercenaries will be fully restored
as well,

Level Up: If you earned enough #P during the Stage gyou'll gain

a Level, which increases your Max HP and allows gyou to choose
a Stat to increase. |If you gain enough levels, gou'll unlock
further campaians.

. Have an Encounteyr:;: |If you're lucky Cor unlucky in some

casesl) gou'll wandeyr into a random encounter betwesen stages,
where gou choose how to Feact to 3 unigue situation. You can
Jain new equipment, armor, P, GP o stats - or lose them.




12. Continuve Your Journey: Fight through further stages to
complete the Campaign and clear the evil pixel monsters from
that boaok!

Game Flements
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e Chavracter Sheet
o HP - gyour Health Points. When this is reduced to zero, you
die.
o Max HP - the maximum amount of HP gou started with. |f gaou
heal during the game, you cannot increase gour HP abowve this
- amount.
o XHP - Experience Points determine youyr character's progress
through a Campaign. Though it Farely happens, P can be
- damaged by enemies and permanently lost. .
o XP Foyr Hext - the amount of 5P required at the end of this -

game to gain a lewvel in the Campaign.

o P - Gold Pieces in Celadaor, howeweyr in some non-fantasy
Game FModules it mag more thematically stand for Game
Point=s, Galactic Pesaos o some otheyr suitable acronum Ci.e
don't get hung up an it, it's Just 3 gamer. This is used up
when you hire Mercenaries, o when enemies damage the GP
segment of your sheet. GP iz added when matching dice and
Eilling enemies.

o Hvrmow - each category (Head, Heck, Body, Hrms, Legsl
Fepresents a piece of armor Jou mayg have equipped. |If the
box iz empty, you hawve no armor in that slot. Your total
Hrmor Rating i=s displaded in the center. AFmor can be
destroded, in which case it no longer prowvides any
protection, although it is Fepaired between stages.




Statistics - youyr character’'s current stats, detailed
below. These can be damaged during pladg, which makes gour
character less effective. Stats are restored betwesan
Stages.

= CHA: Charisma, which helps determine how much you payg
for goods from the Mevrchant, and how much you payg to
hire Mercenaries.

= COH: Constitution, which helps determine how much HP gaou
gain when increasing a level. If this iz damaged during a
game, Jour kMax HP is reduced Cand if HP iz at the
maximum, it is Fedoced to the new level of Max HPY . Hote
that increasing youyr COH bonus only applies to levels gyou
gain going forward, not Fetroactively for levels gou'ue
already gained.

= [HT: Intelligence, which can add oy subtract damage
tol/from gour Spells.

= WIS: Wisdom, which helps determine your Spell cooldawn
time.

= STR: Strength, which zan add or subtract damage toffrom
Jour Wleapons.

« DEX: Dexteritu, which helps determine your Weapon
cooldown time.

Spells (called Tactical in the Gaea Game Module) - attacks
of a mustical nature Cor long-range tactical weaponsl.

= The Spells/Tactical icon to the left {a purplei/blue
diamond? identifies this as doing Spell/Tactical damage,
which is important to enemy Fesistances.

= The figures to the right are the cost to use that Spell,
e.9. 2dE means 2 x BE-sided dice are required.

= The circle ta the left displaus the Spell's status;:
e Red - not enough dice to cast this.
e [Green - ready to cast.

e Partial Blue - Spell iz currently cooling down. If the
background i=s green, dou will be able to cast the Spell
again after it cools down; if it is red, you will not Cout
of diced .

= |f the Spell has been destroued by an enemy, it will be
crossed out and unavailable, In a Campaigan, all destroged
equUipment except |[tems are restored between Stages.

= Howvering over a Spell will displayg its details on the
Information Sheet.

Weapons ‘called Personal in the Gaea Game HModuled -
attacks of a handheld nature, whether melee or Fanged such
as arvrows and darts.

= The Weapons/Personal icon to the left {a greyg fisth
identifies this as doing Weapon/Personal damage.

= Otheyr details work the same as for Spells.

ltems - when gyou use an ltem oF an enemy destrods it, the
quantity {number to the righty will be Feduced by 1.
Howvering over an ltem will display its details on the
Information Sheet.

Mercenaries - your roster of Mercenaries that you can
temporarily hirve and place onto the battlefield. To the right




iz the cost in GP. The circle to the Lleft will be green if gou
can afford to hire the Merc, otherwise it will be red. If
partially colored, it represents the duration of the hire and

how close until it ends. Hovering over a Mercenarg will
display its details on the Information Sheet.

Information Sheet - dizplays additional information in two
ads:

o Default Info

= How mand enemies are currently on screen, and how many
enemies remain to be spawned this Stage.

= Your current aggregate Modifiers, which will incluode gour
natural bonuses, bonuses (or negatives) from Jour Stats,
and Special Rules of the current Stage, and any short-
term buffs from ltems.

o Popup Info - while hovering the mouse pointer over Jouyr
Stats, Armor, Spells, Weapons, ltems o Mercenaries, the
Information Sheet will temporarily show all the details of
that selection, such as an image, description and
pavrameters. 0o the map scresn only, hovering over the Race
and Class text will pop up the Race!Claszs bonuses.

Dice Tray - the dice you can match to grow gour staock. |If
unfamiliar with Tabletop Roleplayding Games, these may look
strange. Check the main menu's Info screen for a keg of which
die i=s which (there's also a screenshot af this a few pages

back, or Jjust look at the number on the displayed face).
Bazically, each die has a different number of faces, from 4 to
28, =0 they are named accordingly, from dd to dZ8.

Dice Inventory - the stock of dice you've collected (hy
matchingr .

Dice Ultras - if adice in gour inwventorg ha glowing circle

= 4
beneath it, you hawve enough stock of it to activate a Dice Ultyra.
If the zcircle is= ang color but arange and has a [?] tooltip
be=side it, the Ultra is racelclass specific and howvering ouver
the tooltip will provide its details. If the civrcle is orange and
no tooltip is present, then the Ultra iz a standard Dice Blast
deszcribed by the shared [?] tooltip below the Dice Inventory.

Gem Inventory - the number of Gems gou'we found. Hote that if
gou are killed during a Stage, and new 3ems found during that
Stage will be lost.

Stage Information - vpdates gou with the following
information in the top-left area of the screen:

o Current Wave - most Stages have 4 waves, though some have
rmore aF Lless. When it's the Final Wawve it will say =so.

o Hext Wawve - how long until the next wave begins.

o Deterrent - how long until the Stage’s Deterrent becomes
active, at which point it will regularly damage you until goo
beat the Stage or die.

Portals - the entrance into this world for pixel enemies.

Enemies - enemies will attack warious parts of your Characteyr
Sheet.

[Anonumouwus Usev: your character shest can ook different
between campaigns, 5o YJou sometimes need to [esrn new siming
lines, cluster points, defenses zones and 5o o, ]




Game Controls

Croz=0ver is primarilg controlled using the mouse, and indeed
can be plavyed solely with the mouse, althouah there are zome
optional kegs that can make life a little eazier. Below,
LHESRHMEB = LeftfRight House Button.

Dice Hatch - To match dice, you need to mowve a die into anyg
adjacent square in order to create a Fow oF column of 2 orF
rmore of the same tupe. The matching dice will then be remowved
from the trayg and added to gour inventorg. Yoo alzo gain some
GP for everg dice match. There are two wads gou can Move 3
die:

1. Hold LME to drag dice into an adjacent square.

2. LMB to select a dice then LMME to choose the target adjacent
square. FME or clicking on a non-adjacent dice cancels the
Frewvious selection.

Special Hatch - If you match 4 oF maore dice in ane mowve, one
o more of the following can happen:

o Match 4 of the same dice: a wave attack damages every
enemyd and you gain extra P

FHatch 3 o more of the same dice: in addition to a larger #P
bonus, an enhanced wave attack does extra damage to all
enemies and also applies a Fandom Status Effect.

FHatch 12 orF more dice in one mowve (tupically by wayg of a
cascade of new dice creating matches automatically? ; heal 1
HP.

Fatch 149 oF more dice in one mowe: gain 1 Gem.

Dice Ultra - These are special actions gou can take by burning
a number of dice. When there is 3 glowing circle beneath a dice
in gour Inventorg, click LMEB on that dice to activate the Ultra.
Each Ultra has an Activation threshold, which iz how mang dice
of that tupe gou need before you can activate the Ultra, and
Cost, which is how mang dice are deducted upon activation. Fovr
rmore details on Dice Ultras, see the dedicated section below.

Attack - A= long as gou have enough dice to afford it, click
LME on ang Spell or Weapon to /o/it/iate an attack (the dice will
only be deducted when the attack proceeds, unless gou cancel
it by zlicking LMB again?. Depending on the attack tupe, it is
handled slightly differently:

o Hvea: The area of damage will be displayed. Click RMHME to
damage and creatures within that radius.




Projgectile: The target line of the projectile will be
displayed. Click RME ta fire the projectile along this line; it

will damage ang creatures hit along its path, plus extra
darmage if a creature i= in the bullzege. Some projectile
attacks mag have a largeyr bullseue that can deliver the
extra damage to multiple creatures.

o Beam: The attack happens instantly; move gour mouse around
to direct the beam, damaging ang creature it hits., Beams
deliver repeated damage for its duration. The interval
between damage is lower when s2witching to a different
creature, =0 swizhing back and forth between two creatures
can deliver faster damage.

Hire Hercenawry - A= long as gou have enough GP to afford it,
click LME on ang Mevcenarg to /oitiate a hive (the GP will only
be deducted when the hirve proceeds, unless gou cancel it by
clicking LMB again?. Red blockers will appear above locations
where gou can’t place the Mercenaryg. Click RME angwhere
wWithout a blocker to hire the Mevrcenarg at that point.

Use ltem - If you hawve movre than zero Boantity of an item,
click LMEB on it to use it. For ltems that impact enemies, this
will jaitiate the item, much Like an Attack, and the [ftem will
only be used once gou click RME at the location where gou wish
touse it

Information Popups

o Hower gour Mmouse over an enemyd to see its current health
bar and whetheyr it iz Unliving, represented by a skull icon.
You will also 2ee theiv current Resistance to Spells and
Weapons.

o Howeyr your mouse auveyr a s=tat on Jour character sheet to see
what bonus it currently gives and, if it is damaged, what the
undamaged stat would be if you Restored it.

o Hower your mouse auer and armolr, equipment oF mercenary
and the Information Sheet will show its details.

Hotkeys - To speed up gour attacking time, dyou can utilize
Hotkeus for both Spell and Weapon attacks. At anyg time, gou can
hold SHIFT to wiew the Hotkeus, but basically thegy are F1 to FE
for Spells and numbers=s 1 to B for Weapons. Pressing a Hotkey
for an attack that gyou have sufficient dice to use will
initialize that attack the same as clicking on it wouold.

Halt Time - Press Tab o Escape to pause oF unpause the game.
While time is halted you can do the following:

o Examine the Dice Trag to work out future matches.

o Howeyr owver enemies and sheet elements to determine which

attacks will be more optimal against which enemies.




Change the arder of gour action lists (Spells, Weapons,

l[tems and Mercenaries?. This impacts which Hotkeuys gouyr
Spells and Weapons are assigned to, and can push your most-
u=ed ltems and Mercs to the top of the list. Your new

assignments are saved.
Hold SHIFT to wiew hotkeys.
Access the game Settings menu.

Buit the Stage.

TIME
HALTED

SETTINGS/ - .
GLOSSARY -~ .

SHFTHVIEW HOTKEYS

Dice Ultras & Dice Blasts

If you hawve a lot of dice that you can't use for attacks, for
example because gour weaponsfspells require different dice,
they won't go to waste, thanks tao Dice Ultras.




When one of the dice tupes in dour Inventoryg have a glowing
cirzle beneath them, as in the screenshot abowve (the dE and the
d12», gou can click that dice to Llaunch a Dice Ultra or a
standard Dice Blast. How do gou know the difference? A Dice
Ultra will have a question mavrk next to it - hover over this
to see what the Ultya is - and the glowing circle will be the
color of the dice, such as the purple di12 abouwe. |If the circle iz
orFange and has no tooltip, as in the dE abowve, then clicking it
will perform a standard Dice Blast.

A standavrd Dice Blast becomes active when gou have 48 oF more
dice of one type, and costs 28 dice to activate. Doing this deals
darmage to everd enemd on Jour desk. The amount of damage
scales according to what Campaign Stage or Endless Wawve gou
are on. These can be vsed repeatedly as long as gyou gain enough
dice.

Hote that if you have an unactivated Dice Ultra already
asz=iganed a dice type, it will not become eligible for a standard
Oice Blast until that Dice Ultyra has been activated once, after
which that dice tupe will Fevert to a standard Dice Blast (when
it next has at least 48 dice in stock .

Oice Ultras are baszed on gour RacefClass combo - gou mayg hawve
one to a few different tupes of these, and theug have various
Activation thresholdsfcosts (remember to check the tooltip for
thiz info). These ultras have a variety of effects, listed in the
table below for easy reference.




[Anonumouwus Useyv: Some Oice Ultras gou want to uses 35 sy
as possible, but try holding your Oice Blasts until you really
need ther.]




Equipment

Characters live or die by the equipment listed on their
Character Sheet, and gyou need to choose the best mix for that
individual chavracteyr. There's no point equipping a mage with a
bunch of heawvy Weapons, or giving an Intelligence-boosting
cowl to a warrior.

You only have a limited number of =lots for equipment,
determined by your character's Class. If you gain a new piece
of equipment and hawve no available slots, gou will need to
replace something you already own (the replaced piece simply
gets discarded? .

Thizs section explains the warious parameters listed on
different types af equipment. Hrmor will be dealt with in its

awn sectian.

Spells § Weapons

The choice of using Spells vs Weapons is primarily driven by
gour choice of Class and the Stats gou've rolled. |If you are
using a Warvrior with high DEX and STR, Weapons are the obuious
choice. Howewver, when facing enemies with high Weapon
Reziztance, gou'll be in =ome bother. Sometimes it's useful to
hawe a Spell or two handg to take care of those, or garab anyg
Weapon you see that has Piercing o causes Uulnevrable.

[Anonumous Usewv: Alternatively, Just do so much damages |t
doesn’'t matter!]

Some Classes, howewver, are built to use both Spells and
Weapons equally. Uzually not as well as a specializt, but their
flexibility can be valuable, especially to avoid enemy
Reziztances.

One subtle difference between Spells and Weapons is that
Weapons do an identical amount of calculated damage against
each enermy it hits in that attack, whereas Spells calculate 3

different amount of damage per enemy. For example, a Weapon
attack of 1d28 damage calculates its damage first as, s=ag, B and

16




deals B points of damage to everyg enermy in its attack radius. A
Spell of 1d8 will re-calculate that damage for every single
enermd in the radius, =0 one enemyg may take 9, another mayg take
f.and =0 on.

Below are the parameters you'll see on Spells and Weapons.

A quick Utility trick to weaken both
attack and defence of ememies.
1 Effects: Vulnerable, Weak

that injects a deadly toxin.
E Effects: Poison

Dice Cost:1d% No Damage Dice Cost:1db Damage:1db-1
Cooldown:1s Kadius:7 Cooldowm:1.5s Speed:10

e Dice Cost: how many dice of this tupe gyou wWill need to spend to l
rmake the attack. 1dd means 1 x d-sided dice. =
e Damage: the amount of damage dealt by the attack. This is -
semi-random, using the same dice as the cost, plusiminus a
rmodifier. In the example of the Poizon Davrt abowve, “1dE-1*"
rmeans rolling 1 = BE-s2ided dice and subtracting 1 from the
result Cpote that damage will be 3 minimur of 7 unless 3 Utility
sSpell, which iz 3lways zero damagey . Therefore thizs attack will
- do between 1 and 3 points of damage. As another example, a
Spell with damage of 4d18+2 will do between B and 42 points of
- darmage. Also note that other damage buffs from gour Stats, -
ltems o special =tage vules will be applied on top of the rolled
Fesult, -
e Cooldown: the amount of time before this attack can be made I

again. Genevrally, stronger attacks have longeyr cooldown times.
Cooldown periods can be reduced or increased by your Stats,
l[term buffs oF special Stage rules.,

Radiuvus: the area inside which any enemies will be damaged by
the attack. Only applies to non-projectiles.

Speed: for projectiles only, the speed at which the prodectile
moves towards the target.

Duvation: only spplicable for Beam 5pell= - how long the beam
attack lasts.




Effects: which Status Effects are applied, o which Kegwords
the attack has.

ltens

There are generally 4 types af ltems:

e Instant Damage - a quick attack on a group of enemies. Can
help gou out of a jJam when 9ou have no dice Femaining or all of
Jour attacks are =till cooling down. Some items can even do
rmore damage than most Spells and Weapons.

Constant Damage - spawns an effect on the table that
Fegularly damages ang enemies wandering inside it.

Instant Festoration - restores various Stats andfor HP.

Temnporavry Buff - applies a modifier to parameters such as
darmage, cooldown o Armor Rating. Combat buffs zan be
Farticularly effective to take down =trong enemies ovr clear a
swarm - but make sure gou have enouvgh dice collected to fuel
the attacks while buffed.

Below are the possible parameters for ltems. -

Kecurring area damage.

Base Price:100GP Damage:3
Duration:19s Radius:3.5

. Base Price: if no other modifiers are applied, the cost to buy
this ltem. Modifiers can come in the form of your Charisma
bonuses o Class modifiers.



Damage: unlike Spells and Weapons, |tem damage is fixed and
not random. |t is also not reduced by enemy Resiztance. |t is,
howeweyr, blocked by Shields.

Duration: for spawned damage areas oF buffs, the period of

time they Femain active.

Radiuvus: For spawned damage areas oF instant damage |ltems,
the area in which damage iz applied to enemies.

Buff Details: defined in the main description area aof the
POPUP.

Mercenaries

Mercenavies can do the hard work for gou. Pag them theivr GP
and put them onto the table and theg'll go about attacking
enemies under their own direction. Theg'Ll targe the enemy
nearest to therm and won't stop until it iz dead or theivr hire
duration is reached. Theg won't take into account enemy
Reziztances ov even Shields, theg'll just keep attacking -
which makes them a poor choice when facing shielded enemies.

Some Mercenaries are actually a group, and when gou hire them I
rmultiple individoals will be spawned. @
-

Mercenaries have a glowing aura to help identify them. Theivr
aura's color changes according to theivr hire duration:

Green: <5@% of duration.
Yellow: between 8% and A52% of duration.

Red: :75% of duration.

Pny excuse to spread the word of her
fallen goddess. [1x Ranged]
Effects: Disruptive

Pase Cost:115GP Damage:7

Duration:24s Range:7




Parameters of Mercenaries are described below.

Attack Type: the icon to the vight indicates whether the
Mercenaryg uses Spellsi/Tactical attacks or Weapons/Personal.
This matters for enemy Resiztances.

Humber Hivred: listed as part of the Mercenary description.
Fovr example, “3x* means three of thizs Mercenarg will be
spawned as a group.

Hevrcenary Tupe: Ranged or Melee, listed as part of the
FHMercenaryg description. Ranged remain at the point gou place
them and shoot angthing within their Range. Melee will walk
andwhere inside their Range to attack enemies, and when no
enemies are within range they will Feturn to their origin point.

Effects: Status Effects applied by the Mercenaru's attacks,
o other EKegwords that enhance their attack.

Base Cost: if no other modifiers are applied, the cost to buy
this ltem. Modifiers can come in the form of your Charisma
(=g

bonuses, Class modifiers, o Special Rules of a Stage.

Damage: the fixed amount of damage dealt. Unlike |tems,
Mercenary damage will b yreduced by enemy Resistance. |t is
alsao blocked by Shields.

Duration: how long the Mercenarg will remain on the table.

Range: how far from the placement point that the Mercenaryg

Will attack enemies.

[Anonumous Usev: Some Mercenaries attack faster than
others, =0 their raw Damage amount can sometimes be
misleading. Along with Effects and other parameters, you need
to get a feel Ffor the overall performance of any Mercenary to
rFeally learn which is the best choice to use in what
situations.]

Status EffectsfKeywords

Your attacks and those of your Mercenaries can have the
following kegwords which add extra abilities to attacks,
inzloding the application of Status Effects on enemies for a
shovrt period. The duration varies depending on the enemyu, and
=omMme are even immune to certain Status Effects.




Status Effects

Poison - deals a3 small amount of damage owveyr time. Can be
especially deadly to stronger enemies who are susceptible to
Foizon. Poison damage is unaffected by resistance or shields.

Sleep - =tops an enemy’s movement and attacks for a short
period. The most powerful effect in the game, and pairs well
with Poizon.

e

Slow - =lows both an enemyu’s mowvement and their attacks.

Uulnerable - reduces an enemu’s Resistances (both Spell and
Weapon? to B%. This doesn't apply to the first attack, but
further attacks will benefit from it. It's a useful tactic to use
a weak, fast weapon with Yolnerable then follow it up with a
strong attack that otherwise would have been reduced by the
enermy’s Resistance.

Weak - reduces an enemyu’s attack damage by S8%. A wery
defenszive effect.

Other Keywords

Wild - as=sign=s a random Status Effect to the enemy. Keep
attacking to apply additional effects.

Arcane - ignores 79% of an enemyu's SpellfTactical Resistance.
Ezpecially helpful fovr character builds that only hawve Spells.

Piercing - ignores 0% of an enemy’'s Weaponf/Perzonal
FReszistance. Especially helpful for character builds that only
hawve bWleapons.

Disruptive - deals double damage against Unliving enemies,
which are identified by a skull icon when hovering over them.
Im the Celador fantasy Game Modole, Unliving are essentially
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undeadispirit creatures, while in the Gaea sci-fi Game Module
theyg are tupically machines o biomechanical hybrids.

This information iz also available on the Settings page during
the game.

Arrmor i= =0 important to gour character, redoucing the amount
of damage gou take from enemies. With HP being =0 precious,
Armor is the best wayg to help gour character last longer. |t is
alwags worth visiting the Merchant to acquire as much Armor
as Jou can afford.

[(Anonuymouws Usewv: FPay sttention to protecting gour HArmor
fromenemies who try to destroy it! S5ome of therm are sneaky
baztards who go For gour Armor FirFst to [eavs gou wulnerabls
for the rest of the fight. IFf you can stop them early, gou'll
hawve 3 much easisr time in the Final wawves.]

Your Character Sheet has 3 Avrmor slots: Head, Heck, Body, Arms=s
and Legas. You can only have one piece of Armor in each slot.
When gou want to equip a new piece of Armor of a type gou
already own, you will need to discard the old Armor.

Everg piece of Armor adds to gour character’'s overall Armor
Rating, which is a percentage of damage that enemy attacks are
reduced by, For example, if you have a3 total Armor Rating of
2% and an enermy hits gou for 18 damage, 28% of it is absorbed
and gou only take 2 damage.

Some pieces of Armor also enhance gour Stats when worn. These
enhancements remain even when Armor is destroged. A special
note about Constitution bonuses from Armor - these only help
increase gour Max HP for levels gained while wearing the
Armor, it is not applied retroactively, Likewize if gou later
dizcard that Armor, prior Max HP bonuses are not deducted,

Hrrmor can be destroged by Enemies. When they attack AFrmor
directly, enemy damage is not reduced by gour Hrmor Rating.
Instead, that piece of Armor's Durability is used to determine

how much it can bear before being destroued - the higher the
ODurability, the more damage it can absovrb. If Brmor is
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destroyed, it no longeyr contributes to your chavracter’'s AFrmor
Fating, howewveyr any Stat bonuses =till apply.

Hrrmor parameters are described below.

Base Price:1200GP Armor Rating:7%

Armor Type:Arms Durapility:55

Base Price: if no other modifiers are p|:-||---:i the cost to buy
thi=s Armor. HModifiers can come in the form of your Charisma
bonuses o Class modifiers.

Armor Rating: the amount added to your character’'s total
Hrmovr Rating.

Armor Tupe: the =lot on the Characteyr Sheet that this AFrmor
K

3=k

Durability: a measure of damage this Hrmovr can absorb before
being Destroged.

Stat Bonuses: written in green text, these enhance gour
character's Stats while being worn. In the example abowve, both
Jour Dexterity and Intelligence will be increased by 1.

Enenies § Damage

The crux of the matteyr, the reason for your quest - those pixel

rmonsters invading Jour Character Sheet. Enemies come in manyg
different forms and hawe a variety of abilities and behawviors.




Imn general, all enemies are traing to kill gour chavracteyr, but
theivr approach varies. Every part of your Character Sheet iz a
potential target. Some enemies will only attack gour HP,
howewveyr other enemies will first attack gour Armor to reduce
gour protection against future damage. Dthers will attack gour
Stats to reduce gour combat abilities, or gour Spells and
Weapons to remowve offensive options from gdour arsenal. Still
others mag attack gour AP to stunt gour growth, gour GP to
Frevent gou hiring Mercenaries, or euven the list of
Mercenaries itself to remowve them from gour roster Cthis will
also remowve it from play if currently hired? !

When an element of your Character Sheet receives damage, its
outline will start turning red. The brighter ved it gets, the
closer it is to destruction. Some special enemies are able to
destrog a target in a single blow.

When HP is “destroued”, gou lose a number of HP - for most
enemies this amount is 1, but =tronger enemies may destroy
rmore HP all at once. When a Stat is “destroged”, gou loze 1
point of that Stat. When 5P or GP iz “destroged”, gou lose a
zmall percentage of your current KPJIGP.

When attacking Spells, Weapons and Mercenaries, the enemy
doe=n't target an individual item, theyg attack the list on gour
sheet. When they deal enough damage, a vandom entyry in the
Lliz=t i=s destroged. If gou only have 1 entry on the list, it will
Femain safe and the enemies will mowve on to otheyr targets.

Some enemies have a logical progression of targets, others are
completely random. Although some enemies will relentlessly
attack one target until destroged, others will chaotically
switch targets. But all enemies feature the following
Farameters:




Bloodbound Giant

Keanimated corpses of
mountain giants.

Spell Resist: 0%
Weapon Resist: 40%

Unliving (e

Attack Type: MMelee or Ranged. Ranged will keep theivr distance
from targets, while Melee will approach the target. In general,
Fanged are a little more dangerous as they tend to clump less,
making area attacks less useful - projectiles are often more
effective for them.

HP: the amount of damage they can take before dying.

EZP: the amount of Experience Points you gain from killing it.
GP: the amount of Gold Pieces gou gain from killing it.
SpellfTactical Resistance: the percent of damage that is

Feduced from Spell/Tactical attacks.

WeaponfPersonal Resistance: the percent of damage that i
Feduced from Weapon/Personal attacks.

In

Unliving: if the enermyg has this icon, they receive double
damage from Disruptive attacks.

Enemies also differ in their attack ranges, movement speed,
attack speed, and size. In addition, enemies can have a variety
of extra abilities, suczh as;

Fegeneration of HP.

ields that randomly activate for a short duration.

b
hields that activate when an enermy i= hit, and remain for a
shovrt duration.

A buff radius that increases the speed of otheyr enemies.

A buff radius that increases the damage of other enemies.

A healing radius that gradually restores HP of other enemies,
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Immunity to certain Status Effects.

Oamage that is not Feduced by Hirmor.

Effects that erupt in a radius upon death, such as healing ov
damaging enemies around them, ar applying Status Effects to
therm.

Deterrents

If gou take too long to complete a Stage, a Deterrent will come
along to hurrg gou up. This vsually only happens when gou
deliberately leave an enemy alive at the end of a wave in ordey
to farm dice matches. Thevre iz an onscreen countdown to tell
gou how Llong until the Deterrent will arrive.

There are a few different vizual types of Deterrent (they
generally appear as computer “alitches*?, but theg will all
continually attack gou, cannot be killed, and reduce gour HP
significantly, =0 beware.

Gens

Gems are a wad to transfer curvrencd between Campaigns in the
same Garme Modole (gour Gem count in the Celador game does not
transfer to the Gaea game) . This means gou can play easier
Campaigans to gain Gems then spend them in hardeyr Campaigns to
give gou a boost - by swapping them at the Mevrchant for GP to
Use in that Campaian.

Gems are also used to unlock new Races and Classes in
Campaigns.

You can gain Gems in the following wads;

Winming Stages - gyou gain 1 Gem per normal Stage, and 3 Gems
for beating the final Stage of the Campaian.




FHatching Dice - if you match 5 oF more aof the same dice type in
one move, Jou'll gain a Gem.

Ouring Encounters - some choices in the random Encounters
Fesult in you finding a Gem.

Campaign Structure

Game Books

You can choose between different G

ame Books arraded on Jouyr
bedroom bookcase, and each one leads to a shelf full of
Campaign Books. When gou click on a Game Book, it will display

the following for that Game Module:

ADVENTURES IN CELADOR

A large fantasy world with varied regions for
adventuring. Mythical creatures, undead priests and
scheming bandits roam the land.

T T3 IS
| SELECTGAME % € MAIN MENU

The Germ icon indicates the number of Gems gou hawve stored for
that Game Module., Other Game HModoles have theivr own Gem
count.

Game Book 1: Adventures OFf Celadow

Celador's continents fell to cataclysms both

and man-made. Only one mador landmass, containing a




variety of biomes, remained inhabitable, and races and
creatures of all types made it their home. A wast melting pot
held togetheyr by the Celadorean High Council, walpnerable tio

machinations from begyond.

Game Book 2: Gaea Universe

Before the United Earth Coalition could Launch theivr Gasea-A2
mission to a distant planet, an apocalyptic wayr broke out wWith
the Asian Pacifizc Alliance. The UEC crew continued to M38, but
the APA arrived first, continuing the conflict in another solar
sustem. Homanity was divided even in the reaches of space, yet

the galaxy mayg harbor common enemies unknown. ..

Campaign Books

Clicking Select Garme will move down the bookcase to the
Campaigan Shelf, which dizplags all of the Campaign Books
available for that Game Module., Clicking on a Campaian Book
dizplaus the following:

THE CATES OF KHANHOLD

The city’s fifth murder in two days. Bodies maimed and
half-eaten. You've been asked by your local guild
chapterto investigate.

startinG Level[3 ] [ AY ST MAIN MENU

Camparin Wadsis ANs
|| The Waiting Sanas
|

W

For Character Levels 5+

For Character Levels 11+ For Character Levels 134 ™~

The Campaign Books will appear differently based on gour
PFOQFess:




Lock Sumbol - gyou have not gyet reached a high enouah level to
unlock this Campaian. The text at the bottom of the cover sags
which Llevel you need to vreach Cat least once? in order to
unlock the book.

Ho Lock, Ho Diamond - an available Campaign that you hawve
not yet completed.

Diamond Badge & Yellow Shield - 3 Campaign that you hawve
completed before, however it is still available to plagy again.

Your character will begin a Campaign at the Starting Lewvel.
Thiz will be the same level that determines when the book i=s
unlocked.

Each Campaign has around six orF seven Stages, depending on the
Garme Moduole., You mag wish to replay Campaigns dou have

already beaten for a couple of Feaszons:

1. To g9ain more Gems.

- 2. To attempt the Campaign using a different Racef/Class combo.
Theze are tracked and displaed when gou howveyr over the
information pad (top half of the screen? of a completed I
Campaign Book that gou've opened. ALl combinations gou haue =

used to beat the Campaign are circled, as demonstrated below.

RAISE THE ALARUM

As a veteran courier for the Celadorean High Council,
you're used to venturing into dangerous lands.
Something evil is rising, and it's your task to warn every
corner of Celador before the invasion begins.

startinG Lever[1] B [Came MENU® m

CoMPLETED ComBOS
Human Elf Halfling Dwarf Furchin Ore
Warrior Warrior Warrior Warrior Warrior Warrior

Human ELf Halfling Dwarf Furchin Ore
Mage Mage Mage Mage Mage Mage

Human Etf Halfling Furchin Ore
Cleric Cleric Cleric Cleric Cleric

Human Eif Halfling Dwarf Furchin Ore
Kogue Rogue Rogue Kogue Kogue Rogue

Human Elf Halfling Dwarf Furchin Ore
Huntmaster Huntmaster Huntmaster Huntmaster Huntmaster Huntmaster

Human Eif Halfling Dwarf Furchin Ore
Monk Monk Monk Monk Monk Monk

Click Play and you’ll be taken to the Character Creator.

e
)
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[Anonumouwus Useyv: /t might Just be in my head, but when /
choose Game Books in a different genvre, evergthing looks=
different to me - my desk, muy dice trad, md charascter sheet. [t
fresks me out 3 bBit.]

Characteyr Creatoyr

Creating a character is an important pavrt of a Campaign. You'll
only have limited chances to drastically alter gour character’s
build during the Campaign - =0 getting off on the vight path i=s
crucial, Character Creation boils down to three choices - gour
Race, gouyr Clasz=s, and whethey gou're happy with your Stats -
but the interplay between those elements is what matters

most.

There are a total of 15 different Races and 15 different
Classe=s in each Game Module, howewver each Campaign only has a
selection of B af each. These zelections warg betwean

Campaigns, including which choices are locked by default,

The order in which gou make gour Character Creation choices is
up to gou, and gou can change therm at ang time before
Aoccepting Jour character. You can roll 2ome Stats first then
rmake RacelClass selections based on wour best results, or
choose what type of character gou want to plag and then roll
Stats until you get a result that =uits it

[Anonumous Usewv: the Gass sci-fi Game Moduls uses Lnits
instead of Faces, but the same concept sppliss.]
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ROLLING UP A CHARACTER

R BABETE .o o B e . e
CHANGE NAME = RANDOM Name:Epona Navistone : & — MLJMS_
e Race:£lf s | » ﬁ»
Epona Navistone Class:Mage XP for Next:500

_— WARRIOR

CLERIC ROGUE

HUNTMASTER a Monk a

HUMAN

HALFLING

FURCHIN

s SESSSEE

Devotee of the mystic
Clever, fast | 2ris
and | f
charming { Restore Mind Potion 1 |
Gouging Zap Sedeting Gus 1
Stupefying Wisp Sorceror's Toste 1| :
Fierce Blaze y ¢ Max SpeLLs 6 MAX WEAPONS

2
STRENGTH =1 INTELLIGENCE <9 i MaX ITEMS § MAX MERCENARIES 3
DEXTERITY 2 Wispom <1 -‘ Koguiih Dus Iuﬁd' Vite Mq« oAy SPELL COOLDOWN WEAPON COOLDOWN
1 ecececao /
CONSTITUTION =3 CHARISMA 1 S , -20% +20%

BASE HP HP Per Level XP MODIFIER e - o " 3 INITIALGP SHOP/HIRE PRICES
12 1dé6 +15% i . : 200 +15%

Here are the elements of the Character Creator:

o e Character Sheet - thizs will change duynamically depending on
Jour selections. As detailed earlier, hovering over elements l
Will pop up detailed info. 5
e Change Hame - click the field to type in a new custom name, arF
click RAHDORM to generate a random name. =
e Change Race - click a Race to select it, which also updates
the following:
o Bonuses section with Stat adjustments.
o Basze HP, which is your =tarting HP.
=
o HP Pey Lewvel, which iz the dice used to calculate the HP gyou
- gain per level, e.g. 1d18 means gou will gain 1 to 18 HP -
plusiminus ang adjustments from Jour Constitution. The
rminirmurm gained is alwags 1. -
o #“P Modifier, which ad_justs the amount of %P gou gain from l

Lillimg enemies. Some Races have better aduvantages in the
form of Stat bonuses and HP gains, but it takes longer to
gain levels.

Change Class - click a Race to select it, which also updates
the following:

o Slots, which are the maximum number of a given “thing® gou
can hold on your Character Sheet. Excess slots will be
crossed out on the sheet,




Spell and Weapon Cooldown, which i a natural bonus to how
quickly youyr attacks cool before using it again. This is in
addition to ang Stat, Buff o Stage bonuses.

ShopfHirve Prices, which increaszes or decreases the amount
gou need to pag when hiring a Mercenarg o buding something
from the Mevrchant. This iz in addition to ang Stat or Stage
bonuzses.

Starting GP, which is how mouch gold gou hold when oo begin
the Campaian.

Locked RacesfClasses - these are locked by default, but gou
can pad 2 Germs to unlock ang of therm. ODnce unlocked, theg can

be selected for ang future vrun of that Campaiagn Cand only that
Campaign? at no further cost,

Dice Ultras - th
combo gou select. Howver oveyr the icons to see what each one
will do. Hote that a d4d Ultyra for one combo mayg be different to
the d4d Ultra for another combo, since both Races snd Classes=s
hawve their own series of Ultras (but a Race Ultra will override

a Class Ultra in a combol .

alsao change according to the RacelClass

m

=

m

Reroll S5tats - the best part about rolling up a character is
rolling the dice for gour =tats, and this button simulates that.
Three six =ided dice are volled behind the scenes, with gouyr
Race ad_justments being avutomatically applied. Reroll as many
times as gou like to get closest to the character you want.
Hote that HP i= not randomized or altered by =tarting CON
tConstitutions.

When you're happy wWith your character, click ACCEPT to start
Jour quest and qou'll be taken to the Map screen.

[Anonumous Usev: /'ve noticed theres are some special pieces
of equipment that can OHLY be found by certain Clazsses.
Likewizse, there are S5pells and Weapons that some Classe=
CANHOT find.]
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Campaign Hap

CAMPAIGN 1: RAISE THE ALARUM

-“~Z>PXTAnam3E

As you reach the High Council's
chambers for an urgent task, you
spot a trail of blood leading to a
Council Guard's mutilated corpse.
A fresh kill...

P g

o ST

Thiz iz where you prepare for your battle before each Stage.
Thiz will display a map of the areas where the current
Campaigan takes place (this vsually changes for each
Campaign?. As gyou progres:s through the Stages the location
will update on the map. There i= also a brief description and

same artwork to Yset the stage®, =0 to speak.

From this screen Jou can:

Chavrvacter - click this to show gour Character Sheet, where
Jou can drag gour actions (Spells, Weapons, [tems,
FMercenaries? to change the order in their lists, which al=so
impacts the displagyed Hotkeus. Click the Character button
again to retract the sheet.

Merchant - click to openfclose the Merchant tab, where gou
can bug Armor and ltems, and trade in Gems for GP. See belaw
for more details.

Enemies - thesze are the enemies that will appear in this
Stage. Hover owver each sprite to see a popup of their
parameters, etc.

Main Henu - clicking this will exit the Campaign, but will Save

Joup progress to continue latey.,

Fight - enter the Stage and play the game!

a3
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Merchant

\ —
\ Blessed Armbands Padded Trousers

K 0

M

Well-worn charm with Minor protection by a minor Slightly better than stridings

, Y magical protection. \ deity. into battle naked.

[ f 2 R Base Price:210GP Armor Rating:11% Base Price:170GP Armor Rating: 7% Base Price:150GP Armor Rating:b%h
1 Armor Type:Neck  Durability:15 Armor Type:Arms  Durability:50 Armor Type:Legs  Durability:60

4 J 4
=  Buy @ 196GP "= , Buy @ 172GP

__Taaoe y>100GP ~

\
Kestore Pody Potion ! \ Swamp Gas

t

., ‘
s Z>PTAnam3

' - Poisons any enemy that
Fully restores your STK and Recurring area damage to enters or stays in its radius

DEX, plus 1d% HP. Unliving ONLY. Effects: Poison

Base Price:200GP Instant Use Base Price:100GP Damage: 11 Base Price:150GP Damage:1
Duration:15s Radius:3.5 Duration: 125 Radius:3

Buy @ 230GP ¥ ... Buy @ 115GP ) BUY@172GPJ

The Merchant presents you with a few random options of AFmor
and ltems to buyg., In addition, you can click the TRADE button to
siwap 1 Gem for 18EGP.

=
- You will only be offered goods that you can afford to buyg, -
howewveyr that assumes you would trade in a portion of your
Gems for extra GP to do so. That means the more gems gou have -
on hand, the more expensive and presumably better? the AFmor I

and ltems it can offer - which of course tempts Jyou to trade in
szame aof those gems. If the Merchant has nothing to offer that
Jou can possibly afford, it will sag SOLD OUT.

Haote that the Base Prices are modified by your Charisma and
Clas=s bonuses. In the example abowve, this iz adding 28% to the
“Bug @ xx=xGP* final price.




If gou zlick “Bug® on a piece of Armor but already have that
tupe of Armor, gou will be prompted to either Feplace gour
existing Armor oF “Cancel” the purchasze. Likewizse, if gou try
to bug an ltem but gyou have already filled all of gour ltem

slots, you will be prompted to either replace an existing ltem
o "Cancel” the purchasze.

AN i Py a MInOT

n

NoO FREE ITEM SLOT!
REPLACE ONE?

Restore Mind Potion i

} enters or stays in its radius.
Effects: Sleep
Pase Price:300GP Damage:0
0 Duration:10s Radius:2.5

v Ratina: 1%

Sedating Gas

Poisons any
enters or s
\ Effects: P

CANCEL Damage: 11 Base Price:150
s s il ) iom: Radius:3.5 Duration:11s I
-
=
@
k] LS
-



Special Rules

When gou enter battle, sometimes a Stage will present =ome
Special Rule=s that only apply during that Stage. These uzually
impact the combat or other abilities of either gour characteyr
OF Jour enemies.

LW BB e MANGETE § WA WL

Race:Halfling
Class:Warrior
Max il

.

In this place of death, Enemies deal
10% more damage.

3
=
=
Stage Rewards
When you complete a Stage, you are granted a number aof
Fewards:
=
1. H Gem, or for the final lewvel of a Campaign, 3 Gems.
ke =]
2. Bn armount of GP based on how mang Dice you have Femaining in
stock. -
3. The choice of ane of the following: .

o Hn sdditions! s=tash of GP.
o H Mercenary.

o H S5pell.

o H Weapon.
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STAGE REWARD

ACCEPT
MERCENARY

Grizzled Barbarian

ACCEPT
SPELL

Orphan's Hex

ACCEPT
WEAPON

Worn Warhammer

hex reducing
enemy defences.
Effects: Vulmerable

Pase Cost:170 Damage: 14 Dice Cost:1410 Damage: 2410 Dice Cost:1a20 Damage: 1420

A veteran fighter with itchy
fists. [1x Meleel

Massive potential, but can
also swing for very little.

Duration:11s Kange: 7 Cooldown: bs Speed: 8 Cooldown:3.55 Radius: 1.5

The rewards offered are randomly selected according to gouy
current Level and your Class (in the sense that some thinas
are restricted from certain Classe=s, and a rare few are class-
specific) .

You can expandfretract your Character Sheet by clicking on the
left and compare to gour current inventorg. |If you select a
Reward but gour =lots are already full, gou will be prompeted to
either replace an existing slot or accept an armount of GP
instead. This amount will be based on the thing you have
redected, =0 it mayg be more ov less than the Reward GP that
was offered - that's the risk gou take.

0




Levelling Up

If you gained enough ®P by the end of a Stage to sUFpass Jour

"WP For Hext® threshold, gyou will gain a Level at the end of the
Stage, after wou select your Reward (otherwise you continue
on to a random Encounter o straight to the Map screen for
gour next Stagel.

Gaining a Level has four aduvantages:

Increased Max HP based on gour Race's HP Peyr Lewvel and
Constitution.

2. Your choice of a Stat to increase by 1.

i n]

3. Unlocking a new Campaign if you reach the required Starting
Lewvel Cif this happens, the popup will appeayr in the top-right
of the s=creen, as below? . This will alzo unlock a clean version
of the Campaign’s cover artwork in the Gallery.

L EER SEEETEEE0
[N} ka -

d. It can increase youyr chances of finding better equipment, ov
betteyr goods being offered by the Merchant.

XP LEVEL GAINED  You unlockea:

Pexterity  bow il A0 ity I Gates Of

IDEE——— 15 => fnw&.@m« P RGO R W Khanhold

Weapon Cooldown

N s STAT
j Next Increase at 18 ‘ p
e , NEW LEVEL
CHA CON

DEX INT




Howering over the Stats will pop up a sheet showing gouyr
current Stat and associated bonuses, and what the new
Stat/bonuses will be. 1t will alzo s=how what gou wWill need to
increasze that Stat to in order to reach the next tier of bonuses=s
Ci.e. the next one after dour selection is applied? . You get a
new bonus tier for everyg 2 points of Stat. To save gou =ome
trial and error, here iz a table of Stat bonuses/debuffs:

[Anonumous Useyv: the bonuses keep accumulating if you get
more than 258 in 3 Stat, but you get the ides. They drop down to -
3 bonus swepry 39 stat incresse beyond that.]

After you select your Stat, gou'll either have a random
Encounter or mowe straight to the Map screen for dour next
Stage.

=9



Encounters

Between Stages, there iz a chance that you may stumble into a
randorm Encounter. The probability iz different during each
Campaign, and the potential Encounters can varyg according to
Carmpaian and gour character's Level,

Encounters are Like an old adveenture book, with muoltiple
options for how gour character would Fespond to a given
situation. Each option results in a different outcorme, which
can have moltiple impacts to your Characteyr, either good or
bad.

ENCOUNTER

Beneatha Igr,cgez:"its an enormous,
clam-like creature. You are amazed
to see, growingjustinside its
mouth, one of the rarest spell
components in existence: a planar
orchid!

1 Try to pluck the orchid from out of the clam-
thing's mouth.

Try to first slay the clam-thing, then retrieve
the flower.

Leave both the orchid and clam-thing
alone.

Potential impacts include gaining new, unique Spells, Wea
Mercenaries o Hrmor, extra ltems, and gaining or losing
GP orF Stats. You can also find Gems.

If you find something that you have no empty slots for, gou'll
be aszked to either replace an existing slot oF accept an amount
of GP instead.

Erncounters can be great opportunities to enhance gour
character, but thedg can also hinder it so choose carefully. In
the end, you do need to click on one of the options though. Once




gou'vwe dealt with the outcome, gou'll be taken to the Map
screen for the next Stage.

Winning

If you complete the final Stage of a Campaian, Jou won't go
back to the Map screen, gou'll go =traight to the Win screen.
Thizs will show gyou a3 nice piece of artwork that is also unlocked
in the Gallery.

Your winning Race!/Class combo will be recorded for the next
time you attempt that Campaian.

If you complete all the Campaigns in each Game Boolk,
congratulations! Your books and characters are safe from the
Fixel monsters (although gou can replag them at ang time? . But
wait, there's a lot more to Cross0veyr that you can plag...

Endless Hode

In terms of gameplag, Endles=s Mode plags identically to a
normal game of Cross0veyr, except that the enemy waves never
end Cobwviously) . There are, howeveyr, several otheyr important
differences.

Endless Henu

To stavrt an Endless Game, Jou can Just click the button from
the Main Menu and gou will instantly start plaging. By clicking
the blue dropdown list on the left of the button, gou can change
which Game Book gou'll plag within - each Game Module has an
Endlesz=s Mode.




EN DLESS RANK BONUSES

. +0 NATURAL ARMOR
- +0 STARTING GP

+0 STR

Co-0P SCENARIO

+0 INT

ENDLESS GAME MODULE f  RANK PROGRESS

Adventures In Celador ENDLESS GAME

To the right of the Endless button, your current Rank Progress
shows how close gou are to reaching the next rank, and the red
banner displays gour current vank. |If gou hover gour mouse
ouer the banner, it will display your current rank bonuses. If
gou iwant to Feset gour rank back to the starting point
cperhaps if you want to choose different Stat bonuses when

gaining ranks?, click Reset.

- Endless Ranks
When gou conclude an Endless Game by dying?, you are awarded -
a nurmber of Fank progress points based on the wawve gou o
Feached and the ¥P gou earned. If your Fank progress i= high
enough, qou'll reach the next rank and be presented with a
choice of a Stat to upgrade, click one to choose.
Each rank gives gyou the following bonuses;
=
- 1. Additional permanent AFrmor Points, which cannot be diminished =
by enemies.
S

2. Additional 5t
-

ting GP that gets added to what you would
otherwise t

1
tart with.

3. Additional bonuses to Stats, according to your choices pey
Fank. Hote that Constitution is not an aption for this bonus,
since it is of Little value in Endless.

You're limited to 268 ranks and won't gain ang furtheyr progress
begond that. Hote that each Game Module has its own individoal
Fank; these are not shared.




Endless Gameplay

The main differences in Endless Mode compared to 3 normal
game are:

You are assigned a vandom character instead of creating gouy
own. This inzludes a random choice of Class and Race out of all
Clazze=z/Races in that Game Module, potentially different
loadouts to the normal game, and freshly rolled Stats,

After a certain number of enermy waves (determined by gour
Race's ®P Modifier», you will be awarded a random Spell,
Weapon, ltem or a new Hercenary. This interuval repeats
infinitelg, If you've already filled all of your equipment and
FMercenary slots, instead gou will gain a random Stat.

You can't earn any Gems.

Your standavrd Dice Blast=s become more important since the
longer duration means Jgou build up enough dice to use them
more often. Sometimes gou mayg hit gyour maximom of 93 dice of
one type in stock, =0 it's a good idea to use some for a blast
instead of matching additional ones that would go to waste.

[Anonumous Usewv: Your tactics nesed to changes 3 Bit in
Endless Mode, such as how you use Mercenaries and [tems=s, but
you'll [earn that ower repeated runs. . .1

g3




Endless Death

Oeath iz inewitable in Endless Mode. The only question is how
lomg it takes gyou to die.

YOUR RA»CTER is DEAD

Higuest Wave

7 as Elkfolk
Kavager

[ vou ¥ rorio ¥ rienos 3

RANK PLAYER WAVE

F=

Elkfolk Ravager
PersoNAL RECORD

RANK PROGRESS

+6Q8noo )

N

-
3 &
=
The Endless death screen will present you with various pieces =
of information, incloding which enemy killed gou, the wawve you
reached and with what racefclass combo, and how much gou'ue
added to gyour Rank Progress.
- Most importantly, gou'vre presented with a global online
leaderboard of all Cross0wver pladers in that Game Module (the
= zci-fi module has its own leaderboardr . You can click the tabs -
at the top aof the leaderboard to change the presentation of
this leaderboard: I

You - displagys gour position on the leaderboard and the few
Flagers around gou.

Top 18 - displaus the best 18 players in the world.

Friends - dizplays the best 18 plavers among Jour Friends aon
Steam.




Dice Defense

Dice Defense iz a vwery different game to the other Cross0uver

rmodes. In Dice Defense, endless waves of enemies are attacked
avtomatically while gyou focus primarily on matching dice. [t'=
for people who just want to plag some real-time match-3,
though it does have some "optional® strategic elements as well
if you want to challenge the high score leaderboards.

Defense Henu

DEFENSE RANK BONUSES

+0 EACH STARTING DICE
+0 NATURAL ARMOR

CO-OP SCENARIO % +0 STARTING GP
DICE DAMAGE
ENDLESS GAME MODULE 5 d4 +0 deé +0 ds +o
Adventures In Celador ENDLESS GAME
d1o +0 di12 +0 d2o +0
¥ DEFENSE GAME MODULE
Adventures In Celador DICE DEFENSE

To stavrt a game of Dice Defense, click the button from the Main
Menu and gou will be preszented with a helpful 2creen of its
Fules - then Just click GOT IT to start plagding. By clicking the
blue dropdown Lis=t on the Lleft of the Dice Defense button, gou
can change which Game Book gou'll plag within - each Game
Module has itz own Dice Defense game.

Just Llike Endless Mode, to the vight of the Dice Defense button,
gour current Rank Progress shows how close gou are to
reaching the next vrank, and the red banner displays gour
current rank. If gou howver gour mouse over the banner, it will
dizplagy gour current Defense rank bonuses. |If you want to
Feset gour rank back to the =tarting point, click Reset.




Defense Ranks

When gou die in Dice Defense Cwhich, like with Endless Mode, i=s
inevitable), you are awarded a number of rank progress points
baszed on the wave you vreached and the AP gou earned. If wour
rank progaress i high enough, gou'll reach the next vrank and be
preszented with a choice of a dice to upgrade. Click one to
choose; for example, clicking d28 means gour d8 dice tower does
one additional point of damage on every attack C/n sddition to
and damage uparades gou buyg during the gamel .

Each rank gives gou the following bonuses:

H number of dice you start the game with. For ewvery bonus
point, you get ane of sach dice tupe.

q1]

Additional permanent AFrmor Points, which cannot be diminished
by enemies. Since dou can't wear armor in Dice Defense, this i
the only way to get some HP.

In

Additional Starting GP to use on upgrading Jour dice towers.

Additional bonuses to dice tower damage.

You're Llimited to 28 ranks and won't gain ang further progress
begond that. Hote that each Game Module has itz own individoal
Fank; these are not shared.

Dice Defense Gameplay

DICE DEFENSE RULES

While a tower is active, =
its attack range lights up gt Collecting dice
and spins , N works the same
as in the normal |

positions with attack enemies
other dice automatically if
you have enough § ') <

dice J/ | S You lose some of |
: your dice when |
this timer runs f

Drag to swap Dice towers i !
/
/

Click these to ;
Hit TAB to pause i = switch between 2 Use Dice Ultras
and upgrade your - B attack types F: if you have
towers using GP enough dice to
- activate

e T ]
73 -




In Dice Defense, you have =six “dice towers* on gdour character
sheet, each one representing a different dice type. Each toweyr

will use theiv dice type to launch attacks automatically on
enemies until they vrun out of dice. So, for example, if dou have
3 x B-zided dice in stock, your dE dice toweyr (the gareen onel
can attack 2 times until it goes dormant again.

When a dice tower has stock available, its attack radius will
Light up and =pin around. Ang enemies that venture inside this
Fadius will be attacked. When it runs oot of dice, the radius
goes dull again and stops spinning. Yoo will also be notified of
this by a power-down s=ound, =0 pay attention to which dice gou
rmad need to refill.

Each dice tower will deal a random amount of damage based on
its dice tupe, plus ang bonus damage from gour Rank bonuses ovr
purchaszed uparades. For example, gour d2 tower will deal 1 to
2 points of damage, while gour dZ8 tower will deal 1 to ZA@
Foints (plus bonuse=2 . To balance this, each type of tower alzo
has a different radius of attack, with your weakeyr towers
having the widest radius.

You zan, if gyou wizsh, plagy Dice Defense by only matching dice.
Your dice towers will attack enemies automatically and gou' Ll
Just zone out. Easyg. But if you wish to take a more active role
in your defense, there are a few additional actions gyou can
take to give gourself an extra edge:

Hove Towers - gyou can drag ang of gour towers to another
tower position to swap their positions. This iz important when
considering your range of attack and relative damage or Status
Effects. You zcan swap positions either during plag or while
time i= halted.

Switch Damage Type - the icons beneath each dice tower
indicate if it's attacking with Spell (the blue/purple diarmond?
oF Weapon Cthe greyg fist) damage. You can click on the
opposite suymbol to switch the tupe of damage that tower deals.
Thiz can be done either doving plag o while Ltime is halted.

Upgrade Towers - at anyd time, Jou can pause the game and
Upgrade gouyr towers with additional abilities at the cost of GP.
See the “Defense Upgrades* section below for full details.

Use Dice Ultras - these work the same as in the normal game,
but gyou kit the activation point much more aoften in Dice

ODefense, =0 they can be a more integral part of your strategy.




You can howver over the damage type icons to =ee the total
darmage dealt by a dice tower, including both your Fank bonuses
and ang upgrades purchased. Spell and Weapon damage is always
an identical amount, but remembeyr to pag attention to gour

enemd Fesistances.

_ Name:/he Defender ‘- 3 Max HD:1}
. Race:Demi-fluman Level:§
Class :Pef ender

BB ERBA S
| A l_» &&@}

5 &-@@&E)
AB [ 6B »B [o]
- A ERL @ EEAD
: &a\]&@)
@&!&M

TP NLRAD.

Peuer @f@ﬂm in @LEBEE@

FLiao QPO

- @Fe @®:
&3 @ S l
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The other differences in Dice Defense Mode compared to the =
standard game are:
e Power Drain is present - at regulayr interwvals, the stock of
dice gou hold the most of ¢as long as it i=s abowe 18 dice of that
@ typel) will be drained by 28%.
e Your character's Stats don't hawve ang impact in the game.
= B2
e The only elements of your Character Sheet that enemies attack
are gour HP and GP. ot
e You zcan't earn and Gems. l

You hawve B x different Dice Ultras available at the start of the
game. After you use ang of these, you can =till use the
standard Dice Blast a= in the normal game.

While time i=s halted, you cannot see your dice trag. Since the
main thrust of the game is= matching dice, it would be too easy
to hunt for matches in this wayg.

When gou die, you will be presented with a death screen that
operates exactly Llike the one in Endless Mode, including a

g8




leaderboard Just for Dice Defense, o please see the Endless
Oeath section for those details.

[Anonumous Usewv: Aemember to use your Oice Ultras snd Dice
EBlasts st aptimal times! Hit gour Oice Bloom and Loose Changes
35 early a= possible. ]

Defense Upgrades

Ouring a Dice Defense game, halting time by pressing TAEBY will
present you with various Upgrade options for each of your

towers. While on this screen you can also drag your towers to
swap theivr positions, oF click the Spellflleapon damage tupe
buttons, the zame as when unpaused.

TIME
HALTED

SETTINGS/
GLOSSARY

mmer 3 K I IHEKE IS NO

L er ] HONOR IN

.
PR ¥ DefFenperl

1006P
¥ 750GP

Peuwer RPDrain in ©@Q8S4@

STl A B¢

When gou zan afford an Upgrade, the cost box will turn green.
Click on this to apply that upgrade to that specific dice tower
Oamage and Speed can be updated multiple times, while the
Status Effects only need to be purchased once. The upgrades
available are:

Damage - adds 1 point of damage to every attack by that dice
tawer.

Speed - increazes the rate aof fire for that dice tower.




Poison - adds the Poison Status Effect to each shot from that
dice tower.

Weak - adds the Weak Status Effect to each shot from that dice

tower,

Uulnerable - adds the Wulnerable Status Effect to each shot
from that dice toweyr.

Slow - add=s the Slow Status Effect to each shot from that dice

toe .,

While paused, if you want to view the plaging field below the
uUpgrade panels, click the “Toggle Upgrade Panels* button to
hide them. Click it again to bring them back.

[(Anonumous Usey: /t's 53 good strategy to increasse damage orF
gdd Status Effects to your wesker towers, and upgrasde spesd
an Your stronger ones. ]

Co-op Scenarios

Each Game Module has @ Co-op Scenarios to plag online with a I
friend Yor a stranger!?. There is also a Co-op Endless Mode for -
each game, with its own leaderboard.

CO-OP MODE

HOST GAME [ATTACK ROLE] JOIN GAME [DICE ROLE]

CONTROL YOUR TEAM'S SHEET COLLECT YOUR TEAM'S DICE




Co-op Gameplay

Plaging co-operatively splits the game’s ryoles among two

Flavers - one plagyey controls the Character Sheet, including
its weapons, spells, items and mercenaries; the other plaver
controls the dice, including making matches and using Dice
Ultras. This allows each plagey to focus on theiv preferred
plag stule and not worry about the rest.

You need to cooperate closely to succeed in co-op scenarios -
communication can be key., Examples aof where both pladers neesd
to coordinate are:

The sheet plader requesting which dice they need for the
actions they want to use.

The dice player collaborating to determine the best timing for
Oice Ultras and blast matches.

e The dice plader using downtime to examine enemy Fesistances

and weapon parameters to suggest which actions to take.

3
e The dice player keeping an ede out for enemies to help guide
the sheet plader aon attack priorities. l
=

[Anonumous Usey: /t's grest to have 5 friend to help me bash =
these damn pixel monsters/!]
Co-op Lobby - Host

=

k=l If you want to control the character sheet, you need to Host =
the game. The plader who Joins gour game will control the dice.
First click the Host Game button at the top of the Co-op HMode =

SCFEen. l




CO-OP MODE

JOIN GAME [DICE ROLE]

SCENARIO

§ Co-oP ENDLESS
MoDE

1. RAISE THE
ALARUM

2. THE GATES OF
KHANHOLD

3. THE WAITING
SANDS

4. THE DARK
CRATER

5. THE
DEVOURING TIDES

6. WILDHAVEN

. A never-ending challenge for high
53 THE
REVZLATE:): P1ANES b scores as ateam.

You can choose either Game Module and then choose the Co-op
Scenario you wish to play. Endless Maode is the default
selection.

Ly

ol can click the blue buttons to change your game lobby to be
eitheyr:

Public - =0 that anyone can Join 4our game.

Private - o that only people on dour Steam Friends List can
szee your lobby.

Hote that you can switch Scenarios o changes the lobby tups
(Public/Privates without zlosing the obby, ewven after players
have _joined.

Click “0Open Lobby® and gour game will be auvailable for plavers
to Join.




CO-OP MODE

~ JOIN GAME [DICE ROLE]

#§ Co-op ENDLESS
g MoDE

1. RAISE THE  /
4 ALARUM 7

$ ‘2. THE GATES OF /
b KHANHOLD |

3. THE WATTING - . > i ¥ Waiting for another
SanDS = S N Player...

e
5. THE / 1 e 4 A
DEVOURING TIDES r
) /
6. WILDHAVEN '
~— . B Anever-ending challenge for high
7. FEAR THE ¢
REVELATION PLANES . scores as a team.

H list of your Steam Friends will also appear - click one to

4. THE DARK  / !
CRATER J - T =yl —

CLOSE
LOBBY

Click a Friend to Invite!

m

send therm a message wia Steam informing them that you have a
= gJarme waiting to play

|
JOIN GAME [DICE ROLE]
SCENARIO

S MOBULE S VL g VOICE CHAT * D
Co-opP ENDLESS y —
: MoDE s v — : “Vorce ]

1. RAISE THE  / . 4 3.2 Music |}
d ALARUM JE sy . i 7

7

% 2. THE GATES OF /
KHANHOLD

3. THE WAITING = = 2 Player]oined:
SaNDS = > Anonymouse

4. THE DARK  /
CRATER
5. THE
DEVOURING TIDES

6. WILDHAVEN
_—— [l Anever-ending challenge for high
7. FEAR THE '
REVELATION PLANES scores as ateam.

When a player Joins dour lobbg, it will list that pl
and allow gou to either s=tart plagding oF to close t




You can also enable oy disable Uoice Chat by clicking on the
button top-vight. When enabled the speaker icon will turn
areen Lit is dizabled by defaulty . Use the sliders to adjust the
uoice and music volumes,

There is a text chat field in the top-right - click the field,
tupe gour message and hit enter to send it to the otheyr plager.
Their messages will also appeayr here. The text chat remains
when entering the game, and can be used to communicate while
Flaging if you don't have a microphone for voice chat,

If you hawve previously completed a Scenavrio, a gold diamond
badge will appear on the Scenario’'s button and aon the cowveyr
image.

" Campaign Module AIC1T 4
1. RAISE THE
ALARUM
! .
EE
I
-
-
=
- -
e
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Co-op Lobby - Client

If you want to control the dice, you need to Join a 9ame that
another plader iz hosting. Click the Join Game button at the top
of the screen.

CO-OP MODE

CAME MopuLE All

’Anonymouse

o
A never-ending challenge for
Select a Lobby to view JI e RL-EI -
-
On the left, gou will see a list of lobbies available to gou. You
can filter this list to only show lobbies plagding the Game
Module gou want, o view them all - the thumbnail to the left of
the lobby owner's name will show what game they have
selected.
=
= Click Public or Private to change whether you zee lobbies that -
are set to be visible by any plaver, or to see lobbies that are
et for friends-only visibility by gour Steam friends. =)
Hrranmnging a Private game makes it easier to find the lobby. l

Clicking the Lobby mame will show gouw which Scenario the host
has currently selected and displagy a Join Lobby button. Click
this button to enter the lobby.




NAVEXE LIRS R I I homeland at a decisive battle among the
you're already in one! Silent Ruins

HOST GAME [ATTACK ROLE] ! JOIN GAME [DICE ROLE]

VACANT LOBBIES T ey )
GAME Moputk All : ' Thewaiting Sands

CO-OP MODE

o

annnnnif]

nf]

Waiting for game to start...

LEAVE LOBBY

R LY EIEUCIIE R (obby of Anonymouse

| Celador's Quiet Desert has been just that for centuries - quiet. |
Home to nomads and tribes that held a fragile peace
across endless stretches of sand. Until now.

As a Disraka Monk, protect your tribal

o |

H=s when hosting, dJou will hawve the option to toggle Woice Chat
on, change wolumes and use the text chat box Cwhich Fremains

active during gameplag? . You can also leave the lobby if gou
choose oy, if anotheyr open lobby i=s in the list on the left,
suwitch to a different lobby. I
=

When the host decides to start the game, Jyou will be pushed =
into play mode.
While in plagy mode, as a client there are a few differences
aside from the general co-op gameplay discussed abowve:

. There is a OrFain Power mechanic active, similar to the Dice =
ODefense mode - at regulayr intervals a portion of your highest
stock of dice will drain away. Howver owver the OFrain Power -
tooltip to see the details. l

D Mou cannot Halt Time as a client. If you press THE, howewveyr, gou

can still access the pause menu functions, i.e. changing Youy
settings o quitting the game Cwhich forces the host to alsao
quity.

If the host Halts Time, gour gameplag will also freeze.

If the host quits the game, it will force you to also leave. You
will both return to the Lobby.




Afterwvord

A mas=sive thank gou to all the people who helped bring
Croz=0ver: Roll For Initiative to Llife (check the credits page
in-game on the Info menu for those awesome folk!) and to all
the plagyers who gave feedback along the wau. Endoy plaging!
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