
DEMO

A Battle of Wits, Courage, and Luck



The Great Big Bad is a card-based strategy game.
 In this game, players build a roster of heroes to send on quests to 

save the world before time runs out, or every hero has fallen. 
 30 heroes designs with unique problem-solving abilities
 FULL GAME, the final will have flavor text, an optional digital 

interface, and optional story

 What you’ll need to play (demo):
 1 - 5 players
 1 deck of 52 playing cards  
 at least one 20-sided-die
 14 Poker chips
 Pen and paper, of course

Warning 
Card 
Games
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CREATORS:
Tyler Andrus

Dean Bramley

Robert Athienitis



 The purpose of the game is for the players to save the world 
while at the same time keeping the citizens adequately 
entertained, simple enough right?

 So you must face treacherous “BADS” (bosses) while balancing
matches in the colosseum, in true anime style.

 There are 5 rounds, each contain 3 days.

 On the third day, a tournament match takes place
 Two players can fight or one player can fight one BAD (a non-player 

boss)

 If no one can fight in the tournament, the game ends, BADS win

Warning 
Card 
Games
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Clerics

Warriors

Science

Treasure



 COMBAT(M) 400
 Rapid attack
if his first attack hits, all 
others do as well

 Defend    500

 Endurance 4

 Prophesize
 Bargain

Offer/Collect money 
To overcome
Obstacle
Roll D20
+13 success (13 
fails)
14-15 low price
16-19 high price
20 All your monies

damage per 
attack (M) = 
melee damage

Blocking is 
important, but 
limited. He can 
only block a 
total of 500 
damage per 
day, directed 
at anyone

Archetypal Ability: 
Prophesize, 
increase
a dice roll of 
your choice

Number of 
moves he can 
Make per turn

Ability

Health:1,600
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PVP (Max) Every “move” is executed at once 
at the end of the turn, but what order decisions are 
locked in at happens lowest to highest

PVB (Max) BADS always go first

How the Battles work

1 - 10
11-20 21-30
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Any round there 
Is Not a
competing 
Player, 1 BAD
Enters the Arena

21 3

Overview



 Split up the deck into the four 
suits

 Put cards A-10 of clubs, 
spades and hearts into a 
pile and shuffle
 This is the “draft deck”

 The diamonds are used later

 Roll a D20 to determine who
draws first first
 If it results in 3 draws in a row

I guess you can thumb war

Card Games 
Imminent!
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 First player draws 1 card per 
player in the game
 That player puts 1 in their 

hand and then passes the rest 
of the cards clockwise

 The last person in the draft 
can choose to draw 1 card 
from the draft deck, he/she 
must take it, and then place 
the card he/she was 
originally given on the bottom 
of the draft deck

 There are always 6 rounds of 
drafting regardless of how 
many players there are

Card Games 
Imminent!
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 Diamonds A-9 are to be 
randomized and spread out 
as so, face down.

 Gather the Jacks, Queens,
and Kings of Clubs, Spades, 
Hearts (9 cards)
 Randomize and then place

them on top of the diamonds,
face up

 The players know what 
bosses they face, but not 
which treasure they drop 
upon defeat
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 Only on Day 1/1 (day 1, round 1) 
each player has the choice to offer 
a trade to another payer
 (So, if you drafted only scientists,

you can offer a trade to a player 
for a spade, and then another
player can offer to trade you a
club for another one of your 
scientists)

 Winning a tournament match wins 
you one poker chip, beating a 
BAD gains you 1 poker chip and
the treasure it guarded, beating a 
bad in the tournament wins you 
two poker chips and the treasure 
it guarded

 If when the tournament ends all of 
the BADS are defeated, the winner 
is decided by who has the most 
poker chips or Glory Chips. 
Otherwise, the players have 1 
more day to slay the remaining 
BADS or lose

 Whoever draws “Jekyll” must 
participate in the first round of 
the tournament

Card Games 
Imminent!
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 Day1
 Prep! (Choose as many as you like) 

 1. Equip a hero with an item 
 2. Use an Item on a Hero
 3. Create an item, either through crafting or cooking

 Day 2 Quest
 The player with the lowest number card (Ace low)  

has first dibs, then goes clockwise, you cannot select 
a BAD that is ABOVE the round you are currently on

 Players can then choose to fight them in a quest 
battle, each player can initiate one quest each time it 
is the 2nd day

 DAY 3 (BATTLE)
 Two players can fight or one player can fight one BAD 

(a non-player boss)
 If no one can fight in the tournament, the game ends, 

BADS win
 Any round there Is Not a competing Player, 1 BAD 

Enters the Arena, roll a DIE, nice and RANDOM
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Clubs Spades Hearts
C1. Peter - scout S1. Eddy - Assassinate H1. Blane - Boom

C2. Witney - heal S2. Warren - 7 Blades H2. Reta - Rocket Legs

C3. Howey - Bargain S3. Rene - Demand Justice H3. Elena - Revive

C4. Amelia - Interrogate S4. Sherpa Jim - Bartend H4. Elon - Really Big 
Laser

C5. Planter – Guts! S5. Barry & Terry - BFF H5. Monte - Winged like a 
Buffalo

C6. Robert - Explore S6. Ms 19 - Leap of Hope H6. Chanceler - Rick-a-
re-roll

C7. Gerald - Conquer S7. Kent - VIP H7. Terminos – Over 
Designed

C8. Dango - Silent Shift S8. Leo - Chi Punch H8. Sam - DYKHTUOOT?

C9. Jekyll - Fate Stealer S9. Guiche - Grapple H9. Forte - Sound Burst

C10. Proto - Recover S10. Sila - Gaze of Taiga H10. Rahey – Colossus

30 heroes 3 flavors
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Diamonds - Treasures

D.1    Ancient Blaster – Give the equipped hero gains range as an option, 
and does 100 extra damage

D.2    Wheely shoes – Equipped hero has dodge 13

D.3    Soulixer – Once per game, Equipped hero comes back from the dead 
immediately with 200 health (destroy after)

D.4    Harmonizer – Equipped hero gains half the damage of target hero

D.5    Alien Gravity Dampener – Equipped Hero is immune to sound attacks, 
and does not take damage from pogo shoes

D.6    Quantum Cube – Equipped hero can reroll a roll once per day

D.7    Frequency Finder – Equipped hero can go to any quest

D.8    Rose of the Name – Equipped hero becomes any other card for one 
move (destroy “Rose of the Name” and the equipped hero after use)

D.9    A Form Impetuous – if you have less poker chips then your opponent, 
all characters do an additional 100 damage on the first round

13 Quests to tests your might Basically, 
Items!



REVIEW THE 
CARDS

 Look to see which cards you have drawn and 
what their stats/abilities are

 Players use these cards to form “parties”, you 
can only have one card of each suit in a party

 Then they can embark on quests, or in the case 
of demo scenario, also go for tournament battles
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THE CARDS
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 COMBAT(M) 400
 Rapid attack
if his first attack hits, all 
others do as well

 Defend    500

 Endurance 4

 Prophesize
 Bargain

Offer/Collect money 
To overcome
Obstacle
Roll D20
+13 success (13 
fails)
14-15 low price
16-19 high price
20 All your monies

damage per 
attack (M) = 
melee damage

Blocking is 
important, but 
limited. He can 
only block a 
total of 500 
damage per 
day, directed 
at anyone

Archetypal Ability: 
Prophesize, 
increase
a dice roll of 
your choice

Number of 
moves he can 
Make per turn

Ability

Health:1,600
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 COMBAT(M) 200

 Dodge 10
 (Roll D20, if 
above 10 negate 
damage directed 
at this hero)

 Endurance 5

 Prophesize

 Scout
 At the end of the 
day, Look at the 
loot card of any 
1 quest

Health:1,000
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 COMBAT(M) 500
 Whoever is struck 
cannot attack next 
round

 Defend  800

 Endurance 3

 Prophesize

 Healing Sword
 Turn damage into 
healing, whoever 
is healed cannot 
attack next turn

Health:1,400
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 COMBAT(M) 400
 Rapid attack
if his first 
attack hits, all 
others do as well

 Defend    500

 Endurance 4

 Prophesize

 Bargain
Offer a hero 
trade once per 3 
days.

Health:1,600
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 COMBAT(M) 600
 Rapid attack

 Dodge 9
 (Roll D20, if 
above 9 negate 
damage directed at 
this hero)

 Endurance 3
 Prophesize
 Interrogate  
 When played, 
during a quest, 
Look at the 
treasure card of 
that quest. 

Health:1,800

20



 COMBAT(M) 300
 Decrease the combat 
damage of whoever is 
struck, the amount 
decreased is this 
hero’s combat damage

 Defense 300
 Endurance 2
 Prophesize
 Guts!
 Can be used one per 
day at anytime, and 
does not count as an 
action by this hero

Roll a D20
1-10 Heal any 1 hero 
300
11-18 Heal any hero 
500
19 Heal a Hero to Full
20 Fail

Health:800
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 COMBAT(M) 700
 Can only attack 
once per turn

 Parry 10
 Roll D20, if over 
10, damage on one 
attack is negated 
and half of the 
damage of one 
attack is dealt 
back to the 
attacker 

 Endurance 3
 Prophesize
 Explore
 This hero can enter 
any quest on the 
board.

Health:1,500
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 COMBAT(M) 500
 This card cannot miss 
a target on the ground

 Parry 7
 Roll D20, if over 7, 
damage on one attack 
is negated and half of 
the damage of one 
attack is dealt back 
to the attacker 

 Endurance 4
 Prophesize
 Conquer
 This hero cannot be 
played unless Robert 
has won a tournament 
match.

 If Gerald has the 
highest health of all 
opponents combined at 
the beginning of the 
encounter, you win the 
encounter

Health:2,100
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 COMBAT(M) 600
 Roll a D20 for 
each attack, 
unless it is 7 or 
17, his attack 
cannot be dodged 

 Stealth 
 This card cannot 
be targeted for 
attack unless he 
is only member of 
the team left

 Endurance 1
 Prophesize
 Silent Shift
 Him and one other 
hero can flee a 
fight immediately 

Health:500
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 COMBAT(R) 200 + ?
 This card’s combat 
damage is equal 200+ 
to the number of 
fallen heroes 
multiplied by 100

 Immortal-ish
 This card cannot die 
unless someone rolls 
7 or 17 while his 
health is 0.

 Endurance 1

 Prophesize

 Fate Stealer
 Once per game, gain 
one non-archetypal 
ability of another 
hero, that hero 
cannot use that
ability until Jekyll 
falls.

Health:1,000
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 COMBAT(R) 200
 Whoever is struck 
cannot use their 
ability next turn

 Dodge 5
 (Roll D20, if 
above 5 negate 
damage directed at 
this hero)

 Endurance 1

 Prophesize

 Recover
 Once per game, 
Proto becomes a 
fallen hero

Health:200
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 COMBAT(R) 500
 Whoever is struck 
cannot use their 
ability next turn

 Dodge 12
 (Roll D20, if above 
11 negate damage 
directed at this 
hero)

 Endurance 1
 Crit 17
 Once per attack, 
Roll D20, if above 
17,the attack double 
damage

 Assassinate
 The first attack of 
this card cannot 
miss

Health:1,100
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 COMBAT(M) 600

 Perfect form
 All damage done to 
this card is 
halved

 Endurance 2

 Crit 17
 Once per attack, 
Roll D20, if above 
17,the attack 
double damage

 Seven Blades
 Can become ranged 
7 times per game 
(does not reset if 
recovered)

Health:1,900
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 COMBAT(M) 200 + ?
 The combat damage 
of this card is 
equal to 200+ the 
amount of damage he 
has taken

 Perfect form
 All damage done to 
this card is halved

 Endurance 4
 Crit 17
 Once per attack, 
Roll D20, if above 
16,the attack 
double damage

 Demand Justice!
 The card that kills 
Rene takes 600 
points of damage 
immediately

Health:1,200
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 COMBAT(M) 300
 Rapid attack

 Wait just a minute
 The first time any 
damage is directed 
at this card per 
fight, negate it

 Endurance 2
 Crit 18
 Once per attack, 
Roll D20, if above 
16,the attack 
double damage

 Bartend
You can choose to 
Trade this hero for 
one that has fallen, 
that hero is 
recovered, and Sherpa 
Jim is now fallen

Health:1,400
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 COMBAT(M) 200
 If neither have 
fallen, attacks 
hit twice

 Defend 500
 Endurance 4
 Crit 16
 Once per attack, 
Roll D20, if above 
16,the attack 
double damage 

 BFF
 When damage is 
dealt to any card, 
you can decide if 
it hits either 
Barry or Terry 
instead

Health:1,100

600
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 COMBAT(M) 600

 Perfect form
 All damage done 
to this card is 
halved

 Endurance 2
 Crit 7
 Once per attack, 
Roll D20, if 
above 7, double 
the attack damage 

 Leap of Hope
 Give up one 
Glory chip, this 
card can attack 
as if it was 
ranged for one 
attack

Health:1,400
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 COMBAT(R) 400
 Rapid

 Dodge 8
 (Roll D20, if 
above 8 negate 
damage directed at 
this hero)

 Endurance 3
 Crit 13
 (Once per attack, 
Roll D20, if above 
13, double the 
attack damage) 

 VIP
 If a card is at 
half health of 
less, you can 
switch it out with 
this one 
regardless of the 
card type

Health:1,300
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 COMBAT(M) 400
 The target of his 
attack must 
attack him until 
he has fallen

 Defend 400
 Endurance 3
 Crit 15
 (Once per attack, 
Roll D20, if 
above 15, double 
the attack 
damage) 

 Chi Punch
 Exchange 800 
health, the next 
attack cannot be 
dodged or 
defended against

Health:1,600
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 COMBAT(M) 300 + ?
 Can borrow the 
combat strength of a 
hero in your hand 
that is not in play

 No defensive

 Endurance 1
 Crit 10
 (Once per attack, Roll 
D20, if above 10, 
double the attack 
damage) 

 Critting
 Once per fight, make 
his attack 
automatically a crit, 
after hit is confirmed

Health:1,500
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 COMBAT(M) 400
 Rapid Attack

 Dodge 8
 You get what this does by 
now right?

 (Roll D20, if above 8, 
negate damage directed at 
this hero)

 Endurance 5
 Cannot Crit

 Gaze of Taiga
 Roll a D20, if it is 
above 15, Exchange 800 
health and embolize enemy 
for one turn, bring 
flying things to the 
ground

Health:2,000
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 COMBAT(Eplosive) 600
 Roll a D20 for Every 
card on the field. 
Must be above 14 not 
to be hit

 Hit the Deck!
 one card does not 
need to roll to 
avoid her combat 
damage (chosen 
before attacking)

 Endurance 1
 Invent – Combat
 Friendly cards get 
100 extra Combat 
Damage (does not 
include Blane)

 Boom
 When D.1 is equipped 
to Blane, grant the 
ability a card in 
play “Boom” at the 
start of a fight.

 If their first 
attack hits, it does 
double damage (does 
not stack with crit) 

Health 700
Treasure: D.1
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 COMBAT 000
 No weapon

 Stealth
 This card cannot be 
targeted for attack 
until it is the only 
party member left

 Endurance 1
 Invent – END
 When played, 
Friendly cards get 1 
extra END (including 
Reta)

 Rocket Legs
 When D.2 is 
equipped to Blane, 
give a card “Rocket 
Legs”. Until given
to another card

 Rocket Legs gives 
the card Dodge 5

Health 700
Treasure: D.2
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 COMBAT (R) 100
 Rapid Attack

 Parry 17
 Roll D20, if over 
17, damage on one 
attack is negated 
and half of the 
damage of one attack 
is dealt back to the 
attacker 

 Endurance 4
 Invent – Wonder Meal
 Can create 3 meals per 
day, each meal 
increases the health 
of a hero by 200 until 
the end of the day

 Revive
 If Elena is equipped 
with D.3, with 2 
days of prep, can 
recover 1 hero from 
death

Health 700
Treasure: D.3
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 COMBAT (R) 300
 Always hits flying

 Get ready
 Any hero defending 
Elon Takes half 
damage to their 
defend.

 Endurance 1
 Invent – Scope
 When played, Friendly 
cards’ Ranged Attacks 
gain 300 damage 

 Really Big Laser
 if equipped with D.4, 
when played can activate 
“Really Big Laser”, 
after 5 turns, as long 
as at least one person 
in the party is alive, 
deal 2,000 damage to 
target, cannot be 
defended or dodged.

Health 700
Treasure: D.4
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 COMBAT (R) 000
 Flare an enemy, 
negating one attack

 Get Ready
 Any hero defending Monte 
Takes half damage to 
their defend

 Endurance 1
 Invent – Pogo Shoes

 Can equip 1 hero at a 
time with pogo shoes, 
the user becomes flying 
and ranged for a turn, 
and then next turn takes 
400 damage and cannot 
make a move

 Winged like a buffalo
 if equipped with D.5, 
can grant a Hero the 
ability “Winged like a 
buffalo” until it is 
Given to another hero

 It is like pogo shoes 
but the hero does not 
take damage

Health 600
Treasure: D.5

41



 COMBAT (R) ?
 Roll a D20 
 1-5 75
 6-10 150
 11-15 300
 16-20 600

 Dodge 9
 (Roll D20, if above 
9 negate damage 
directed at this 
hero)

 Endurance 2

 Invent – Crit Holder
 When played, once 
per fight, you can 
negate a crit and 
gain a “crit token” 
to automatically 
crit once whenever 
you like

 Rick-a-Re-Roll
 if equipped with 
D.5, once per day, 
reroll any roll

Health 700
Treasure: D.6 42



 COMBAT (R) 300

 Combat (M) 300

 Defend 1,000

 Endurance 2
 Defender
 Can defend 2 Heroes 
with per 1 END

 Over Designed
 This hero can be 
equipped with as 
many treasures as 
you want

 Cannot be recovered

 Cannot be frozen

Health 1,000
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 COMBAT (R) 400
 Rapid Attack

 Dodge 13
 (Roll D20, if above 
13 negate damage 
directed at this 
hero)

 Endurance 2
 Soul Survivor
 If on the field alone, 
he does 600 damage per 
attack

 DYKHTUOOT?
 Do You Know How to 
Use One of These? 
Hand another hero a 
gun, they are 
ranged and deal 400 
damage per attack

Health 1,500
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 COMBAT (Sound) ?
 Starts at 200, 
gains 200 each time 
his attack is used

 Clear Target
 While he is on the 
field, The enemy always 
directs their first 
attack at him per turn

 Endurance 2
 Invent – Ear Plugs
 When played, Forte 
and other friendly 
cards are immune to 
sound attacks

 Sound Burst!
 if equipped with 
D.5, once per day, 
whether in the hand 
or on the field, 
Deal 200 damage to 
one target

Health 900
Treasure: D.7
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 COMBAT (M) 300
 Defend 600
 Endurance 2
 Invent – Pearl 
Armor
 Once per game, Give 
a hero 300 more 
health

 Colossus
 Once per game, When 
played while 
Terminos is not in 
play and is equipped 
with 7/9 treasures, 
Rahey and Terminos
combine, become a 70 
foot robot colossus 
that auto wins a
battle target

 This ability 
destroys terminos

Health 900
46



 BAD
 Auto dodge 9
 When attacked, 
roll a D20, if 
over 8, negate 
all damage 
directed at this 
card

 Combat (M) 400
 Combat (R) 900
 Whoever is struck 
cannot use their 
ability next turn

 Endurance 3
 False Future
 While on the 
field, all rolls 
are decreased by 
3,except for FATE

Health:3,200
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 BAD
 Rift on/off
 When attacked, 
rift turns on and 
she will not be 
hit by the next 
attack, but then 
will get hit by 
the next attack 
after that, so on 
so forth

 Combat (M) 700
 Combat (R) 700
 Endurance 3
 Treasure hunter
 Once per fight, 
whoever is struck 
losses their 
treasure, it is 
not equipped to 
Sephta, but will 
be stolen if she 
wins 

Health:3,600
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 BAD
 Is in flight at the 
start of the battle

 Combat (Sound) ? 
Starts at 400, 
gains 100 every 
time he uses his 
attack, hits all 
heroes

 Combat (R) 500
 When grounded or 
unable to cause 
damage with sound

 Endurance 2
 Soul Brother
 Once Defeated, 
whoever has 
Peter, if he is 
alive, Helter
joins your team!

Health:2,500
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 BAD
 Is in flight at the 
start of the 
battle, cannot be 
grounded until 
below 1,000 health

 Combat (R) 400 
Cannot be defended 
against, target 
cannot make a move 
next turn

 Endurance 1
 Chilled to the Bone
 If a hero is hit 
with his attack 
while frozen, 
instant death to 
that hero

Health:3,100
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 BAD
 Get Good
 Cannot be hit by ranged 
attacks

 Combat (r) 600
 Whoever is struck 
cannot dodge for the 
rest of the day

 Endurance 3
 When all else fails
 If his health is below 
400, he runs away, 
ending the encounter

Health:2,000
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 BAD
 Equalize

 When engaged, this card 
has equal attack power 
to card with the 
highest combat power in 
play.

 Combat (R) ?
 Auto Parry 14+1

 when attacked Roll D20 
than add 1, if he 
succeeds, half damage 
to the attacker, 

 Endurance 2
 Laser Eyes

 Amazing laser beams 
thanks to bear god, 
cannot be dodged

Health:2,800
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 Always flies 
whenever 
possible

 Combat(R) 1,000
 This card 
attacks all 
enemies at 
once, if they 
are on the 
ground, 
otherwise, one 
by one

 Endurance 1

Health:4,000
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 BAD
 Perfect Form
 All damage done to 
this card is halved

 Combat (M) 900
 Cannot be dodged

 Endurance 3
 False Future
 While on the field, 
all rolls are 
decreased by 
3,except for Luck

Health:3,000
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 BAD
 This card gains 200 
health for each 
fallen hero

 Perfect Form
 All damage done to 
this card is halved

 Combat (M) 1,000
 Cannot be prevented 
except by parry

 Endurance 1
 Gaze of Taiga Counter

 Whenever a hero takes 
flight, Roll a D20, if 
it is above 11, 
renault Exchanges 400 
health, brings flying 
things to the ground

Health:2,500
+
?
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 You can have 1 card of each suit on the field at a time

 The enemy goes first, in the case of Gier he would spend the first turn taking off 
and flying, but he can be hit by melee attacks for that turn

 How do attacks work, and Who gets hit by attacks? Say Jack is shooting at you, 
 roll a dice for each attack, three in this case
 1-6 hits Clubs
 7-14 hits Spades
 15-20 hits Hearts

 Once the player’s heroes have made a move, which will always be after the bad 
makes their move (so that you can defend, dodge, parry ect.), then the moves all 
happen simultaneously, then next turn of combat begins with the bad making a 
move again
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USEFUL 
ANSWERS

 Fallen Heroes: any hero card that has 0 
health or less

 Can multiple players have heroes in one 
fight?
 Yes, the poker chip for winning goes to 
however put in the spade, the treasure for 
winning goes to whoever put in the heart, 
if only a club and a heart are in play, 
poker chip and treasure go to the player 
who put in the heart

 Combat order – incase unclear
 Moves are chosen based on the number of the 
card, bad moves are always locked in first,
then execution causes all moves to
simultaneous

 Exception being when Gier takes flight, you 
get the chance to hit him with melee before 
he has a chance to get up in the air
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PLAY, 
CREATE, 
QUEST!

 “The Great Big Bad” can be customized by players to create 
fun and memorable adventures.

 Thank you from the bottom of our hearts… clubs, and 
spades
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CREATORS:
Tyler Andrus

Dean Bramley

Robert Athienitis
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