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Game Description:

Diamondo is an exciting new kind of board game for all ages.  Players take turns rolling a die and moving their token around a board filled with cards.  When they land on a card, the player receives whatever is under that card, good or bad.

The object of the game is to fill your diamond case with 10 diamonds and exit the diamond mine.  Exits only become available to players who have 10 diamonds.  The first player to reach an exit wins.

You start the game with 6 gem shields, which protect you from the other players in the game.  If you lose all of your shields, any player can take you out of the game by landing on your spot.


There are many different cards on the board.  Some cards give you diamonds, remove shields.   Some give you an opportunity to steal diamonds from other players (or have diamonds stolen by other players).  Some offer exciting bonus games, and some offer special surprises and perils.
The Player Block:

The player blocks are at the bottom of the screen, and show the statistics of all active players.  It shows your player’s name and character picture (both of which you can change).  The current player (whose turn it is) will be highlighted, while all other player cards will be faded.  Here is the layout of the player block.
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Player Block shows a character named Jason with 6 diamonds and 4 shields.
The Main Menu:

From the main menu, you can start a New Game, Save a game-in-progress, or Load a previously-saved game.  The Resume button resumes a game that is currently being played (if, for example, you went to the Main Menu to Save the current game).  There is also an Options button which allows a few of Diamondo’s settings to be changed, and an Exit button.
New Game:

The New Game menu helps you prepare a new game of Diamondo.  Use the Player +1 and Player -1 to set the number of players participating in this game.  The Player Blocks will have some extra buttons on it during this time.
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Click inside the name box to enter or change the character’s name.  Use the symbol buttons, located on either side of the character picture, to choose from the 10 available pictures.


Player 1 must be human.  For players 2 through 4, use the Human / Computer button to select what kind of player this is.  If the button reads “Human,” that means the player is a person like yourself, who will be playing the game with you.  If the button reads “Computer,” that means the computer will control this opponent (the character picture will automatically change to a robot).  
Warning:  The computer opponents are pretty smart, especially when it comes to stealing diamonds from other players!

The Game Board:
This is the game board.  The light-brown squares represent the paths within the diamond mine, and the red diamond squares are the cards (face-down, of course) that you can pick up.  The dark-brown squares are walls within the diamond mine (you cannot go there).  The dark green spots are the exits, which are blocked until a player fills his diamond case with 10 diamonds.
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Game board with 3 players.  The light-brown spots are spots where cards have already been taken.
When you roll the die, the die will show you how far you can move.  You can move your token that many positions in any direction on the board.  After you roll, all eligible spots will be highlighted, and you can hop directly to any highlighted spot by clicking on it.  You don’t have to move in any specific sequence, and you don’t have to move 1 spot at a time.  However, you cannot remain in the same spot you already occupy.
Once you choose, your token will move to that spot.  If the spot you click has a card on it, you will receive that card.  If you land on a spot without a card, nothing else will happen.
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The red player, Jason, has rolled a 4.  All spots within 4 moves of his current spot are highlighted.

Once you have completed your move, click the “Pass to Next Player” button to end your turn.  This gives you time to read any tips that appear on the screen with your card.
The Cards:
As you explore the diamond mine, the cards will help get you closer to your goal of winning the game… or closer to your demise.  These are the cards of Diamondo.
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The Diamond card.  This card gives the player 1 of his 10 needed diamonds.  There are also Double Diamond and Triple Diamond cards.
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The Lose Shield card.  The player loses one of his six shields.  If a player loses all of his shields, he becomes vulnerable, and any other player can take him out of the game simply by landing on his spot!  Note, getting this card has no effect if all of your shields are already gone, unless you are the only player left.  If you are the only player left and you get this card, your game is over.
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The Exit card.  The exits are the 4 dark-green “X” cards in the 4 corners of the board.  The exits are only available for players with a full diamond case (10 diamonds).  If an exit is available to the current player, the card will show a light-green “Exit” instead of the “X.”  The first player to turn over an exit card wins the game.
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The Trap card.  The player loses 1 turn.  The Player Block will show ropes over the player’s character to indicate that he is trapped.  If any other players land on a trapped player’s space, they will steal 1 diamond from the trapped player (each player has 2 moves in which to accomplish this).  If the player was a Hunter when he got trapped, his Hunter status ends.
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The Hunter card.  The player becomes a Hunter.  The Player Block will show a tiger head on the player’s character to indicate that he is a hunter.  If a hunter can catch any other player (land on his spot) in his next 2 turns, he steals 2 diamonds from that other player.  If a Hunter lands on a Trapped player, the Hunter rule applies and he steals 2 diamonds.
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The Ghost card.  This lets the player move anywhere on the board on his next turn. The Player Block will show the “GHOST” icon to indicate that he has a ghost card.  This card can come in handy if you are hunting another player, or are on your way to an exit.  It will automatically be activated on the player’s next turn; it cannot be saved for a future turn.
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The Trap Springer card.  This allows the player to avoid the next Trap card he encounters.  The Player Block will show the “TRAP SPRING” icon to indicate that he has a Trap Springer.  The next time this player lands on a Trap card, it will be removed with no effect, and the Trap Springer will disappear. 
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The Adrenaline Rush card.  This card allows the player to take another turn before passing to the next player.  This can come in handy if you are hunting another player, or are on the way to an exit.
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  The 8 letters of the word DIAMONDO are scattered throughout the board.  As each letter is found, that letter will light up in the title. Whichever player gets the last letter and completes the word receives a special prize.
[image: image14.jpg]


The Bonus Game card.  This card initiates one of 3 special bonus games for the current player.  These bonus games offer extra prizes and extra perils, and are described in more detail below.
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The Upset card.  There are only 4 of these cards on the entire board, and they only become available once half of the game board has been cleared.  An Upset card can change the outcome of the game instantly, for better or for worse, so when you see the shaking letters U-P-S-E-T, be wary.  If you don’t want Upset cards in your game, you can turn this option off in Diamondo’s Options menu.
The Bonus Games:


There are 3 bonus games which get activated with the Bonus Game card.  Each game offers a special chance or challenge to the current player, and the results differ for each type of game.  These are the 3 games.
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The Light Flash Game

This bonus game consist of 9 blinking lights.  If the player can click on a light while it is lit, he gets a special prize.  If the player wins this bonus game, the lights will blink faster the next time he encounters a Light Flash game.  The blinking rate is tracked separately for each player.  There is no penalty for losing.
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The Gamble Game

This bonus game consists of 8 different cards, face-down.  Four of them hold something good, and the other 4 hold something bad.  The cards are randomly placed each time this bonus game is played.  The player can click on any card to receive its “prize.”  The words “pick me!” blink on certain cards to tease you, but they give no indication on what’s beneath any particular card.
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The Match 3 Game

This bonus game consists of 6 cards, face-down.  Three of them hold blue diamonds and 3 hold red diamonds.  The player gets to click on any 3 cards to flip them over.  If he can get the same picture all 3 times, he will receive a special prize.  There is no penalty for losing.
