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Welcome, stranger! Whether this is your first 

time in Dodino Island or you’re a veteran of our 

daring and disturbing dino-riding competitions, 

we guarantee you’re in for an experience you 

have not necessarily experienced earlier. 

The document herein holds a whole role-pla-

ying adventure, ready-made to test your talents 

and temperament against one of the darkest 

dangers of Dodino - the Curse of the Doodoo 

Doll. This is a complete adventure story, 

where the dashing dinos you know and love 

will bear their brave dodos directly into 

doom, to deliver Dodino from a catastrophic 

curse!

This is not a race or a competition; it is a daring 

team adventure, where our heroes join forces 

to tackle this terrifying threat together, to evict 

evil or expire in the effort! It is a spellbinding 

story, where you and your plucky partners are 

the protagonists! Will your temerarious team 

triumph, or will you all go the way or the Dodo? 

No, scratch that. Anyway. Will You?

What is a Role playing Game?
Role-playing Games, or RPGs, are games of 

imagination, where the players enact a 

made-up story in which they are the protagonists. 

role-playing games are not competitive, and every 

player is on the same side. The game ends when the 

team has either succeeded or failed at the goal of 

the story.

 Most role-playing games have a Game 

Master, or GM; that is, a player that tells the story 

to the other players. The GM has no character 

in the story, but they are in charge of narrating 

events, describing scenes and speaking for any 

supporting characters the players meet over the 

course of the imaginary story.

 Role-playing games differ from board 

games in that most of the action happens in 

the players’ heads - they imagine the story 

and act as their characters would, with no 

need for a board or miniatures. However, 

many RPGs do use boards and miniatures to 

enhance the experience.

 While Curse of the Doodoo Doll is a 

role-playing adventure, it can be played using 

the standard boardgame rules of Dodos Riding 

Dinos - with a few modifications, intended to 

give you the full experience of a fantastic 

role-playing session.
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How to Play 
Curse of the Doodoo Doll requires from 2 to 6 

players, one of which should be the Game 

Master and narrate the story to the other 

participants. 

To play, you only need this document - which 

we assume you’re reading right now - and the 

Dodos Riding Dinos board game. A mobile device 

or pen & paper to take notes should be handy, 

but it’s not necessary. 

 Before playing, it is recommended the 

Game Master read the entirety of this document, 

including the game rules and the adventure 

itself (don’t worry, it’s shorter than an upsocl 

article), to get a feel of the story and how to 

play it.

When the adventure includes italic text (like 

this), it means the text is intended for reading 

aloud to the players. You may modify, cut or 

expand on these sections as you will, as long as 

you make sure that the players get the infor-

mation needed to advance the story.

 The game continues as an interactive 

narration, guided by the adventure included 

below, with events determined by the players’ 

decision and their luck, as represented by cards 

and dice rolls. The adventure is written so as to 

have many possible endings, and paths to said 

endings, depending on the players’ actions and 

performance.

Without further adodo... let us begin the game!
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Getting Started
To set up the game, every player (except for 

the Game Master) must choose a dino - this is 

the character they will play during the whole 

adventure. Every player takes the racer card 

and matching mini (or meeple) of the dino 

they have chosen.

The Game Master takes all the other racer cards 

and their minis - these will be the NPCs, or 

Non-player characters, of the adventure, who 

will face the players as enemies or allies.

Take the Movement Cards (blue, green and red 

cards) and place them in separate piles by 

color (one red card pile, one blue card pile, and 

one green card pile). The players draw the cards 

they will use during the game from these piles.

Pick your hero

If you are a player character, you have chosen a 

hero, taking the corresponding racer card and mini. 

The back of your racer card indicates a special 

ability: your dino can use that ability during play.

Ignore the three colored numbers at the back 

bottom of the dino card; we will not use them for 

the role-playing game.

Draw your first Movement CardsDraw your first Movement Cards

It’s time for each player to define their starting 

hand of Movement Cards, representing their 

powers and abilities. 

If you are a player character, draw 1 card from 

the blue deck. Then, draw additional cards 

according to the dino you have chosen:

• If your dino is showing sharp teeth, draw 

+1 blue card

• If your dino runs on four legs, draw +1 

blue card

• If your dino runs on two legs, draw +1 

green card

• If your dino has back spikes or ridges, draw 

+1 blue card

• If your dino has horns or ridges on the 

head, draw +1 blue card

• If your dino has wings or flippers, draw +1 

green card

• If your dino has a long neck, draw +1 

green card

• If your dino is pink, you may choose to replace 

one of your cards with a red card

Choose your character class
Once every player character has drawn their 

starting cards, they must choose a character 

class. This is the set of skills and abilities that 

set them apart from their teammates, and 

their tactical role in the team.

 A player’s character class allows them 

to draw additional cards, as indicated below.
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PREDATOR

A predator is a fighter, a warrior and a 

defender. They are the ones marching ahead 

of the pack to bite, slash, take the hits and 

protect their teammates against the enemy. 

They have no sophisticated attacks but they 

can always strike hard and true.

If you want to be a predator:

• Draw +3 blue cards.

• Search the blue deck for a Banana, Egg or 

Rolling log card. Add that card to your hand.

SCAVENGER

A scavenger is a skilled, stealthy trickster, 

capable of squirming their way around trouble 

and surprising bigger dinos with their agility 

and speed. 

If you want to be a scavenger

Draw +1 blue card and +1 green card.

MYSTIC

Mystics are the gurus and spiritual masters 

of dinodom, capable of using their wisdom to 

help other dinos, or bringing apocalyptic 

extinction on their enemies’ heads through 

their power over nature.

If you want to be a mystic:

• Draw +1 red card.

 

Using your heros cards

The starting cards drawn by each player 

represent the powers they, and only they, can 

use during the adventure. When you use one of 

your hero’s powers, you discard the 

corresponding card from your hand. 

Each player has their own separate discard 

pile; any time the cards or the game rules 

instruct you to draw cards, you recover them 

from your own discard pile (If there are no 

cards in your discard pile, you cannot ‘draw’ 

cards). If a card instructs you to steal cards 

from other players, you instead draw one 

card from the Game Master deck. This card is 

now part of your own powers, and you can 

discard it to - and recover it from - your own 

discard pile.

 

Setup the game

After each player has chosen their hero and 

character class, and drawn the corresponding hand 

of Movement Cards, shuffle all remaining cards into 

a single deck. This is called the GM deck, although 

both the Game Master and players will draw cards 

from it during the adventure. 

The GM deck has its own discard pile, where 

the GM places any card they have played; 

when the GM deck is out of cards, shuffle its 

discard pile to form a new GM deck.

Now, place the Dodino IslandDodino Island map and the 

Boreal Sky map on the table, side by side. 

Make sure your play area has enough space 

for both maps!

Finally, place the First-Player Marker at the 

Finish Line Hex in the outer track of the 

Dodino Island map. This marker indicates the 

team’s location within the island - and at 

the adventure. Also, place each of the player 

characters’ minis or meeples on one of the 

landing hexes (indicated with paw marks) 

at any one of the track segments in the 

Boreal Sky map. 



6

Each player can place their mini in the landing 

hex of their choice, but all player character 

minis must be placed on the same track segment.

Combat
During the adventure, the player characters 

will enter combat against the Game Master’s 

controlled Non-player characters - that is, 

enemy dinos and dodos. You will use the 

Dodino Island  map for travelling and 

advancing through the story; however, when 

the player characters enter combat, they will 

use their minis to engage the enemy in the 

Boreal Sky map.

Beginning Combat

As combat begins, the Game Master places 

the minis corresponding to that combat’s 

enemies on the glass jump hex in the same 

track segment where the player characters’ 

minis are located. The adventure will indica-

te when to enter 

combat, and how many enemy minis should 

be placed on the map.

Combat order

Combat is the only moment in an RPG where 

actions happen in turn order, like in a board 

game. The player character with the most cards 

in their hand goes first, choosing and playing 

a card from their hand. In the case of a tie, the 

player that runs faster goes first. 

Combat proceeds clockwise from there.

A single combat round ends when all players, 

including the Game Master, have taken their turn. 

A combat round follows these steps:

1. If you’re a player character and it’s your 

turn, pick one of your cards to play. The 

Speed Value and effects in the card indicate 

how many spaces your mini moves and 

any attacks it can make, as per the board 

game rules. 

2. You move your mini in the direction indicated 

in the map, from the (paw-marked) landing 

hexes towards the glass jump hex. Other minis 

are ahead or behind you according to this 

reference. 

3. If your card deals damage to a mini 

controlled by the GM, the mini is removed 

from the board; it has been defeated.  
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Your cards or attacks may deal damage or 

affect your teammates. Be careful about 

using cards that may harm your team.

If a card allows you to steal cards from 

other players’ hands, draw them from 

the GM deck instead. 

After playing your card, place it on your 

discard pile. You cannot use that card again 

until the game or another card allows you 

to draw cards.

4. If you’re the Game Master, choose one 

enemy mini that has not played this round. 

If all enemy minis have played this round, 

proceed to step 8.

5. Draw a card from the GM deck, and move 

your chosen mini as indicated by the 

card, according to the board game rules. 

Perform any attack allowed by the card 

you have drawn.

6. You may move your mini in any direction 

you wish. Other minis are ahead or behind 

your mini according to the direction it 

moved in this round.

7. If your card deals enough damage to 

reduce a player’s hand to zero cards, 

remove that player’s mini from the 

board; it has been  defeated.

 Your cards or attacks may deal damage or 

affect other enemy minis. Be careful about 

using cards that may harm your team.

 After playing the card, place it on the GM 

discard pile.

8. Proceed clockwise to the next player’s turn 

and repeat from step 1.

9. If all players have taken a turn and the 

Game Master still has minis that have not 

played this round, repeat steps 4 to 7 until 

all enemy minis have played this round.

10. When all player and enemy minis have 

played, the combat round ends; start again 

from step 1.

Ending Combat

Combat continues until one of the following 

conditions is met:

• If all enemy minis are defeated, 

• combat ends. 

• The players have  won the battle.

• If all player minis are defeated, 

• combat ends. 

The players have lostlost the battle.

• If all players reach the glass jump hex, 

combat ends. The players have fled the 

battle.

After combat ends, continue reading the 

adventure from the point you left off. The 

adventure indicates the consequences of the 

player characters winning or losing the battle.

Ready? Time to begin!

Once all players have chosen their 

dinos, character classes and 

starting cards, and the 

Game Master has given 

at least a cursory read to 

the adventure, you’re 

ready to start.

The GM can now start 

the story, reading the 

introductory text on 

the next page. 
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After spending the holidays in Baboon Beach, 

visiting the Kiwi Keys for a holiday, and 

having a lovely holiday in Chicken Island, 

you have returned home for the holidays. 

It’s nice to see old Dodino again as your boat 

approaches the shore.

 But you feel an ominous sensation when 

you disembark. There is a strange silence about 

the island, and the old chicken driving your 

boat remarks ‘there is a strange silence about 

the island’.

 Sure, during your vacation you heard 

news that something weird was happening in 

Dodino, and travelers reported that dark forces 

had overtaken the island. But some warning 

would have been nice, you know?

 As you survey the deserted beach, 

you cannot shake the feeling that you are 

being observed.

 

Thus the adventure begins, with your players 

arriving back home to Dodino Island and finding 

it a dangerous, unpredictable place. Not that it 

ever was anything else, but still.

 After reading the italicized text aloud 

to the players, let them decide what to do and 

tell you their actions. 

 If the players wish to explore the beach, 

tell them there are some unusual prints, shaped 

like dino paws. Oh, wait, that’s not unusual at all. 

Still, there’s something not right about the trac-

ks. As if the dodo rider did not care about their 

mount’s direction, safety or speed. Like they 

were… mindless. Come to think of it, that is not 

unusual either. Still, it is troubling.

 If the players call out, only the eerie 

silence replies. And it says nothing.

 If your players want to talk to the boat 

captain that brought them here or go back 

onboard, they find the boat is nowhere to be 

seen. In its place, there is a small note 

flapping in the wind, pinned to the ground 

by a big rock. It says

 They don’t pay me enough to handle 

ominous silence

You’re on your own

The old chicken driving your boat

If your players decide to enter the island - or 

when they realize it’s the only option left to 

them - read the following aloud:

You have only walked a few meters inland 

when you hear rustling to your right. And before 

you remember which is left and which is right, a 

gang of furious dinos is upon you!

After reading the above, place the players’ 

minis on a track segment in the Boreal Sky map 

as per the combat rules. Place THREE enemy 

minis of your choice on the track segment’s 

glass jump. Proceed to Combat, as described in 

page 6.

 Curse of the Doodoo Doll
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Defeated
If the players are defeated during Part I, the 
game’s not over yet: they have a second chance 
to continue their adventure, albeit only one.
As soon as the players are defeated,defeated, flip the 
board to the Ignis volcano map, and place the 
First-Player Marker in the flame hex that’s 
furthest away from the finish line in the inner 
track. Inform the players they were captured 
by the crazed dinos that attacked them, and 
they’ve just woken up in a cell in the depths of 
the volcano.
To break free from their cell, one of the players 
must discard one of their cards, representing 
how they use their skill to escape. Now they 
may explore the map as indicated in Part II.
Advance to the section ‘moving through the 
Volcano’ in Part II and continue play from 
there. The players were unable to rest, received 
no powerups and are now in a more dangerous 
area, but that’s the price of their second chance 
to continue playing.

by using the First-Player Marker. Your players 

may move along the outer track of Dodino Island 

in any direction they wish. 

If they want to split in two directions, warn them that 

any further encounter will find them at half strength; 

if they insist, you can mark the second group’s 

position with an unused meeple or any other 

counter. Both groups advance simultaneously.

Moving through the Island

Roll 2 dice to indicate how many hexes the 

players move during one day of exploration. 

Move the marker the indicated number of hexes. 

If the players pass any hex adjacent to a Dodo 

(you’ll know because they are drawn right 

there on the board), the dodo gives them some 

information in the form of crude drawings and 

sign language. Roll one die or choose from the 

following list to determine the information the 

players learn from the dodo - or their best 

interpretation of it:

Part I. Exploring 
the Island
If the players are free to continue exploring 

the island, it is time to use the map. Read the 

following aloud:

Something is definitely wrong here. Dinos 

mindlessly attacking other dinos? I mean, outside 

of a race? Well, there was that time when Tracy 

had their meltdown because of the boiled eggs, 

but we agreed not to bring that up, so - weird.

It’s time to explore the island, and maybe we’ll 

find whoever is leaving these mysterious dino 

prints. Or not, but at least we’ll be leaving some 

prints of our own. In your face, mysterious dinos!.

You can indicate the players’ position on the map 

 If the players win the battle, they may 

continue exploring the island; proceed to Part 

I: Exploring the Island. If the players are 

defeated, read the Defeated sidebar on page 9. 

Number Rolled Information

1
ALL. BEHAVE. STRANGE. 

STRANGER. EVEN.

2
SOMEONE. MESSING. 

DODO. MINDS.

3
DODOS. HAVE. MIND. NOW. 

ONE. MIND. JUST. ONE.

4
SOMEONE. CONTROLS. 

DODOS. CONTROLS. DINOS

5
ME. DREAM. DOLL. DOLL. 

GOOD.

6

DOLL. VOLCANO. MAGIC. 
THINGIE. SUBVERT. MINDS. 

WHAT. IS. ‘SUBVERT’.



Cave entrance

Waterfall  
entrance
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When the players end their movement, let them 

know a day has passed and they are now 

making camp. 

Now roll 1 die. If the result is 6 or 1, the players 

are attacked during camp: Place the players’ 

minis in the Boreal Sky map and initiate Combat 

against TWO enemy minis. If the players win the 

battle, they may continue exploring the island. 

If the players are defeated, consult the Defeated 

sidebar on page 9.

If the players win the battle, or if there is no 

battle, they may rest without interruptions. 

When the players rest, they may recover all 

cards they have moved to their discard pile, 

refreshing their hand fully.

Let the players continue exploring the island, 

rolling 2 dice for movement and 1 die for a 

chance of combat each time they make camp, 

and stopping to get information from any dodos 

they pass, until the players pass or arrive at 

either the cave entrance or the waterfall 

entrance (see image below). 

They don’t need to roll the exact number to fall 

on the adjacent hex; as soon as they pass next to 

either point, they stop. 

Read the following aloud when the players 

reach either entrance:

 

You are filled with foreboding as you gaze into 

the gaping maw facing you. 

Which more or less means that you’re looking 

at a scary cave.

The strange dino prints - not yours; all the 

others - all seem to come in or out of this cave.

Do you dare enter the dark tunnel?

 

If the players ignore the tunnel, let them continue 

exploring, resting and encountering random 

enemies until they are defeated.

If the players enter the tunnel, a group of enemy 

guards ambush them. Place the minis in the 

Boreal Sky Map and enter Combat  with FOUR 

enemy minis. If the players are defeated, read 

the defeated sidebar on page 9. If the players 

win, they have gained Treasure: let each player 
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draw one Power-up card. They can now use the 

Power-up’s effects every time they enter 

combat, and they may recover their Power-up 

when they rest.

After the battle, the players are on their way 

to their enemy’s lair. Proceed to Part II: The 

Volcano Tunnels.

Part II. 
The Volcano TUNnels
Flip the Dodino Island map to show the Ignis 

Volcano area. Place the First-Player Marker in 

the finish line of the Inner Track. The players 

may move along the inner track in any direction 

from that point. Read the following aloud before 

they begin moving:

 

After defeating the tunnel guards, you enter the 

tunnel they were guarding. Now THIS is definite 

proof that something’s wrong - four dinos standing 

guard at the same place under the same orders? 

What’s next, chickens with guns?

 After walking the dark tunnel for a few 

minutes, you find yourselves in a hellish 

landscape of lava and darkness, of flowing 

magma and molten rock, of scorching ashes and 

searing sparks. You are in the tunnels leading to 

the volcano of Dodino Island, where doubtlessly 

the evil mastermind of this sinister plot is waiting 

for you beyond the burning fumes and deadly 

lava pits. 

 

After reading these encouraging lines, let your 

players choose in which direction they want 

to move. If they want to split in two directions, 

warn them that any further encounter will 

find them at half strength; if they insist, you 

can mark the second group’s position with an 

unused meeple or any other counter. Both 

groups advance simultaneously. 

Moving through the Volcano

Roll 1 die to indicate how many hexes the players 

move during one hour of exploration. Move the 

marker the indicated amount of hexes. 

 When the players end their movement, roll 

2 dice. If the result includes any 6s or 1s, the 

players are attacked: Place the players’ minis in 

the Boreal Sky map and initiate Combat against 

THREE enemy minis. If the players win the battle, 

they may continue exploring the ignis volcano. If 

the players are defeated, the enemies drop them 

into the lava; their adventure ends here.

 The players cannot rest in the ignis volca-

no. It’s too hot.

 If the players pass any hex adjacent to 

a flame hex, they see a set of burning bronze 

doors. There is a bronze key hanging from the 

door; if the players take it, a fireball explodes, 

burning them all and causing them to discard 

one card each. 
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 The key does NOT open the door, however; 

in fact, all keys found on this level are intended 

to open ANY door BUT the one they are hanging 

from. Thus, as soon as the players have obtained 

one key, they may open any door they find in 

any OTHER flame hex.

 If the players find a door and already have 

a key from another door, they may open this 

door. Read the following aloud when the players 

open a door in the Ignis Volcano:

 

The key you got from the other door opens 

this door without trouble. As you open it, you 

come to a lift - a crude stone platform 

operated by pulleys and levers - designed to 

take people up the crater of Ignis Volcano. 

This leads to the surface.

 

When the players step on the platform and 

activate the mechanism to begin ascending, a 

gang of angry mind-controlled dinosaurs fall 

on them during the ascent.

Place the minis in the Boreal Sky Map and enter 

Combat with FOUR enemy minis.

 If the players are  defeated, they are 

thrown into the lava; their adventure ends here. 

 If the players win the battle, they have 

gained Treasure: let each player draw one Power-

up card. They can now use the Power-up’s effects 

every time they enter combat, and they may 

recover their Power-up when they rest.

If the players win the battle, they may continue 

on the ascending lift until it surfaces through the 

volcano crater. Proceed to 

Part III: Towards the Doll.

Part III. Towards the Doll
Flip the map back into the Dodino Island side. 

The players have come out into the open 

again, but now they are in the island’s inner 

track, closer than ever to the lair of the 

madman that has taken over Dodino. Place 

the First-Player Marker on one of the hexes 

adjacent to the volcano (it’s drawn right there 

on the map) in the inner Dodino Island track. 

After flipping the map and replacing the 

marker, read the following aloud:

The platform lifts you up to the surface, and the 

open sky greets you again. It says nothing.

Indicate the players’ position on the map by 

using the First-Player Marker. Your players may 

move along the inner track of Dodino Island in 

any direction they wish. 

 If they want to split in two directions, 

warn them that any further encounter will 

find them at half strength; if they insist, you 

can mark the second group’s position with 

an unused meeple or any other counter. Both 

groups advance simultaneously.

 Roll 1 die to indicate how many hexes 

the players move during one day of exploration. 

Move the marker the indicated amount of hexes. 

When the players end their movement, let them 
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know a day has passed and they are now 

making camp. 

 Now roll 2 dice. If the result includes any 

6s or 1s, the players are attacked during camp: 

Place the players’ minis in the Boreal Sky map 

and initiate Combat against THREE enemy minis. 

If the players win the battle, they may continue 

exploring the island. If the players are defeated, 

they are taken as sacrifices to the Doodoo Doll: 

their adventure ends here.

 If the players win the battle, or if there is 

no battle, they may rest without interruptions. 

When the players rest, they may recover all 

cards they have moved to their discard pile, 

refreshing their hand fully.

If the players pass any hex adjacent to an egg 

nest (you’ll know because they are drawn right 

there on the board), read the following aloud:

As you explore the inner island, you come 

across a messy, tired-looking dino. She looks 

like someone, or something, ran her over, back 

and forth, a couple of times. She signals you to 

stop and talk. 

This is Professor Trewartha, a well-known and 

respected dino from the island. Some of the 

players - those best acquainted with Dodino’s 

intellectual elite - may recognize her for her 

lectures on egg etiquette. 

 If the players stop and talk to professor 

Trewartha, she tells them all - or part of - the 

information presented below. Let the players 

conduct the conversation and ask questions 

as they will, using the following fragments as 

professor Trewartha’s answers. 

 

Don’t… don’t continue. There is danger ahead.

It was… it was my fault… never thought that 

my thirst for knowledge would… * breaks off 

sobbing *

We found it in an ancient ruin, far below the 

mountains. There were signs warning of curses 

and impending doom… but we thought it was 

mere superstition! You have to understand, we 

had no way to know… to...

It is… THE DOODOO DOLL! * waits for a reaction *

When we brought it to the institute, it began 

taking over our minds… first the dodos, then 

the weaker dinos - those in the board of trus-

tees and library duty, mostly - and then… it 

expanded…

The Doodoo Doll has overtaken the wills of 

most living creatures in the island now… and 

it intends to expand into the whole world!

You can’t stop it… it can’t be stopped… they 

worship it now. They have placed it in an altar 

where the Institute once stood! Everything in 

Dodino obeys its will!

It can be destroyed… by casting it into the 

fires of Mount Dodoom. (pause) Well, our vol-

cano anyway. Sounded right, though. Yeah, 

obviously dropping it into a volcano would 

destroy it.
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But how? Every living thing in Dodino watches 

it, keeps it, cares for it… they have it in an altar 

for all the island to see!

...Wait. If you can… if you can try, I can too.

I can organize… the few free minds remaining in 

Dodino. If you can snatch the Doodoo Doll and 

take it back to the volcano to be destroyed… 

we can provide a distraction.

 

 If the player characters agree to 

Professor Trewartha’s plan, she takes them to 

the ‘place of worship’ through a secret 

passage; place the First-player Marker on the 

hex after the finish line, the one adjacent to the 

egg temple drawn in the map. Proceed to Part 

IV: The Showdodown.

 If the players reject Professor Trewartha’s 

plan, or haven’t encountered her yet, proceed 

with movement normally. Let the players 

continue exploring the island, rolling 1 die for 

movement and 2 dice for a chance of combat 

each time they make camp, until they encounter 

Professor Trewartha (if they haven’t already) or 

arrive at the finish line in the inner track of the 

map. Proceed to Part IV: The Showdodown. 

Part IV. The Showdodown
Read the following aloud when the player 

characters enter or pass the finish line in the 

inner track of Dodino Island.

You come across a strange sight. A strange 

dinosaur idol, sculpted in what appears to be 

gold,, stands atop an egg-shaped structure, 

while hundreds of dinos - and dodos - worship 

it. As they bow to the golden figure, they chant 

‘DOO… DOO… DOO… DOO…’ again. And again.

This is the Doodoo Doll, the evil relic that 

has taken over the minds of everyone at 

Dodino Island. 

If the players try to approach or do anything 

to the Doodoo Doll, they must deal with its 

guards - a large group of frenzied zealots. 
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 If the players agreed to Professor 

Trewartha’s plan, she and her academic 

colleagues throw a stone to one side, causing 

the zealots to look the other way while the 

players snatch the Doodoo Doll.

 If the players did NOT agree to Professor 

Trewartha’s plan, they must fight through the 

maddened faithful. Place the players’ minis in 

the Boreal Sky map and initiate Combat against 

ALL enemy minis. Yes, every enemy mini at the 

same time. If the players are defeated, they 

are taken as sacrifices to the Doodoo Doll: their 

adventure ends here.

If the players win the battle, or if there is no ba-

ttle, they must now take the Doodoo Doll to the 

volcano so it may be destroyed. 

Roll 1 die to indicate how many spaces the pla-

yers move along the inner track of the Dodino 

Island map. They may move in either direction. 

 When the players stop moving, they are 

automatically attacked by a group of zealots. 

Place the players’ minis in the Boreal Sky map 

and initiate Combat against FOUR enemy minis. 

If the players are defeated, they are taken as 

sacrifices to the Doodoo Doll: their adventure 

ends here.

 Let the players continue running, rolling 

1 die to indicate their advancement and having 

them encounter enemies at every stop, until 

they reach the volcano - that is, either of the 

two hexes adjacent to where the volcano is in 

the map. 

 They may NOT rest during this last stage; 

the zealots are after them!

 

If the players reach the volcano alive, they 

may choose one of the following courses of 

action:

• Throw the Doodoo Doll to the lava, ending 

its control over the innocent minds of dinos 

and dodos, and its reign of terror over 

Dodino island.

• Examine the Doodoo Doll. This reveals the 

thing is only a they bow to the golden 

figure - poorly made, at that - with no 

magic powers at all. Speaking to the furious 

mob makes everyone realize the thing was 

not controlling their minds, but the 

conspiracy theory took hold at some point 

and everybody just went along with it. If 

the mob is confronted about this, they admit 

they were being silly and return to their 

daily lives in an orderly, peaceful and 

somewhat ashamed manner.

• Claim the Doodoo Doll for themselves, 

becoming the new masters of 

Dodino Island!

 

Whatever their decision, Professor Trewartha 

thanks them with academic titles of dodoctor 

honoris causa, and gives them the map to the 

ruins where she found the Doodoo Doll… the 

Map to El Dodorado.

‘I don’t want to go there anymore… who knows 

what other evil treasures may still be found 

at those ruins?’

The End?
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The dodos can help you locate a hidden treasure!
Find their position in the map to reveal the Dodo 
message that will guide you to another surprise.
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