
















































































































































































































































































































































































































































































































































































































































Four New Characters For the Dungeon! Boardgame
By Scott Haring

HALFLING: The Halfling is widely regarded as a cute, harmless “little person.” This is a dangerous 
underestimation. While Jovial and carefree in attitude, Halflings are a tenacious, cunning people, 
perceptive and difficult to ambush.
The Halfling has a special ability to listen at any door or secret door that leads to a room. To listen at a 
door, the Halfling must end his or her movement at that door. At the beginning of the Halfling’s next 
turn, the player may draw and look at a Monster card, and then put the card in the room on the other 
side of the door. Then the Halfling may take his normal turn, either going through the door and 
confronting the monster, or taking a less dangerous option.

CLERIC: The Cleric is both a healer and a warrior, someone dedicated to a holy cause that also realizes 
that some situations still require weapons and muscle. While not as formidable a fighter as the Warrior 
or Paladin, the Cleric has other advantages.
The Cleric has the same healing advantages as the Paladin, but can use it only once per dungeon level. 
The Cleric may refuse to heal others. See the DUNGEON! Boardgame rulebook for more details.

RANGER: The Ranger is most at home in the woodlands and wide open spaces of the wilderness, but is 
still a formidable foe even in the dank corridors of the dungeon. A weapons specialist, the Ranger is 
dangerous in a fight.
The Ranger may make two attacks (subtracting one from the die roll each time) instead of one. When 
the Ranger attacks twice, the Monster is slain if either of the two succeeds. The Ranger may also use this
option when ambushing other characters. When the Ranger is being aided in a Cooperative attack, he 
gets to add the bonus for cooperating players to both rolls.

GNOME ILLUSIONIST: While not as formidable as the Wizard, the Gnome Illusionist is a crafty character 
with some magical ability. The Gnome also spots secret doors more readily than humans, though he is 
not as fast.
The Gnome Illusionist follows the same magic rules as the Wizard except he has a different set of spells 
to choose from. The Gnome Illusionist may use the Teleport spell, but he may not use the Fireball or 
Lightning Bolt spell. Instead he gets two new spells:

ILLUSIONARY WARRIOR: The Gnome Illusionist conjures up an illusion of a Warrior, which he can send 
into a room to fight for him. The Illusionary Warrior uses the red number to attack whatever Monster it 
encounters, and if its attack roll is successful, the Monster is slain! The Illusionary Warrior disappears 
after a single attack, however, whether or not its attack was successful.

TREASURE TELEKINESIS: With this spell, the Gnome Illusionist may “lift” a treasure from an 
unsuspecting moster without having to fight it. The Gnome Illusionist must cast this spell from outside 
the room containing the Monster and Treasure cards to be effective. When this spell is cast, the Gnome 
Illusionist rolls two dice; on a 9 or higher, he removes the Treasure Card from the room without ever 
having to enter (if there is more than one Treasure Card in the room, the Gnome Illusionist may take 
one card of his choice.) On a roll of 8 or less, the spell fails, and the Gnome Illusionist’s turn ends. Note 
that even if the spell fails, the Monster does not get a chance to attack the Gnome Illusionist.








