
One Deck Dungeon, v1.5 Print and Play

WARNING: Web Browser PDF viewers will render this document poorly.

Printing Information: This document is laid out front/back/front/back. 
The top edges should align. Page 2 is left blank in case you have a du-
plex printer.

Rules are available at OneDeckDungeon.com 

Other Components: You will need 30 six-sided dice. 8 each of magen-
ta, blue, yellow, and 6 black. 12mm dice are what the challenge boxes 
on cards are designed for.

You will need 15 health tokens, and 5 potion tokens.  





R
oll       .

SH
IM

M
ERBLAST

3

SW
ARM

X = 4 per open door, 
including this one.

X
3

4
4

5

G
o
blin

Lo
ck

ed
 D

o
o

r

BASH
 IT O

PEN
:

PIC
K TH

E LO
C

K:8

SH
IM

M
ERBLAST

3
R

oll       .

11

P
lag

u
e R

at

SW
ARM

X = 4 per open door, 
including this one.

X
3

3
5

5
2

G
ain a     5.

FLAM
EW

EAVE

611

C
LIM

B O
VER IT:

D
ISM

AN
TLE IT:

2

C
ave-in

G
ain a     5.

FLAM
EW

EAVE

4
3

104
5 5

Sh
ad
o
w

STATIC
 BU

RST

FAD
E

Spend      for each 
skill you use.

G
ain        4      4. Then, increase one of your 

dice by 1.

Spik
ed

 Lo
g

814

D
O

D
G

E LO
G

S:

C
LO

BBER LO
G

S:

4
STATIC

 BU
RST

G
ain        4      4. Then, increase one of your 

dice by 1.

W
r
aith

9
5

3
5

6

H
ASTE

D
RAIN

Before the encounter, 
convert one item

 to XP.

3
R

oll           .

D
O

D
G

E TH
EM

:

D
ISEN

C
H

AN
T:

F
lam

e Statu
es

814
3

R
oll           .

H
ASTE

Pick a value. C
hange up to five of your dice 

of that value to 6s.
6

6
56 4

912

O
g
r
e

C
H

AO
TIC

 AU
RA





BLAST TH
RO

U
G

H
:

C
LIM

B ARO
U

N
D

:

6
G

ain      6      6.

Fo
r

ce W
all

1114

C
RU

SH
IN

G
 FIST

FLAM
ES

Before the encounter, 
place      on a hero.

G
ain a      6.Y

ou can only use it as m
ana for 

a spell.

F
ir

e E
lem

en
tal

6
3

3
6

M
AN

A FO
U

N
TAIN

11

Reroll one of your dice O
R increase one of your 

dice by 1.

Ice E
lem

en
tal

11
3

4
5

6
LU

C
KY FAM

ILIAR

FRO
ST

Before the encounter,
spend             .

G
ain a       6.

B
eetle

SU
RVIVO

R
If any arm

or boxes are em
pty, 

discard this instead of looting.

3
4

3
4

AC
C

U
RAC

Y

6 5

Lo
ck

ed
 D

o
o

r

BASH
 IT O

PEN
:

PIC
K TH

E LO
C

K:8

AC
C

U
RAC

Y 11
G

ain a       6.

Prevent     . In a boss fight, prevent         .

G
o
blin

SW
ARM

X = 4 per open door, 
including this one.

X
3

4
4

5

D
O

D
G

E

A
r

r
o

w
 W

all

D
O

D
G

E

M
AG

IC
 SH

IELD
:6

R
U

SH
 TH

RO
U

G
H

:

Prevent     . In a boss fight, prevent         .

11

G
ain a       6.

W
r
aith

D
EXTERITY

9
5

3
5

6

D
RAIN

Before the encounter, 
convert one item

 to XP.

P
it o

f Spik
es

D
EXTERITY

C
LIM

B ARO
U

N
D

:8
JU

M
P O

VER:14
G

ain a       6.





B
an
d
it

3
5

5
8

4
R

oll          .

BAC
KSTAB

D
O

D
G

E
M

aking a       die uses 
three dice, not tw

o.

F
lam

e Statu
es

D
O

D
G

E TH
EM

:

D
ISEN

C
H

AN
T:

BAC
KSTAB 814

R
oll          .

BAC
KSTAB

C
LIM

B ARO
U

N
D

:

Prevent up to        .

Fo
r

ce W
all

PO
ISO

N

BLAST TH
RO

U
G

H
:

1114

C
hange any or all of your dice to 4s.

F
ir

e E
lem

en
tal

C
O

N
SISTEN

C
Y 6

3
3

6
11

FLAM
ES

Before the encounter, 
place      on a hero.

C
hange one or tw

o      dice into        of the 
sam

e values.

B
o
u
ld
er

C
RITIC

AL STRIKES

SLO
W

 TIM
E:

RU
N

 PAST IT: 1114

R
oll       .

P
h
an
to
m

4
4

5
6

5
6

ETH
EREAL

Im
m

ediately discard all 
1s and 3s rolled.

STEAD
Y H

AN
D

S

R
oll            .

SW
ARM

X = 4 per open door, 
including this one.

X
3

3
5

5

P
lag

u
e R

at

PERSISTEN
C

E

R
u

n
e P

u
zzle

D
ESTR

O
Y IT:

D
EC

IPH
ER IT:6

R
oll            .

11

PERSISTEN
C

E

G
ain a      6.

B
eetle

SU
RVIVO

R
If any arm

or boxes are em
pty, 

discard this instead of looting.

3
4

6
3

4
5

C
RU

SH
IN

G
 BLO

W





C
ave-in

C
LIM

B O
VER IT:

D
ISM

AN
TLE IT:

C
RU

SH
IN

G
 BLO

W 611
G

ain a      6.

G
lo

o
pin

g
 O

o
ze

4
5

6
2

3
4

SPLIT
Spend      for each 1 rolled.

G
ain a       6. Y

ou can only use it to cover 
a box w

ith      .
ARM

O
R C

RU
SH

P
it o

f Spik
es

ARM
O

R C
RU

SH 8
JU

M
P O

VER:14

C
LIM

B ARO
U

N
D

:

ARM
O

R C
RU

SH
G

ain a       6. Y
ou can only use it to cover 

a box w
ith      .

Increase up to four of your dice by 1 each.

B
an
d
it

C
LEAVE 3
5

5

D
O

D
G

E
M

aking a       die uses 
three dice, not tw

o.

8
4

Spik
ed

 Lo
g

C
LEAVE 814

D
O

D
G

E LO
G

S:

C
LO

BBER LO
G

S:

Increase up to four of your dice by 1 each.

G
ain      5,      5, and      5. Then, m

ake one 
of them

 a 6.

P
h
an
to
m

ETH
EREAL

Im
m

ediately discard all 
1s and 3s rolled.

TRIPLE STRIKE

4
4

5
6

5
6

R
oll                .

Ice E
lem

en
tal

FLU
RRY 3

4
5

6
11 FRO

ST
Before the encounter,

spend             .

B
o
u
ld
er

SLO
W

 TIM
E:

RU
N

 PAST IT:

VALO
R

R
oll       .

1114

D
iscard any num

ber of value 5 dice. G
ain

that m
any      6.

O
g
r
e

BRU
TE FO

RC
E 6

56 4
912





R
eroll all your 1s and 2s. R

oll     .

Sk
eleto

n

2
4

U
N

D
YIN

G
If any boxes are em

pty, 
spend        .

3
5

5
6

C
LARITY

D
ESTRO

Y IT:

D
EC

IPH
ER IT:6

R
u

n
e P

u
zzle

C
LARITY 11

R
eroll all your 1s and 2s. R

oll     .

RU
N

 TH
RO

U
G

H
:

D
ISARM

 TH
EM

:

R
oll              .

B
ear

 T
r

aps

6

M
AN

A 11

A
r

r
o

w
 W

all
M

AG
IC

 SH
IELD

:6
RU

SH
 TH

RO
U

G
H

:

M
AN

A
R

oll              .

11

Spend           before an encounter. Skip to the 
C

laim
 Loot phase.

IN
VISIBILITY

Sk
eleto

n

3
5

5
6

2
4

U
N

D
YIN

G
If any boxes are em

pty, 
spend        .

D
ISARM

 TH
EM

:

RU
N

 TH
RO

U
G

H
: 6

B
ear

 T
r

aps

IN
VISIBILITY

11
Spend           before an encounter. Skip to the 
C

laim
 Loot phase.

C
hange tw

o of your non-      dice to be 6s.

4
5

6
2

3
4

G
lo

o
pin

g
 O

o
ze

H
ERO

ISM

SPLIT
Spend      for each 1 rolled.

Sh
ad
o
w

H
ERO

ISM

3
104

5 5

C
hange tw

o of your non-      dice to be 6s.

FAD
E

Spend      for each 
skill you use.

D
r

ag
o

n
’s C

ave

A
LL

A
LL

H
A

LL O
F STATU

ES
Spend an extra                          before 

your first turn on each floor.

FLA
M

E A
U

R
A

D
R

A
G

O
N

SK
IN

FLOOR 1FLOOR 2FLOOR 3

5
10

3
265



      dice cannot be placed on        boxes.

16
6 6

5
5

6

6
17

D
r
ag
o
n



A
ll      boxes gain       .

3
4

5

A
LL

A
LL

FLOOR 1FLOOR 2FLOOR 3

Y
eti’s C

aver
n

B
R

U
TA

L STR
EN

G
TH

B
ITIN

G
 C

O
LD

FR
EEZIN

G
 W

IN
D

S
If an encounter’s consequences 

include               , add      to them
.

3
3

454

5
5

A
ll        are decreased by 1 after 

rolling and checking other effects.

A
LL

A
LL

FLOOR 1FLOOR 2FLOOR 3

H
yd

r
a’s R

eef

STIC
K

Y SU
R

R
O

U
N

D
IN

G
Spend one extra      at the start

 of each turn.

R
EG

EN
ER

ATIO
N

PO
ISO

N
 A

U
R

A

35

535

2
510

If an encounter’s consequences 
include     , add      to them

.

A
LL

A
LL

FLOOR 1FLOOR 2FLOOR 3

Lich
’s T

o
m

b

U
N

D
YIN

G
 LEG

IO
N

S

W
EA

K
N

ESS C
U

R
SE

A
ny 2s rolled are im

m
ediately 

discarded.

B
LA

D
E STO

R
M

3
464

M
in

o
tau

r
’s M

aze

A
LL

A
LL

D
EA

D
LY M

A
ZE

E
xplore lim

it: 3 doors.

C
R

U
M

B
LIN

G
 W

A
LLS

W
hen you explore, spend an 

extra      .

PO
ISO

N
 D

A
R

T TR
A

PS

FLOOR 1FLOOR 2FLOOR 3

3
12

2
3 2

536

Stairs 1p/2p

While visible, place a damage token here for 
each spent. Each time there are three tokens 
here, place one on a hero and remove the 
other two. At the end of any turn, the heroes 
may Descend. If this card is revealed while 
spending time to start a turn, the heroes may 
Descend immediately.

LEVEL 1
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Encounter Bonus
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during setup. 1
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to level up
6

*Starting and basic skills do not 
count toward this limit
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3 SKILLS*

1p

for reaching level 2.+ 1

Encounter Bonus
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to level up
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*Starting and basic skills do not 
count toward this limit
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count toward this limit
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for reaching level 4.+ 1

*Starting and basic skills do not 
count toward this limit
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Any Dungeon
Medium/Hard
Hard only

Hero: 

Name: 

Complete a Floor: 
Level Up: 
Defeat a Boss: 

Veteran: Start each game with any one Basic Skill.

Durability: You have one extra health.

Crafty: You may have one extra skill or item.

Prepared: Start each game with an extra potion.

First Aid: When you use a potion, heal one damage.

Recovery: When you descend, heal one damage

Grit: After each boss round, heal one damage.

Guile: Use a       as an       . 

Fortitude: Reroll all your     1s and      2s.

Planning: Gain a       3.

Direct Hit: Increase any die by one.

Cunning: Change a 5 into a 6.

Speed: Ignore one      (even a choice cost).

Knowledge: Gain        in each round.

Foresight: Reroll a die.
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Games played:

Bosses defeated: Dragon Yeti Hydra Lich Minotaur
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Mage 1p

Heroic Feat: Roll any or all of your dice stored here. 
Store a          here when you explore or flee. You may store up 
to two dice at a time. MANA CHARGE

Prevent      .

SHIELD AURA

<<< ITEMS Warrior 1p

SECOND WIND
When you descend, heal two damage.

<<< ITEMS

Heroic Feat: Roll any or all of your dice stored here. 
Store a          here for each damage you take. You may store
up to two dice at a time. FRENZY

Rogue 1p

STEALTH
When you flee you may add one door to the 
dungeon, if under the door limit.

<<< ITEMS

DARING GAMBLE

Heroic Feat: Roll          or                  . If either is a 1, 
lose                    . Do this before checking any other effects.

Heroic Feat: Spend           to roll                 or                     to 
roll                        . Before checking any other effects, discard 
one of the dice rolled.

Archer 1p

If you would lose only one     , spend      instead. 
Prevent one       in each boss round. KITING

<<< ITEMS

EAGLE EYE



Ignore one      .

Warrior 2p

FEARLESS CHARGE

<<< ITEMS

Heroic Feat: Roll your stored die. 
Store a          here when you take damage. You may only store
one die at a time. FRENZY

Mage 2p

Your partner gains either a       1 or       1.
POWER TRANSFER

<<< ITEMS

Heroic Feat: Roll your stored die. 
Store a          here when you explore or flee. You may only store 
one die at a time. MANA CHARGE

Increase one of your partner’s       dice by one.

Archer 2p

COMBINED SHOT

<<< ITEMS

Heroic Feat: Spend           to roll                . Before checking any 
other effects, discard one of the dice rolled.

EAGLE EYE

Rogue 2p

Your partner may reroll any or all of their 1s.
DUNGEONEERING

<<< ITEMS

DARING GAMBLE

Heroic Feat: Roll         . If it is a 1, lose                    . Do this 
before checking any other effects.



Paladin 1p

For every            you would lose, prevent      . You cannot 
prevent damage otherwise. ARMOR

<<< ITEMS

Heroic Feat: Roll any or all of your dice stored here.
Store a          here when you open a door with 4+       . You may
store up to two dice at a time. VALIANT

Turn Reference

At the start of each turn, spend            . Then, either:

Draw and add face-down 
doors to the dungeon until 
there are four total doors 
in play.

Heal 3 damage from one hero at the start of a turn, 
or 2 damage anytime. HEALING

Start with one potion token, and add one for 
each potion type identified. A token may be 
spent to use any one of the effects below.

EXPLORE ENTER A ROOM

Choose a door:
Open - Encounter it.
Closed - Open it, and either 
have an encounter or flee.

OR

1) Make a Choice (         )
2) Use Heroic Feat
3) Gather and Roll Dice
        : All          : Matching

ENCOUNTERS

4) Use Skills / Potions /
Place Dice
5) Suffer Consequences
6) Claim Loot

POTIONS
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Guile: Use a       as an       . 

Fortitude: Reroll all your     1s and      2s.

Planning: Gain a       3.

Direct Hit: Increase any die by one.

Cunning: Change a 5 into a 6.

Speed: Ignore one      (even a choice cost).

Knowledge: Gain        in each round.

Foresight: Reroll a die.
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Boss Fight

The boss fight is like a Combat Encounter, 
fought over multiple rounds. In each round:
1) Roll Dice
2) Use Skills, Potions, and Place Dice
3) Suffer Consequences
4) Strike the Boss (One damage per         )
5) New Round

Heroic Feats cannot be used in the boss fight.
Your experience level’s encounter bonus
provides           dice during each round.

HEALING
Heal 3 damage from one hero at the start of a turn, 
or 2 damage anytime. 

You can use your potions during each boss 
round. The start of a round is the same as 
the start of a turn for a Healing Potion.

POTIONS

Paladin 2p

SUPPORT AURA

<<< ITEMS

Heroic Feat: Roll your stored die.
Store a          here when you open a door with 4+       . You may
only store one die at a time. VALIANT

Your partner may reroll any or all of their 1s.


