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.
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If any armor boxes are empty,
discard this instead of looting.
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Complete a Floor: //
Level Up: /
Defeat a Boss: v/ /' /

O Any Dungeon
O Medium/Hard
© Hard only
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Veteran: Start each game with any one Basic Skill.

Durability: You have one extra health.

Crafty: You may have one exira skill or item.
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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.
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% Guile: Use a k as an y g
B Fortitude: Reroll all your kls and K 2s.
% Planning: Gain a *3.

B Direct Hit: Increase any die by one.
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% Cunning: Change a 5 into a 6.

% Speed: Ignore one Z (even a choice cost).
ﬁ? Knowledge: Gain * in each round.

€, Foresight: Reroll a die.

5.

Bosses defeated: Dragon[] Yeti[] Hydra[]

lich[(] Minotaur []
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oic 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 ’ ) “‘ ' When you descend, heal two damage.
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* If eitherisa 1,

lose ’X Z Z Do this before checking any other effects.
: DARING GAMBLE *& €

When you flee you may add one door to the
dungeon, if under the door limit.
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eroic Feat: Roll any or all of your dice stored here.
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tore up to two dice at a time.

* here when you open a door with 4+ ﬂ . You may
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COMBAT

BX Guile: Use a \ as an ‘ :
B Fortitude: Reroll all your \15 and \ 2s.
% Planning: Gain a *3.

%2 Direct Hit: Increase any die by one.
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% Cunning: Change a 5 into a 6.

% Speed: Ignore one Z (even a choice cost).
@ Knowledge: Gain * in each round.

% Foresight: Reroll a die.
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At the start of each turn, spend [ [ . Then, either:

|__ExPLORE _ [ORY ENTER AROOM |

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

Choose a door:

Open - Encounter it.
Closed - Open it, and either
have an encounter or flee.

[“ENcOUNTERS |

1) Make a Choice ( \.\, )
2) Use Heroic Feat

3) Gather and Roll Dice
52 : Al VX : Matching

4) Use Skills / Potions /
Place Dice

5) Suffer Consequences
6) Claim Loot

COMBAT

Bosses defeated: Dragon[] Yeti[] Hydra[]
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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.
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Heal 3 damage from one hero at the start of a
or 2 damage anytime. e
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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.

You can use your potions during each boss A | eroic Feat: Roll your stored die.
round. The start of a round is the same as 2 * here when you open a door with 4+ £} You may
the start of a turn for a Healing Potion. | R Gt Bine. :




