Introduction

If you love dungeons but can't find the time to play, Rocket
Dungeons is made for you. Rocket Dungeon is a solo RPG designed
to be played fast. The philosophy of the game is to keep only the
important and neglect the unnecessary.

Forget the endless dungeons with rooms that all look the same.
You must create dungeons from 3 to 5 pieces. So you can focus
your creativity on each scene to make it unique. The sequences
must follow one another quickly (and the deaths must be brutal!)

Rocket dungeon, is not a rpg like the others: you are not a player,
you are not a master game: you have to place yourself from the
narrator's point of view.

Your goal is to tell a fabulous story

In Rocket Dungeons, dungeons remain at the center of the plot.
The progress of history depends on their resolution. The rules
below describe how to survive in these ultra-fast dungeons

Rolls

To succeed an action, roll a D6. Add your bonus and deduct the
difficulty level or the opponent's bonus. The result must be less
than or equal to 3.

1 is always a success, 6 is always a fail.
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Characters

Each character has only 2 stats and can have some abilities.

« Fight (F): Ability to fight

¢ Save (S): Everything else (dodging, jumping, mind resist...)
Each character has only 1 hit point(HP). When the HP of a
character reaches zero, the character can no longer act (he is
neutralized or dead, at your choice)

Basic classes

Warrior: F+2 S+0

Thief: F+1 S+1

Wizard: F+0 S+0 + Magic (pool 3)
Cleric: F+1 S+0 + Heal + Turn Undead

Advanced Classes

At your choice, you can decide to make a character evolve in an
advanced class

Archery Captain: Warrior + Archery

Knight: Warrior + Protection

Tomb Raider: Thief + Trap Mastery

Burglar: Thief + Secrets Mastery

Priest Guardian: Cleric + magic(pool:0)

Sacred Healer: Cleric with 2*heal + Cure

Advanced Wizard: Wizard with Magic pool 5

Prestige Class

There are higher levels of evolution that we will not detail in this
Quick-Start guide. Be imaginative, but be consistent. The
adventurers presented here are already powerful characters. On
level three, they're heroes. On level four, legends.
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Abilities
Magic: Magic is a powerful but unstable power. In each room or
scene, determine the number of magic points available by rolling
1D6. Unused points will be lost in the following room. The
magician also has an innate pool that he can use whenever he
wants. Using a point from the innate reserve is final until the end
of the adventure.
The magician may cast one spell per turn.

* Magic missile: (3MP) the target must save or lose 1hp

« Fireball (5MP): many targets must save or lose 2hp

* Weakness: (2MP) the target must save or lose 1 fight bonus

point.

o Charm: (3MP): target must save or come under the control of

the magic-user

« Cloud of smoke: (2MP): you can flee without saving

Archery: Once per scene, the target must save or lose 1hp
Healing: Once per scene, regenerates 1HP

Turning Undead: Undead must save or lose 1 HP
Protection: +1 heal point

Trap Mastery: S+1 against trap

Detection: Automatically detects secret passages

Fighting Spirit

A dungeon should only have a few rooms to explore.
Consequently, there is no easy battle. Don't throw the dice like a
robot. Each scene must be unique. Think about what can spice up
each scene. For example, you can give one character the
opportunity to set a trap that affects everyone. I advise you to
use storydices(1). Think big, be fun!
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Fighting Rules

Fighting scene is organized around 2 phases:

Ability phase
Each character can choose to use one of his abilities (see abilities

section). If he does, he can't fight in the melee phase.

Melee phase

Every turn, choose only one character for the melee phase. Roll
D6 + your Fight bonus - enemy’s Fight bonus. If you roll under or
equal 3, your character won this turn. Reduce enemy life by 1. At
0 enemy is dead

If you roll higher, your character loses 1 heal point.

If a character cannot fight (for example because he used an
ability), use the same rule. If he wins, this character will not inflict
damage.

Pits and Perils

When you encounter a trap, choose only one character. This
character must roll equal or under his save ability (+ difficulty
level). If this character succeeds, the group can move on. If the
character fails, choose another character to attempt the roll.
Regular trap: difficulty 0 - Death trap: difficulty 1

Injuries or death?

It's up to you, narrator, to decide. No one likes to part with a
character to whom they are attached. But you must keep in mind
that the death of a hero sometimes brings greatness and emotion
to the story. Don't forget, you have to paint a grand fresco!
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