




How to use this deck

If desired, the previous page can be printed
out as the back of each card.

This deck is meant to be used anywhere a
maze-like encounter is desired. It requires no
mapping on the part of the players or GM, and
uses simple checks to resolve the exploration,
making maze delving a fast paced endeavor
rather than a tedious chore.

Card Layout

1. Maze Deck Name
2. Card Name
3. Exploration Point Value
4. Flavor Text and Picture
5. Challenge Section

Determine EL of Maze

Choose the length of the maze. The length of
the maze determines how many points of
cards must be explored to successfully
complete the maze and also modifies the EL as
shown below



Short 20 pts -1
Regular 40 pts
Long 60 pts +1

Next, determine the CR of the maze. This can
be any level you want, although it is suggested
that this number be the APL or APL +/- 1. This
number determines the difficulty of the
challenges.

The EL of the maze is then the CR modified
by the length modifier. So, a CR 6 long maze
will be an EL 7.

Locate the ENTRANCE card. This will be the
first card encountered. Shuffle the rest of the
cards and place them face down. This is the
unexplored deck. There is also a discard pile
and an explored pile that will be created as
cards are encountered. The ENTRANCE card is
now encountered.

Each card has two challenges. The players
choose one of the challenges and make the
appropriate skill check, save or combat
maneuver roll. Skill checks may be assisted by
another player. If the roll succeeds, the Success
condition is resolved. If the roll fails, the Fail



condition is resolved.

Discarded cards go face up, on top of the
discard pile. Cards that go to the explored pile
go face up on top of the explored pile. The
explored pile may be examined, but the order
should not be changed, unless specified by a
Success/Fail resolution. If, after a condition is
resolved, the point value of the cards in the
explored pile equal or exceed the maze value,
the maze is completed and the encounter is
successful.

If a condition requires you to use a card from
a deck or a pile, and there is no card to use,
ignore those part(s) of the condition.

The top card is now drawn from the
unexplored deck and the encounter process is
repeated. If there are no cards to draw at this
point, the maze encounter is a failure.



Crypt
4-WAY  2

You come upon a 4-way intersection. 
Footsteps lead off to the left...

Challenges:
  DC 19 + CR Insight
   Success - Place card in explored pile and
   then replace one card in explored pile with
   one card from discard pile.
   Fail - Discard a random card from the 
   explored pile.

  DC 19 + CR Dungeoneering
   Success - Place this card and top card of
   unexplored deck in explored pile.
   Fail - Discard top card from explored pile.



Crypt
4-WAY  2

You come upon a 4-way intersection. 
Footsteps lead off to the left...

Challenges:
  DC 19 + CR Insight
   Success - Place card in explored pile and
   then replace one card in explored pile with
   one card from discard pile.
   Fail - Discard a random card from the 
   explored pile.

  DC 19 + CR Dungeoneering
   Success - Place this card and top card of
   unexplored deck in explored pile.
   Fail - Discard top card from explored pile.



Crypt
4-WAY  2

You come upon a 4-way intersection. 
Footsteps lead off to the left...

Challenges:
  DC 19 + CR Insight
   Success - Place card in explored pile and
   then replace one card in explored pile with
   one card from discard pile.
   Fail - Discard a random card from the 
   explored pile.

  DC 19 + CR Dungeoneering
   Success - Place this card and top card of
   unexplored deck in explored pile.
   Fail - Discard top card from explored pile.



Crypt
4-WAY  2

You come upon a 4-way intersection. 
Footsteps lead off to the left...

Challenges:
  DC 19 + CR Insight
   Success - Place card in explored pile and
   then replace one card in explored pile with
   one card from discard pile.
   Fail - Discard a random card from the 
   explored pile.

  DC 19 + CR Dungeoneering
   Success - Place this card and top card of
   unexplored deck in explored pile.
   Fail - Discard top card from explored pile.



Crypt
ACOLYTES  2

Acolytes of the temple, garbed in somber 
robes, approach.

Challenges: 
  DC 19 + CR Sense Motive
   Success - Place card in explored pile. Locate
   and place the other Acolytes card in explored
   pile.
   Fail - Discard this card. Locate the other 
   Acolytes card and discard.

  DC 19 + CR Diplomacy
   Success - Place card in explored pile. One
   character may heal (CR)d6 damage.
   Fail - Discard this card. Take (CR)d6 damage.



Crypt
ACOLYTES  2

Acolytes of the temple, garbed in somber 
robes, approach.

Challenges: 
  DC 19 + CR Bluff
   Success - Place card in explored pile. If the
   other Acolytes card is in the explored pile
   right now, this card is worth 3 points.
   Fail - Discard this card and 2 more points
   worth of cards from the explored pile.

  DC 19 + CR Stealth
   Success - Place this card and top card of
   unexplored deck into explored pile.
   Fail - Discard this card. Take (CR)d6 damage.



Crypt
CAVE-IN  1

The tunnels here have collapsed, seemingly 
blocking the way.

Challenges:
  DC 18 + CR Dungeoneering
   Success - Place card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Climb
   Success - Place card in explored pile.
   Fail - Discard this card and take 1d4 damage.



Crypt
CENOTAPH  2

This tomb is empty and eerily quiet. Small 
inscriptions dot the walls.

Challenges:
  DC 19 + CR Religion
   Success - Place this card into explored pile
   and encounter the top card of discard pile.
   Fail - Discard this card and resolve the first
   failure condition of the top card in discard
   pile.

  DC 19 + CR Linguistics
   Success - Place this card and the top card
   from unexplored deck into explored pile.
   Fail - Discard this card and arrange explored
   pile by point value, with the highest on top. 



Crypt
COLUMBARIUM  2

Each niche in the wall is populated with its 
own ornate urn.

Challenges:
  DC 19 + CR Perception
   Success - Place this card into explored pile
   and replace a card from explored pile with
   one from the discard pile.
   Fail - Discard this card and the top card of
   the explored deck.

  DC 19 + CR Disable Device
   Success - Place this card and the top card of
   the discard pile into the explored pile.
   Fail - Discard this card and take 1d6 + CR
   damage. 



Crypt
COLUMBARIUM  2

Each niche in the wall is populated with its 
own ornate urn.

Challenges:
  DC 19 + CR Appraise
   Success - Place this card into explored pile
   and arrange the explored pile in any order.
   Fail - Discard this card and 2 more points 
   from explored pile.

  DC 15 + CR Will
   Success - Place this card into the explored
   pile and get a +2 bonus to next skill check.
   Fail - Discard this card and one spellcaster
   loses the highest level spell remaining. 



Crypt
CREMATORIUM  3

Two brick ovens, large enough to fit an 
ogre, are in the wall.

Challenges: 
  DC 21 + CR Perception
   Success - Place this card and 2 tokens in
   explored pile. Treat each token as a 1 point
   card for purposes of discarding.
   Fail - Discard this card and the top 2 cards
   of the unexplored deck. 

  DC 17 + CR Fortitude
   Success - Place this card and 2 random cards
   from the discard pile into explored pile.
   Fail - Discard this card and any Zombies,
   Tomb Robbers or Acolytes in explored pile.



Crypt
ENTRANCE  1

A gust of stale air gently blows the cobwebs 
aside, revealing a dusty passage.

Challenges:
  DC 17 + CR Religion
   Success - Place card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Perception
   Success - Place card in explored pile.
   Fail - Choose a card from the explored pile
   and discard it.



Crypt
FORK  1

The tunnel forks to the right and the left.

Challenges:
  DC 17 + CR Dungeoneering
   Success - Place card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Perception
   Success - Place card in explored pile.
   Fail - Discard this card.



Crypt
FORK  1

The tunnel forks to the right and the left.

Challenges:
  DC 17 + CR Dungeoneering
   Success - Place card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Perception
   Success - Place card in explored pile.
   Fail - Discard this card.



Crypt
FORK  1

The tunnel forks to the right and the left.

Challenges:
  DC 17 + CR Dungeoneering
   Success - Place card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Perception
   Success - Place card in explored pile.
   Fail - Discard this card.



Crypt
FOUNTAIN  2

A fountain, dedicated to an ancient noble, 
has dried up long ago.

Challenges:
  DC 19 + CR Nobility
   Success - Place card in explored pile.
   Fail - Choose a card to discard from the 
   explored pile and shuffle this card back into
   the unexplored deck.

  DC 19 + CR Arcana
   Success - Place card in explored pile.
   Fail - Choose a card to discard from the 
   explored pile and take 1 Int damage.



Crypt
HALLWAY  1

Several doors are inset into each side of the 
hallway.

Challenges: 
  DC 17 + CR Disable Device
   Success - Place this card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Perception
   Success - Place this card in explored pile.
   Fail - Discard this card.



Crypt
HALLWAY  1

Several doors are inset into each side of the 
hallway.

Challenges: 
  DC 17 + CR Disable Device
   Success - Place this card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Perception
   Success - Place this card in explored pile.
   Fail - Discard this card.



Crypt
GARGOYLES  2

Several stone gargoyle statues line the 
walls.

Challenges:
  DC 15 + CR Reflex
   Success - Place this card and one card from
   discard pile into explored pile.
   Fail - Discard this card and take 1d6 damage.

  DC 15 + CR CMB
   Success - Discard this card and place 2 cards
   from discard pile into explored pile.
   Fail - Discard this card and the entire party
   takes 1d4 damage. 



Crypt
LADDER (Down)  1

A ladder in the floor disappears into the 
darkness.

Challenges: 
  DC 17 + CR Climb
   Success - Place card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Perception
   Success - Place card in explored pile.
   Fail - Replace top card of explored pile with
   this card, then discard that card.



Crypt
LADDER (Down)  1

A ladder in the floor disappears into the 
darkness.

Challenges: 
  DC 17 + CR Climb
   Success - Place card in explored pile.
   Fail - Discard this card.

  DC 17 + CR Perception
   Success - Place card in explored pile.
   Fail - Replace top card of explored pile with
   this card, then discard that card.



Crypt
LADDER (Up)  1

A ladder goes up into a trapdoor in the 
ceiling.

Challenges: 
  DC 17 + CR Climb
   Success - Place card in explored pile.
   Fail - Discard top card of unexplored deck
   and replace with this card.

  DC 14 + CR Reflex
   Success - Place card in explored pile.
   Fail - Discard this card and take CR damage.



Crypt
LADDER (Up)  1

A ladder goes up into a trapdoor in the 
ceiling.

Challenges: 
  DC 17 + CR Climb
   Success - Place card in explored pile.
   Fail - Discard top card of unexplored deck
   and replace with this card.

  DC 14 + CR Reflex
   Success - Place card in explored pile.
   Fail - Discard this card and take CR damage.



Crypt
MANHOLE COVER  2

A bronze manhole cover is inset into the 
floor.

Challenges:
  DC 19 + CR Disable Device
   Success - Place this card and a random
   unexplored card in explored pile.
   Fail - Discard 2 points from explored pile.

  DC 13 + CR Strength
   Success - Place this card and a random 
   discard in the explored pile.
   Fail - Discard this card and take 1d6 damage.



Crypt
CAVERN  1

The catacombs open up into a rocky natural 
cavern.

Challenges:
  DC 17 + CR Nature
   Success - Place card in explored pile.
   Fail - Discard this card and take a -1 penalty
   to next skill check.

  DC 14 + CR Reflex
   Success - Place card in explored pile.
   Fail - Discard this card.



Crypt
OPEN CRYPT  1

An opened, empty crypt is here, most likely 
never used.

Challenges:
  DC 17 + CR Spellcraft
   Success - Place card in explored pile.
   Fail - Discard this card.

  DC 14 + CR Fortitude
   Success - Place card in explored pile.
   Fail - Discard this card and take 1d4 damage.



Crypt
OPEN GRAVE  0

It looks like something dug out this grave... 
from underground.

Challenges: (If encountered normally, you may
   discard this card instead of encountering it)

  DC 26 + CR Perception
   Success - You have found the maze exit.
   Fail - Remove Entrance, shuffle all cards
   into unexplored deck and start over.

  DC 26 + CR Spellcraft
   Success - You have found the maze exit.
   Fail - Remove Entrance, shuffle all cards
   into unexplored deck and start over.



Crypt
OSSUARY  3

Bones are littered everywhere, giving the 
illusion of movement.

Challenges:
  DC 21 + CR Acrobatics
   Success - Place this card into explored pile
   and automatically succeed on next 2 cards.
   Fail - Discard this card and automatically
   fail next 2 cards.

  DC 15 + CR Will
   Success - Place this card in explored pile and
   then shuffle discard pile into unexplored deck.
   Fail - Discard this card and enough cards
   from explored pile to equal half of maze 
   value.



Crypt
OSSUARY  3

Bones are littered everywhere, giving the 
illusion of movement.

Challenges:
  DC 21 + CR Acrobatics
   Success - Place this card into explored pile
   and automatically succeed on next 2 cards.
   Fail - Discard this card and automatically
   fail next 2 cards.

  DC 15 + CR Will
   Success - Place this card in explored pile and
   then shuffle discard pile into unexplored deck.
   Fail - Discard this card and enough cards
   from explored pile to equal half of maze 
   value.



Crypt
PIT  1

A large pit, of recent origin, has been dug in 
the middle of the passage.

Challenges:
  DC 17 + CR Acrobatics
   Success - Place this card into explored pile.
   Fail - Discard this card and take 1d4 + CR
   damage.

  DC 17 + CR Dungeoneering
   Success - Place this card in explored pile.
   Fail - Discard this card and take CR damage.



Crypt
PIT  1

A large pit, of recent origin, has been dug in 
the middle of the passage.

Challenges:
  DC 17 + CR Acrobatics
   Success - Place this card into explored pile.
   Fail - Discard this card and take 1d4 + CR
   damage.

  DC 17 + CR Dungeoneering
   Success - Place this card in explored pile.
   Fail - Discard this card and take CR damage.



Crypt
PORTCULLIS  2

A rusted portcullis, bound in chains, bars 
further progress.

Challenges:
  DC 19 + CR Disable Device
   Success - Place card in explored pile.
   Fail - Choose a card to discard from the 
   explored pile and take 1d6 damage.

  DC 13 + CR Strength
   Success - Place card in explored pile.
   Fail - Choose 2 cards to discard from the
   explored pile.



Crypt
RELIQUARY  2

What looks like knuckle bones are 
interspersed with other artifacts.

Challenges:
  DC 19 + CR History
   Success - Place this card into explored pile
   and gain +1 Will for the rest of the maze.
   Fail - Discard this card and the top 2 of the
   unexplored deck.

  DC 19 + CR Appraise
   Success - Place this card in explored pile and
   gain +1 Perception for the rest of the maze.
   Fail - Discard this card and the top card from
   the explored pile and unexplored deck.



Crypt
SARCOPHAGUS  3

A gold and mother of pearl inlaid 
sarcophagus has been laid open.

Challenges:
  DC 16 + CR CMB
   Success - Place this card into explored pile
   along with 2 random cards from any deck.
   Fail - Discard this card. One character
   expends a channelled power and takes
   (CR)d8 damage.

  DC 21 + CR Disable Device
   Success - Place this card in explored pile and
   resolve a random success from discard pile.
   Fail - Discard this card and entire party takes
   (CR)d6 damage.



Crypt
SHRINE  2

A small shrine has been built here, 
dedicated to an unknown god.

Challenges:
  DC 19 + CR Religion
   Success - Place this card in the explored pile
   and replace top card of unexplored deck with
   any discard.
   Fail - Choose a card from explored pile and 
   discard.

  DC 19 + CR Dungeoneering
   Success - Place this card in the explored pile
   and arrange explored pile in any order.
   Fail - Discard card and take 1 Wis damage.



Crypt
SKELETON  3

A staff-wielding skeleton, clad in decaying 
robes, blocks your way.

Challenges:
  DC 21 + CR Diplomacy
   Success - Place this card and a random card
   from the discard pile in explored pile.
   Fail - Discard 2 random cards from the 
   explored deck.

  DC 17 + CR Reflex
   Success - Place card in explored pile and
   arrange top 5 cards of the unexplored deck
   in any order.
   Fail - Discard this card and entire party takes
   1d6 electricity damage.



Crypt
STAIRS  1

Wide marble stairs lead up to a balcony.

Challenges:
  DC 17 + CR Dungeoneering
   Success - Place this card in the explored pile.
   Fail - Discard 1 point from explored pile.

  DC 17 + CR Insight
   Success - Place this card in the explored pile.
   Fail - Discard this card.



Crypt
STAIRS  2

Wide marble stairs lead up to a balcony.

Challenges:
  DC 19 + CR Perception
   Success - Place this card in the explored pile.
   Gain a +1 bonus to next skill check.
   Fail - Discard this card and get a -1 penalty
   to next skill check.

  DC 19 + CR Dungeoneering
   Success - Place this card in the explored pile
   and re-roll the next failed skill check.
   Fail - Discard this card and take 1d6 damage.



Crypt
“T”  1

The ancient passageway ends in a T-
intersection.

Challenges:
  DC 17 + CR Dungeoneering
   Success - Place card in explored pile.
   Fail - Choose a card to discard from the
   explored pile.

  DC 17 + CR Survival
   Success - Place card in explored pile.
   Fail - Discard this card.



Crypt
TOMB ROBBERS  2

A small band of tomb robbers blocks the 
way!

Challenges:
  DC 14 + CR CMB
   Success - Place this card and one card from 
   discard pile into explored pile.
   Fail - Discard this card and entire party takes
   1d6 + CR damage.

  DC 19 + CR Intimidate
   Success - Place this card into explored pile.
   Gain +2 to next skill check.
   Fail - Discard this card and one card from 
   explored deck. 



Crypt
TOMBS  3

Several remains have been interred here, 
each with a plaque.

Challenges:
  DC 21 + CR Linguistics
   Success - Place this card in the explored pile
   along with 2 random unexplored cards.
   Fail - Discard the top 2 explored cards.

  DC 21 + CR Local
   Success - Place this card in the explored pile
   and automatically succeed on next skill check.
   Fail - Automatically fail next skill check.



Crypt
TOMBS  2

Several remains have been interred here, 
each with a plaque.

Challenges:
  DC 19 + CR Religion
   Success - Place this card in the explored pile
   and choose to keep or discard top card of
   unexplored deck.
   Fail - Discard random card from explored
   pile.

  DC 19 + CR Perception
   Success - Place card in the explored pile and
   place any discard on top of unexplored deck.
   Fail - Discard any card from explored deck.



Crypt
TOMBS  2

Several remains have been interred here, 
each with a plaque.

Challenges:
  DC 19 + CR Heal
   Success - Discard this card and place any 
   discard into explored pile.
   Fail - Discard any card from explored pile.

  DC 15 + CR Will
   Success - Place card in the explored pile and
   gain a +1 to next skill check.
   Fail - Discard card and shuffle unexplored
   deck.



Crypt
ZOMBIES  1

The dead have been disturbed.

Challenges:
  DC 13 + CR CMB
   Success - Place this card into explored pile.
   Fail - Discard this card. 

  DC 14 + CR Fortitude
   Success - Place this card in explored pile.
   Fail - Discard this card.



Crypt
ZOMBIES  1

The dead have been disturbed.

Challenges:
  DC 13 + CR CMB
   Success - Place this card into explored pile.
   Fail - Discard this card. 

  DC 14 + CR Fortitude
   Success - Place this card in explored pile.
   Fail - Discard this card.



Crypt
ZOMBIES  1

The dead have been disturbed.

Challenges:
  DC 13 + CR CMB
   Success - Place this card into explored pile.
   Fail - Discard this card. 

  DC 14 + CR Fortitude
   Success - Place this card in explored pile.
   Fail - Discard this card.



Crypt
ZOMBIES  1

The dead have been disturbed.

Challenges:
  DC 13 + CR CMB
   Success - Place this card into explored pile.
   Fail - Discard this card. 

  DC 14 + CR Fortitude
   Success - Place this card in explored pile.
   Fail - Discard this card.



CREDITS
Written By: Rory Toma 
Artwork by: Richard Langsmith milliemodels.com
Designation of Open Game Content: All Text

OPEN GAME LICENSE

VERSION 1.0A
The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product Identity. (e) 
“Product Identity” means product and product line names, logos and 
identifying marks including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual or 
audio representations; names of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product identity 



identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) “Trademark” 
means the logos, names, mark, sign, motto, designs that are used by a 
Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game 
Content. (h) “You” or “Your” means the licensee in terms of this 
agreement.
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the 
Open Game Content.
5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as



expressly licensed in another, independent Agreement with the owner of 
such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in and 
to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content.
9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the 
termination of this License.
14. Reformation: If any provision of this License is held to be unenforce- 
able, such provision shall be reformed only to the extent necessary to 
make it enforceable.



15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; 
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte 
Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All 
rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: 
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey 
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick 
Lawinger, and Bill Webb; Based on original content from TSR.

Ultimate Maze Deck: Crypts, Copyright 2011, Mentats of Gaming, 
Digital Reality, Inc, Louis Porter Jr. Design
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e D

eck
 N

am
e

2
. C

ard
 N

am
e

3
. Exp

lo
ratio

n
 P

o
in

t V
alu

e
4

. Flavo
r T

ext an
d

 P
ictu

re
5

. C
h

allen
g
e Sectio

n

D
eterm

in
e EL o

f M
az

e

C
h

o
o
se th

e len
g
th

 o
f th

e m
az

e. T
h

e len
g
th

 o
f

th
e m

az
e d

eterm
in

es h
o
w

 m
an

y p
o
in

ts o
f

card
s m

u
st b

e exp
lo

red
 to

 su
ccessfu

lly
co

m
p

lete th
e m

az
e an

d
 also

 m
o
d

ifies th
e EL as

sh
o
w

n
 b

elo
w Sh

o
rt 

2
0

 p
ts 

-1
R

eg
u

lar 
4
0

 p
ts

Lo
n

g
 

6
0
 p

ts 
+
1

N
ext, d

eterm
in

e th
e C

R
 o

f th
e m

az
e. T

h
is can

b
e an

y level yo
u

 w
an

t, alth
o
u

g
h

 it is su
g
g
ested

th
at th

is n
u

m
b

er b
e th

e A
P
L o

r A
P
L +

/- 1
. T

h
is

n
u

m
b

er d
eterm

in
es th

e d
ifficu

lty o
f th

e
ch

allen
g
es.

T
h

e EL o
f th

e m
az

e is th
en

 th
e C

R
 m

o
d

ified
b

y th
e len

g
th

 m
o
d

ifier. So
, a C

R
 6

 lo
n

g
 m

az
e

w
ill b

e an
 EL 7

.

Lo
cate th

e EN
T

R
A

N
C

E card
. T

h
is w

ill b
e th

e
first card

 en
co

u
n

tered
. Sh

u
ffle th

e rest o
f th

e
card

s an
d

 p
lace th

em
 face d

o
w

n
. T

h
is is th

e
u

n
exp

lored
 d

eck. T
h

ere is also
 a d

isca
rd

 p
ile

an
d

 an
 exp

lored
 p

ile th
at w

ill b
e created

 as
card

s are en
co

u
n

tered
. T

h
e EN

T
R

A
N

C
E card

 is
n

o
w

 en
co

u
n

tered
.

Each
 card

 h
as tw

o
 ch

allen
g
es. T

h
e p

layers
ch

o
o
se o

n
e o

f th
e ch

allen
g
es an

d
 m

ak
e th

e
ap

p
ro

p
riate sk

ill ch
eck

, save o
r co

m
b

at
m

an
eu

ver ro
ll. Sk

ill ch
eck

s m
ay b

e assisted
 b

y
an

o
th

er p
layer. If th

e ro
ll su

cceed
s, th

e Su
ccess

co
n

d
itio

n
 is reso

lved
. If th

e ro
ll fails, th

e Fa
il

co
n

d
itio

n
 is reso

lved
.

D
iscard

ed
 card

s g
o
 face u

p
, o

n
 to

p
 o

f th
e

d
iscard

 p
ile. C

ard
s th

at g
o
 to

 th
e exp

lo
red

 p
ile

g
o
 face u

p
 o

n
 to

p
 o

f th
e exp

lo
red

 p
ile. T

h
e

exp
lo

red
 p

ile m
ay b

e exam
in

ed
, b

u
t th

e o
rd

er
sh

o
u

ld
 n

o
t b

e ch
an

g
ed

, u
n

less sp
ecified

 b
y a

Su
ccess/Fail reso

lu
tio

n
. If, after a co

n
d

itio
n

 is
reso

lved
, th

e p
o
in

t valu
e o

f th
e card

s in
 th

e
exp

lo
red

 p
ile eq

u
al o

r exceed
 th

e m
az

e valu
e,

th
e m

az
e is co

m
p

leted
 an

d
 th

e en
co

u
n

ter is
su

ccessfu
l.

If a co
n

d
itio

n
 req

u
ires yo

u
 to

 u
se a card

 fro
m

a d
eck

 o
r a p

ile, an
d

 th
ere is n

o
 card

 to
 u

se,
ig

n
o
re th

o
se p

art(s) o
f th

e co
n

d
itio

n
.

T
h

e to
p

 card
 is n

o
w

 d
raw

n
 fro

m
 th

e
u

n
exp

lo
red

 d
eck

 an
d

 th
e en

co
u

n
ter p

ro
cess is

rep
eated

. If th
ere are n

o
 card

s to
 d

raw
 at th

is
p

o
in

t, th
e m

az
e en

co
u

n
ter is a failu

re.

C
ryp

t
4
-W

A
Y
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Y

o
u

 co
m

e u
p

o
n

 a 4
-w

ay in
tersectio

n
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Fo
o
tstep

s lead
 o

ff to
 th

e left...

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 In

sig
h

t
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile a
n

d
   th

en
 rep

la
ce on

e ca
rd

 in
 exp

lored
 p

ile w
ith

   on
e ca

rd
 from

 d
isca

rd
 p

ile.
   Fail - D

isca
rd

 a
 ra

n
d
om

 ca
rd

 from
 th

e 
   exp

lored
 p

ile.

  D
C

 1
9

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 a
n

d
 top

 ca
rd

 of
   u

n
exp

lored
 d

eck in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 top
 ca

rd
 from

 exp
lored

 p
ile.



C
ryp

t
4
-W

A
Y

 2
Y

o
u

 co
m

e u
p

o
n

 a 4
-w

ay in
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n
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o
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e left...

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 In
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h

t
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile a
n

d
   th

en
 rep

la
ce on

e ca
rd
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 exp

lored
 p

ile w
ith

   on
e ca

rd
 from

 d
isca

rd
 p

ile.
   Fail - D

isca
rd

 a
 ra

n
d

om
 ca

rd
 from

 th
e 

   exp
lored

 p
ile.

  D
C

 1
9

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 a
n

d
 top

 ca
rd

 of
   u

n
exp

lored
 d

eck in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 top
 ca

rd
 from

 exp
lored

 p
ile.
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o
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ff to
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e left...

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 In

sig
h

t
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile a
n

d
   th

en
 rep

la
ce on

e ca
rd

 in
 exp

lored
 p

ile w
ith

   on
e ca

rd
 from

 d
isca

rd
 p

ile.
   Fail - D

isca
rd

 a
 ra

n
d

om
 ca

rd
 from

 th
e 

   exp
lored

 p
ile.

  D
C

 1
9

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 a
n

d
 top

 ca
rd

 of
   u

n
exp

lored
 d

eck in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 top
 ca

rd
 from

 exp
lored

 p
ile.

C
ryp

t
4
-W

A
Y

 2
Y

o
u

 co
m

e u
p

o
n

 a 4
-w

ay in
tersectio

n
. 

Fo
o
tstep

s lead
 o

ff to
 th

e left...

C
h

allen
g
es:

  D
C

 1
9
 +

 C
R

 In
sig

h
t

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile a

n
d

   th
en

 rep
la

ce on
e ca

rd
 in

 exp
lored

 p
ile w

ith
   on

e ca
rd

 from
 d

isca
rd

 p
ile.

   Fail - D
isca

rd
 a

 ra
n

d
om

 ca
rd

 from
 th

e 
   exp

lored
 p

ile.

  D
C

 1
9
 +

 C
R

 D
u

n
g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 a
n

d
 top

 ca
rd

 of
   u

n
exp

lored
 d

eck in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 top
 ca

rd
 from

 exp
lored

 p
ile.

C
ryp

t
A

C
O

LY
T

ES
 2

A
co

lytes o
f th

e tem
p

le, g
arb

ed
 in

 so
m

b
er 

ro
b

es, ap
p

ro
ach

.

C
h

allen
g
es: 

  D
C

 1
9
 +

 C
R

 Sen
se M

otive
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile. L
oca

te
   a

n
d
 p

la
ce th

e oth
er A

colytes ca
rd

 in
 exp

lored
   p

ile.
   Fail - D

isca
rd

 th
is ca

rd
. L

oca
te th

e o
th

er 
   A

colytes ca
rd

 a
n

d
 d

isca
rd

.

  D
C

 1
9
 +

 C
R

 D
ip

lom
a

cy
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile. O
n

e
   ch

a
ra

cter m
a
y h

ea
l (C

R
)d

6
 d

a
m

a
g
e.

   Fail - D
isca

rd
 th

is ca
rd

. T
a
ke (C

R
)d

6
 d

a
m

a
g
e.

C
ryp

t
A

C
O

LY
T

ES
 2

A
co

lytes o
f th

e tem
p

le, g
arb

ed
 in

 so
m

b
er 

ro
b

es, ap
p

ro
ach

.

C
h

allen
g
es: 

  D
C

 1
9

 +
 C

R
 B

lu
ff

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile. If th

e
   oth

er A
colytes ca

rd
 is in

 th
e exp

lored
 p

ile
   rig

h
t n

ow
, th

is ca
rd

 is w
orth

 3
 p

oin
ts.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 2

 m
ore p

oin
ts

   w
orth

 of ca
rd

s from
 th

e exp
lored

 p
ile.

  D
C

 1
9

 +
 C

R
 Stea

lth
   Su

ccess - P
la

ce th
is ca

rd
 a

n
d

 top
 ca

rd
 of

   u
n

exp
lored

 d
eck in

to exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

. T
a

ke (C
R

)d
6
 d

a
m

a
g
e.

C
ryp

t
C

A
V

E-IN
 1

T
h

e tu
n

n
els h

ere h
ave co

llap
sed

, seem
in

g
ly 

b
lo

ck
in

g
 th

e w
ay.

C
h

allen
g
es:

  D
C

 1
8

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
7

 +
 C

R
 C

lim
b

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke 1
d

4
 d

a
m

a
g
e.



C
ryp

t
C

EN
O

T
A

P
H

 2
T

h
is to

m
b

 is em
p

ty an
d

 eerily q
u

iet. Sm
all 

in
scrip

tio
n

s d
o
t th

e w
alls.

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 R

elig
ion

   Su
ccess - P

la
ce th

is ca
rd

 in
to exp

lored
 p

ile
   a

n
d

 en
cou

n
ter th

e top
 ca

rd
 of d

isca
rd

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 resolve th

e first
   fa

ilu
re con

d
ition

 of th
e top

 ca
rd

 in
 d

isca
rd

   p
ile.

  D
C

 1
9

 +
 C

R
 L

in
g
u

istics
   Su

ccess - P
la

ce th
is ca

rd
 a

n
d

 th
e top

 ca
rd

   from
 u

n
exp

lored
 d

eck in
to exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 a
rra

n
g
e exp

lored
   p

ile b
y p

oin
t va

lu
e, w

ith
 th

e h
ig

h
est on

 top
. 

C
ryp

t
C

O
LU

M
B

A
R

IU
M

 2
Each

 n
ich

e in
 th

e w
all is p

o
p

u
lated

 w
ith

 its 
o
w

n
 o

rn
ate u

rn
.

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 P

ercep
tion

   Su
ccess - P

la
ce th

is ca
rd

 in
to exp

lored
 p

ile
   a

n
d

 rep
la

ce a
 ca

rd
 from

 exp
lored

 p
ile w

ith
   on

e from
 th

e d
isca

rd
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 th
e top

 ca
rd

 of
   th

e exp
lored

 d
eck.

  D
C

 1
9

 +
 C

R
 D

isa
b
le D

evice
   Su

ccess - P
la

ce th
is ca

rd
 a

n
d

 th
e top

 ca
rd

 of
   th

e d
isca

rd
 p

ile in
to th

e exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke 1
d

6
 +

 C
R

   d
a
m

a
g
e. 

C
ryp

t
C

O
LU

M
B

A
R

IU
M

 2
Each

 n
ich

e in
 th

e w
all is p

o
p

u
lated

 w
ith

 its 
o
w

n
 o

rn
ate u

rn
.

C
h

allen
g
es:

  D
C

 1
9
 +

 C
R

 A
p
p

ra
ise

   Su
ccess - P

la
ce th

is ca
rd

 in
to exp

lored
 p

ile
   a

n
d
 a

rra
n

g
e th

e exp
lored

 p
ile in

 a
n

y ord
er.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 2

 m
ore p

oin
ts 

   from
 exp

lored
 p

ile.

  D
C

 1
5
 +

 C
R

 W
ill

   Su
ccess - P

la
ce th

is ca
rd

 in
to th

e exp
lored

   p
ile a

n
d

 g
et a

 +
2
 b

on
u

s to n
ext skill ch

eck.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d
 on

e sp
ellca

ster
   loses th

e h
ig

h
est level sp

ell rem
a

in
in

g
. 

C
ryp

t
C

R
EM

A
T

O
R

IU
M

 3
T

w
o
 b

rick
 o

ven
s, larg

e en
o
u

g
h

 to
 fit an

 
o
g
re, are in

 th
e w

all.

C
h

allen
g
es: 

  D
C

 2
1
 +

 C
R

 P
ercep

tion
   Su

ccess - P
la

ce th
is ca

rd
 a

n
d
 2

 token
s in

   exp
lored

 p
ile. T

rea
t ea

ch
 token

 a
s a

 1
 p

oin
t

   ca
rd

 for p
u

rp
oses of d

isca
rd

in
g
.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 th

e top
 2

 ca
rd

s
   of th

e u
n

exp
lored

 d
eck. 

  D
C

 1
7
 +

 C
R

 Fortitu
d
e

   Su
ccess - P

la
ce th

is ca
rd

 a
n

d
 2

 ra
n

d
om

 ca
rd

s
   from

 th
e d

isca
rd

 p
ile in

to exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 a

n
y Z

om
b
ies,

   T
om

b
 R

ob
b
ers or A

colytes in
 exp

lored
 p

ile.

C
ryp

t
EN

T
R

A
N

C
E

 1
A

 g
u

st o
f stale air g

en
tly b

lo
w

s th
e co

b
w

eb
s 

asid
e, revealin

g
 a d

u
sty p

assag
e.

C
h

allen
g
es:

  D
C

 1
7

 +
 C

R
 R

elig
ion

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
7

 +
 C

R
 P

ercep
tion

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - C
h

oose a
 ca

rd
 from

 th
e exp

lored
 p

ile
   a

n
d

 d
isca

rd
 it.

C
ryp

t
FO

R
K

 1
T

h
e tu

n
n

el fo
rk

s to
 th

e rig
h

t an
d

 th
e left.

C
h

allen
g
es:

  D
C

 1
7

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
7

 +
 C

R
 P

ercep
tion

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.



C
ryp

t
FO

R
K

 1
T

h
e tu

n
n

el fo
rk

s to
 th

e rig
h

t an
d

 th
e left.

C
h

allen
g
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C

 1
7
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R
 D

u
n

g
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g
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la
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rd
 in
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ile.
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rd
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is ca
rd
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C
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7

 +
 C

R
 P

ercep
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   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.
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isca

rd
 th

is ca
rd

.

C
ryp

t
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R
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 1
T

h
e tu

n
n

el fo
rk
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 th

e rig
h
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d

 th
e left.

C
h

allen
g
es:

  D
C

 1
7

 +
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R
 D

u
n

g
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eerin
g

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
7

 +
 C

R
 P

ercep
tion

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

C
ryp

t
FO

U
N

T
A

IN
 2

A
 fo

u
n

tain
, d

ed
icated

 to
 an

 an
cien

t n
o
b

le, 
h

as d
ried

 u
p

 lo
n

g
 ag

o
.

C
h

allen
g
es:

  D
C

 1
9
 +

 C
R

 N
ob

ility
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile.
   Fail - C

h
oose a

 ca
rd

 to d
isca

rd
 from

 th
e 

   exp
lored

 p
ile a

n
d
 sh

u
ffle th

is ca
rd

 b
a
ck in

to
   th

e u
n

exp
lored

 d
eck.

  D
C

 1
9
 +

 C
R

 A
rca

n
a

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - C
h

oose a
 ca

rd
 to d

isca
rd

 from
 th

e 
   exp

lored
 p

ile a
n

d
 ta

ke 1
 In

t d
a
m

a
g
e.

C
ryp

t
H

A
LLW

A
Y

 1
Several d

o
o
rs are in

set in
to

 each
 sid

e o
f th

e 
h

allw
ay.

C
h

allen
g
es: 

  D
C

 1
7
 +

 C
R

 D
isa

b
le D

evice
   Su

ccess - P
la

ce th
is ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
7
 +

 C
R

 P
ercep

tion
   Su

ccess - P
la

ce th
is ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

C
ryp

t
H

A
LLW

A
Y

 1
Several d

o
o
rs are in

set in
to

 each
 sid

e o
f th

e 
h

allw
ay.

C
h

allen
g
es: 

  D
C

 1
7

 +
 C

R
 D

isa
b
le D

evice
   Su

ccess - P
la

ce th
is ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
7

 +
 C

R
 P

ercep
tion

   Su
ccess - P

la
ce th

is ca
rd

 in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
.

C
ryp

t
G

A
R

G
O

Y
LES

 2
Several sto

n
e g

arg
o
yle statu

es lin
e th

e 
w

alls.

C
h

allen
g
es:

  D
C

 1
5

 +
 C

R
 R

eflex
   Su

ccess - P
la

ce th
is ca

rd
 a

n
d

 on
e ca

rd
 from

   d
isca

rd
 p

ile in
to exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 ta
ke 1

d
6
 d

a
m

a
g
e.

  D
C

 1
5

 +
 C

R
 C

M
B

   Su
ccess - D

isca
rd

 th
is ca

rd
 a

n
d
 p

la
ce 2

 ca
rd

s
   from

 d
isca

rd
 p

ile in
to exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 th
e en

tire p
a

rty
   ta

kes 1
d

4
 d

a
m

a
g
e. 



C
ryp

t
LA

D
D

ER
 (D

o
w

n
)

 1
A

 lad
d

er in
 th

e flo
o
r d

isap
p

ears in
to

 th
e 

d
ark

n
ess.

C
h

allen
g
es: 

  D
C

 1
7

 +
 C

R
 C

lim
b

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
7

 +
 C

R
 P

ercep
tion

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - R
ep

la
ce top

 ca
rd

 of exp
lored

 p
ile w

ith
   th

is ca
rd

, th
en

 d
isca

rd
 th

a
t ca

rd
.

C
ryp

t
LA

D
D

ER
 (D

o
w

n
)

 1
A

 lad
d

er in
 th

e flo
o
r d

isap
p

ears in
to

 th
e 

d
ark

n
ess.

C
h

allen
g
es: 

  D
C

 1
7

 +
 C

R
 C

lim
b

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
7

 +
 C

R
 P

ercep
tion

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - R
ep

la
ce top

 ca
rd

 of exp
lored

 p
ile w

ith
   th

is ca
rd

, th
en

 d
isca

rd
 th

a
t ca

rd
.

C
ryp

t
LA

D
D

ER
 (U

p
)

 1
A

 lad
d

er g
o
es u

p
 in

to
 a trap

d
o
o
r in

 th
e 

ceilin
g
.

C
h

allen
g
es: 

  D
C

 1
7
 +

 C
R

 C
lim

b
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 top
 ca

rd
 of u

n
exp

lored
 d

eck
   a

n
d
 rep

la
ce w

ith
 th

is ca
rd

.

  D
C

 1
4
 +

 C
R

 R
eflex

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke C
R

 d
a

m
a
g
e.

C
ryp

t
LA

D
D

ER
 (U

p
)

 1
A

 lad
d

er g
o
es u

p
 in

to
 a trap

d
o
o
r in

 th
e 

ceilin
g
.

C
h

allen
g
es: 

  D
C

 1
7
 +

 C
R

 C
lim

b
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 top
 ca

rd
 of u

n
exp

lored
 d

eck
   a

n
d
 rep

la
ce w

ith
 th

is ca
rd

.

  D
C

 1
4
 +

 C
R

 R
eflex

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke C
R

 d
a

m
a
g
e.

C
ryp

t
M

A
N

H
O

LE C
O

V
ER

 2
A

 b
ro

n
z
e m

an
h

o
le co

ver is in
set in

to
 th

e 
flo

o
r.

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 D

isa
b
le D

evice
   Su

ccess - P
la

ce th
is ca

rd
 a

n
d

 a
 ra

n
d
om

   u
n

exp
lored

 ca
rd

 in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 2
 p

oin
ts from

 exp
lored

 p
ile.

  D
C

 1
3

 +
 C

R
 Stren

g
th

   Su
ccess - P

la
ce th

is ca
rd

 a
n

d
 a

 ra
n

d
om

 
   d

isca
rd

 in
 th

e exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke 1
d

6
 d

a
m

a
g
e.

C
ryp

t
C

A
V

ER
N

 1
T

h
e cataco

m
b

s o
p

en
 u

p
 in

to
 a ro

ck
y n

atu
ral 

cavern
.

C
h

allen
g
es:

  D
C

 1
7

 +
 C

R
 N

a
tu

re
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 ta
ke a

 -
1

 p
en

a
lty

   to n
ext skill ch

eck.

  D
C

 1
4

 +
 C

R
 R

eflex
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
.



C
ryp

t
O

P
EN

 C
R

Y
P
T

 1
A

n
 o

p
en

ed
, em

p
ty cryp

t is h
ere, m

o
st lik

ely 
n

ever u
sed

.

C
h

allen
g
es:

  D
C

 1
7

 +
 C

R
 Sp

ellcra
ft

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

  D
C

 1
4

 +
 C

R
 Fortitu

d
e

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke 1
d

4
 d

a
m

a
g
e.

C
ryp

t
O

P
EN

 G
R

A
V

E
 0

It lo
o
k
s lik

e so
m

eth
in

g
 d

u
g
 o

u
t th

is g
rave... 

fro
m

 u
n

d
erg

ro
u

n
d

.

C
h

allen
g
es: (If en

co
u

n
tered

 n
o
rm

ally, yo
u

 m
ay

   d
iscard

 th
is card

 in
stead

 o
f en

co
u

n
terin

g
 it)

  D
C

 2
6

 +
 C

R
 P

ercep
tion

   Su
ccess - Y

ou
 h

a
ve fou

n
d
 th

e m
a

ze exit.
   Fail - R

em
ove En

tra
n

ce, sh
u

ffle a
ll ca

rd
s

   in
to u

n
exp

lored
 d

eck a
n

d
 sta

rt over.

  D
C

 2
6

 +
 C

R
 Sp

ellcra
ft

   Su
ccess - Y

ou
 h

a
ve fou

n
d
 th

e m
a

ze exit.
   Fail - R

em
ove En

tra
n

ce, sh
u

ffle a
ll ca

rd
s

   in
to u

n
exp

lored
 d

eck a
n

d
 sta

rt over.

C
ryp

t
O

SSU
A

R
Y

 3
B

o
n

es are littered
 everyw

h
ere, g

ivin
g
 th

e 
illu

sio
n

 o
f m

o
vem

en
t.

C
h

allen
g
es:

  D
C

 2
1
 +

 C
R

 A
crob

a
tics

   Su
ccess - P

la
ce th

is ca
rd

 in
to exp

lored
 p

ile
   a

n
d
 a

u
tom

a
tica

lly su
cceed

 on
 n

ext 2
 ca

rd
s.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 a

u
tom

a
tica

lly
   fa

il n
ext 2

 ca
rd

s.

  D
C

 1
5
 +

 C
R

 W
ill

   Su
ccess - P

la
ce th

is ca
rd

 in
 exp

lored
 p

ile a
n

d
   th

en
 sh

u
ffle d

isca
rd

 p
ile in

to u
n

exp
lored

 d
eck.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 en

ou
g
h

 ca
rd

s
   from

 exp
lored

 p
ile to eq

u
a

l h
a

lf of m
a

ze 
   va

lu
e.

C
ryp

t
O

SSU
A

R
Y

 3
B

o
n

es are littered
 everyw

h
ere, g

ivin
g
 th

e 
illu

sio
n

 o
f m

o
vem

en
t.

C
h

allen
g
es:

  D
C

 2
1
 +

 C
R

 A
crob

a
tics

   Su
ccess - P

la
ce th

is ca
rd

 in
to exp

lored
 p

ile
   a

n
d
 a

u
tom

a
tica

lly su
cceed

 on
 n

ext 2
 ca

rd
s.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 a

u
tom

a
tica

lly
   fa

il n
ext 2

 ca
rd

s.

  D
C

 1
5
 +

 C
R

 W
ill

   Su
ccess - P

la
ce th

is ca
rd

 in
 exp

lored
 p

ile a
n

d
   th

en
 sh

u
ffle d

isca
rd

 p
ile in

to u
n

exp
lored

 d
eck.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 en

ou
g
h

 ca
rd

s
   from

 exp
lored

 p
ile to eq

u
a

l h
a

lf of m
a

ze 
   va

lu
e.

C
ryp

t
P
IT

 1
A

 larg
e p

it, o
f recen

t o
rig

in
, h

as b
een

 d
u

g
 in 

th
e m

id
d

le o
f th

e p
assag

e.

C
h

allen
g
es:

  D
C

 1
7

 +
 C

R
 A

crob
a

tics
   Su

ccess - P
la

ce th
is ca

rd
 in

to exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke 1
d

4
 +

 C
R

   d
a

m
a
g
e.

  D
C

 1
7

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 ta
ke C

R
 d

a
m

a
g
e.

C
ryp

t
P
IT

 1
A

 larg
e p

it, o
f recen

t o
rig

in
, h

as b
een

 d
u

g
 in 

th
e m

id
d

le o
f th

e p
assag

e.

C
h

allen
g
es:

  D
C

 1
7

 +
 C

R
 A

crob
a

tics
   Su

ccess - P
la

ce th
is ca

rd
 in

to exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke 1
d

4
 +

 C
R

   d
a

m
a
g
e.

  D
C

 1
7

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 ta
ke C

R
 d

a
m

a
g
e.



C
ryp

t
P
O

R
T

C
U

LLIS
 2

A
 ru

sted
 p

o
rtcu

llis, b
o
u

n
d

 in
 ch

ain
s, b

ars 
fu

rth
er p

ro
g
ress.

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 D

isa
b
le D

evice
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile.
   Fail - C

h
oose a

 ca
rd

 to d
isca

rd
 from

 th
e 

   exp
lored

 p
ile a

n
d

 ta
ke 1

d
6
 d

a
m

a
g
e.

  D
C

 1
3

 +
 C

R
 Stren

g
th

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - C
h

oose 2
 ca

rd
s to d

isca
rd

 from
 th

e
   exp

lored
 p

ile.

C
ryp

t
R

ELIQ
U

A
R

Y
 2

W
h

at lo
o
k
s lik

e k
n

u
ck

le b
o
n

es are 
in

tersp
ersed

 w
ith

 o
th

er artifacts.

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 H

istory
   Su

ccess - P
la

ce th
is ca

rd
 in

to exp
lored

 p
ile

   a
n

d
 g

a
in

 +
1

 W
ill for th

e rest of th
e m

a
ze.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 th

e top
 2

 of th
e

   u
n

exp
lored

 d
eck.

  D
C

 1
9

 +
 C

R
 A

p
p
ra

ise
   Su

ccess - P
la

ce th
is ca

rd
 in

 exp
lored

 p
ile a

n
d

   g
a

in
 +

1
 P

ercep
tion

 for th
e rest of th

e m
a

ze.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 th
e top

 ca
rd

 from
   th

e exp
lored

 p
ile a

n
d

 u
n

exp
lored

 d
eck.

C
ryp

t
SA

R
C

O
P
H

A
G

U
S

 3
A

 g
o
ld

 an
d

 m
o
th

er o
f p

earl in
laid

 
sarco

p
h

ag
u

s h
as b

een
 laid

 o
p

en
.

C
h

allen
g
es:

  D
C

 1
6
 +

 C
R

 C
M

B
   Su

ccess - P
la

ce th
is ca

rd
 in

to exp
lored

 p
ile

   a
lon

g
 w

ith
 2

 ra
n

d
om

 ca
rd

s from
 a

n
y d

eck.
   Fail - D

isca
rd

 th
is ca

rd
. O

n
e ch

a
ra

cter
   exp

en
d

s a
 ch

a
n

n
elled

 p
ow

er a
n

d
 ta

kes
   (C

R
)d

8
 d

a
m

a
g
e.

  D
C

 2
1
 +

 C
R

 D
isa

b
le D

evice
   Su

ccess - P
la

ce th
is ca

rd
 in

 exp
lored

 p
ile a

n
d

   resolve a
 ra

n
d

om
 su

ccess from
 d

isca
rd

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 en

tire p
a

rty ta
kes

   (C
R

)d
6
 d

a
m

a
g
e.

C
ryp

t
SH

R
IN

E
 2

A
 sm

all sh
rin

e h
as b

een
 b

u
ilt h

ere, 
d

ed
icated

 to
 an

 u
n

k
n

o
w

n
 g

o
d

.

C
h

allen
g
es:

  D
C

 1
9
 +

 C
R

 R
elig

ion
   Su

ccess - P
la

ce th
is ca

rd
 in

 th
e exp

lored
 p

ile
   a

n
d
 rep

la
ce top

 ca
rd

 of u
n

exp
lored

 d
eck w

ith
   a

n
y d

isca
rd

.
   Fail - C

h
oose a

 ca
rd

 from
 exp

lored
 p

ile a
n

d
 

   d
isca

rd
.

  D
C

 1
9
 +

 C
R

 D
u

n
g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 in
 th

e exp
lored

 p
ile

   a
n

d
 a

rra
n

g
e exp

lored
 p

ile in
 a

n
y ord

er.
   Fail - D

isca
rd

 ca
rd

 a
n

d
 ta

ke 1
 W

is d
a

m
a
g
e.

C
ryp

t
SK

ELET
O

N
 3

A
 staff-w

ield
in

g
 sk

eleto
n

, clad
 in

 d
ecayin

g
 

ro
b

es, b
lo

ck
s yo

u
r w

ay.

C
h

allen
g
es:

  D
C

 2
1

 +
 C

R
 D

ip
lom

a
cy

   Su
ccess - P

la
ce th

is ca
rd

 a
n

d
 a

 ra
n

d
om

 ca
rd

   from
 th

e d
isca

rd
 p

ile in
 exp

lored
 p

ile.
   Fail - D

isca
rd

 2
 ra

n
d
om

 ca
rd

s from
 th

e 
   exp

lored
 d

eck.

  D
C

 1
7

 +
 C

R
 R

eflex
   Su

ccess - P
la

ce ca
rd

 in
 exp

lored
 p

ile a
n

d
   a

rra
n

g
e top

 5
 ca

rd
s of th

e u
n

exp
lored

 d
eck

   in
 a

n
y ord

er.
   Fail - D

isca
rd

 th
is ca

rd
 a

n
d

 en
tire p

a
rty ta

kes
   1

d
6
 electricity d

a
m

a
g
e.

C
ryp

t
ST

A
IR

S
 1

W
id

e m
arb

le stairs lead
 u

p
 to

 a b
alco

n
y.

C
h

allen
g
es:

  D
C

 1
7

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 in
 th

e exp
lored

 p
ile.

   Fail - D
isca

rd
 1

 p
oin

t from
 exp

lored
 p

ile.

  D
C

 1
7

 +
 C

R
 In

sig
h

t
   Su

ccess - P
la

ce th
is ca

rd
 in

 th
e exp

lored
 p

ile.
   Fail - D

isca
rd

 th
is ca

rd
.



C
ryp

t
ST

A
IR

S
 2

W
id

e m
arb

le stairs lead
 u

p
 to

 a b
alco

n
y.

C
h

allen
g
es:

  D
C

 1
9

 +
 C

R
 P

ercep
tion

   Su
ccess - P

la
ce th

is ca
rd

 in
 th

e exp
lored

 p
ile.

   G
a

in
 a

 +
1

 b
on

u
s to n

ext skill ch
eck.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 g

et a
 -

1
 p

en
a

lty
   to n

ext skill ch
eck.

  D
C

 1
9

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce th

is ca
rd

 in
 th

e exp
lored

 p
ile

   a
n

d
 re-

roll th
e n

ext fa
iled

 skill ch
eck.

   Fail - D
isca

rd
 th

is ca
rd

 a
n

d
 ta

ke 1
d

6
 d

a
m

a
g
e.

C
ryp

t
“T

”
 1

T
h

e an
cien

t p
assag

ew
ay en

d
s in

 a T
-

in
tersectio

n
.

C
h

allen
g
es:

  D
C

 1
7

 +
 C

R
 D

u
n

g
eon

eerin
g

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - C
h

oose a
 ca

rd
 to d

isca
rd

 from
 th

e
   exp

lored
 p

ile.

  D
C

 1
7

 +
 C

R
 Su

rviva
l

   Su
ccess - P

la
ce ca

rd
 in

 exp
lored

 p
ile.

   Fail - D
isca

rd
 th

is ca
rd

.

C
ryp

t
T

O
M

B
 R

O
B

B
ER

S
 2

A
 sm

all b
an

d
 o

f to
m

b
 ro

b
b

ers b
lo

ck
s th

e 
w

ay!

C
h

allen
g
es:

  D
C

 1
4
 +

 C
R

 C
M

B
   Su

ccess - P
la

ce th
is ca
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