
 

START HERE: 

Equip / Sell / Trade 

Items. 

Stealing is possible 

Open Door 

Monster 

Curse 

COMBAT NO MORE Equip / Sell / Trade 

Stealing is no longer possible 

Adds bonuses to level: Equipped items and “Useable once only cards” 

Level + bonuses < or =  

 

Monsters level + bonuses 

Ask 1 player for 

help - bribe with 

treasure OR 

carried items 

Run 

away 
(from 

each 

monster) 

Level + bonuses >  

Monster’s level + bonuses 

Roll other = 

BAD STUF 

Anything else 

Apply 

Play or keep in 

hand Play monster from your hand 

OR 

Draw door card face down and 

keep in hand 

Equip / Sell / Trade Items 

Stealing possible 
Roll 5 or 6 = get 

out! 

 

END COMBAT 

Go up a level (original 

player only) 

Take treasure (open when 

helped) 

Death: loose all 

treasure. Keep 

class/race. Other 

players eache choose 

one card from open 

pile. Rest = discarded 
More than 5 cards: Charity to 

lowest level or distribute evenly 

between lowest levels (or, if you 

are lowest level is you, discard) 

Every character starts as a Level 1 Human with no Class and is dealt 4 cards from the Dungeon Draw pile and the Treasure Draw pile. 

The minimum character level is 1.  

The character's sex is the same as the player's.   

Any player to reach level 10 by killing a monster or by using Divine Intervention as a Cleric wins the game. 

There can be more than 1 winner. 

Play and or discard a Class or Race Card at any time (even during combat) 

You may only be one Class and one Race at the same time 

You may play a Curse Card at ANY time on ANY player 

• Do what the cards say! Instructions on the cards always override the 
general rules. Be sure to read each card and apply any rule modifications 

where applicable. The owner of the game has final say in all disputes. 

• Equipment played to the table becomes a Carried Item. 

• Carried items can never return to a hand. To get rid of a carried item, 

discard, trade or bribe. 

• During your turn you may sell Carried Items or items from your hand for 

their value. For every thousand gold you gain 1 level. Left over gold is 

lost. Sold items are discarded. 

• You can Bribe at any time for doing anything by giving the other player a 
Carried item. This item remains Carried! 

• You may only trade Items and Equipment . You cannot trade from your 
hand! 

• If a Curse can apply to more than one item, the victim chooses. 

• You can discard an item at any time.  

• Only Equipped Items can give you a bonus in Combat. Indicate non-
equipped Carried Items by turning the card sideways. 

• You can have any number of items or equipment on the table as Carried 

Items, but you can only have one Big Item as a Carried Item at any one 

tie.  

• You may only Equip one body specific Carried Item at a time (ex: 2 
one handed items OR 1 Two-handed item). Some items have restrictions 

and cannot be equipped by certain races/classes. Equipped Items are still 

Carried Items.  


