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Counts as a PURPLE upgrade

HELP / HINDER

Adventurer Hinder: Move one item from a
character to one monster in the character's
current location. The monster may use the
item until the party leaves the dungeon, then
discard the item.
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Counts as a PURPLE upgrade

HELP / HINDER

Adventurer Hinder: Move one item from a
character to one monster in the character's
current location. The monster may use the
item until the party leaves the dungeon, then
discard the item.
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aGuard Post: If empty, draw a card
om the deck when the party enters,

if a monster, they man the guard post.
9 Diligent Guard Post: May
contain 2 basic monsters of
differing type.

HELP / HINDER
Adventurer Help: +1 HP
one use then HP returns

to normal
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if a monster, they man the guard post.
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HELP / HINDER
Adventurer Help: +1 HP
one use then HP returns

to normal
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aGuard Post: If empty, draw a card
om the deck when the party enters,

if a monster, they man the guard post.
9 Diligent Guard Post: May
contain 2 basic monsters of
differing type.

HELP / HINDER
Adventurer Help: +1 HP
one use then HP returns

to normal



[image: image13.png]10" by 10" Room

9 Hoard of Orcs: You may move

any Orcs in the dungeon to this
card when the adventurers move

to it for $1 each Orc
Q Hoard: You may move any basic
onsters in the dungeon to this card

when the adventurers move to it for $1
each monster.

HELP / HINDER

Adventurer Help: 1 less
monster in combat
(minimum 1)
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9 Hoard of Orcs: You may move

any Orcs in the dungeon to this
card when the adventurers move

to it for $1 each Orc
Q Hoard: You may move any basic
onsters in the dungeon to this card

when the adventurers move to it for $1
each monster.

HELP / HINDER

Adventurer Help: 1 less
monster in combat
(minimum 1)
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9 Hoard of Orcs: You may move

any Orcs in the dungeon to this
card when the adventurers move

to it for $1 each Orc
Q Hoard: You may move any basic
onsters in the dungeon to this card

when the adventurers move to it for $1
each monster.

HELP / HINDER

Adventurer Help: 1 less
monster in combat
(minimum 1)
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1

5' Corridor: Only 2
Adventurers may attack any
monsters here.

Crawlspace: Only 1
Adventurer may attack any
monsters here.

HELP / HINDER

Adventurer Help: +1 Str
one use then Str returns
to normal
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5' Corridor: Only 2
Adventurers may attack any
monsters here.

Crawlspace: Only 1
Adventurer may attack any
monsters here.

HELP / HINDER

Adventurer Help: +1 Str
one use then Str returns
to normal
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5' Corridor: Only 2
Adventurers may attack any
monsters here.

Crawlspace: Only 1
Adventurer may attack any
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HELP / HINDER

Adventurer Help: +1 Str
one use then Str returns
to normal
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$8

You may play three major
improvements on this card. I
destroyed the cards here are

also discarded.
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Any basic monster played
here counts as 4 of that type.

INTERFERENCE

Discard 1 trap card from
a pile of 2 or more
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Any basic monster played
here counts as 4 of that type.

INTERFERENCE

Discard 1 trap card from
a pile of 2 or more
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Counts as a PURPLE upgrade

HELP / HINDER

Adventurer Hinder: Discard one
item carried by an adventurer
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Counts as a PURPLE upgrade

HELP / HINDER

Adventurer Hinder: Discard one
item carried by an adventurer
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HELP / HINDER
Adventurer Hinder: -1
Morale one use then
morale returns to normal
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HELP / HINDER
Adventurer Hinder: -1
Morale one use then
morale returns to normal
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HELP / HINDER
Adventurer Hinder: -1
Morale one use then
morale returns to normal
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Goblin, Hobgoblin, Troll

+1 Goblin, Hobgoblin, =
Troll

HELP / HINDER

Adventurer Hinder: 1
more monster in combat

\EERD)
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Troll

HELP / HINDER

Adventurer Hinder: 1
more monster in combat

\EERD)




[image: image31.png]Chamber

Goblin, Hobgoblin, Troll

+1 Goblin, Hobgoblin, =
Troll

HELP / HINDER

Adventurer Hinder: 1
more monster in combat

\EERD)




[image: image32.png]Corridor with door

+2 Charges

HELP / HINDER
Adventurer Hinder: -1 Str
one use then Str returns

to normal
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+2 Charges

HELP / HINDER
Adventurer Hinder: -1 Str
one use then Str returns
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+2 Charges

HELP / HINDER
Adventurer Hinder: -1 Str
one use then Str returns
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9 Witch: A dire prediction
lowers the highest
adventurer's morale by 1.
Crone: A dire prediction
lowers the highest 2
adventurers' morales by 1.

HELP / HINDER
Adventurer Help: +1
Charge one use then

charges returns to normal
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9 Witch: A dire prediction
lowers the highest
adventurer's morale by 1.
Crone: A dire prediction
lowers the highest 2
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HELP / HINDER
Adventurer Help: +1
Charge one use then

charges returns to normal
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9 Witch: A dire prediction
lowers the highest
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Crone: A dire prediction
lowers the highest 2
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HELP / HINDER
Adventurer Help: +1
Charge one use then

charges returns to normal
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+2 Charges

HELP / HINDER
Adventurer Hinder: -1 HP
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+2 Charges

HELP / HINDER
Adventurer Hinder: -1 HP
one use then HP returns
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[image: image40.png]Crossroads with doors
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HELP / HINDER
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[image: image41.png]1 Skeleton, Ghoul, Vampire

+1 Skeleton, Ghoul, =
Vampire

HELP / HINDER

Adventurer Hinder: +1 HP
to a monster one use
then HP returns to normal
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Vampire

HELP / HINDER

Adventurer Hinder: +1 HP
to a monster one use
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to a monster one use
then HP returns to normal




[image: image44.png]Dead End
1

Secret doors: Party
spends the next movement
phase here as well.

9 Turned around: Party spends
the next movement phase going

towards the entrance. Only occurs once
per adventure turn.

HELP / HINDER

Adventurer Help: +1
Morale one use then
morale returns to normal
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Secret doors: Party
spends the next movement
phase here as well.

9 Turned around: Party spends
the next movement phase going

towards the entrance. Only occurs once
per adventure turn.

HELP / HINDER

Adventurer Help: +1
Morale one use then
morale returns to normal
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phase here as well.

9 Turned around: Party spends
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towards the entrance. Only occurs once
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HELP / HINDER

Adventurer Help: +1
Morale one use then
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+1 Strength C

a deep hole with spring-loaded ;

sides, tripwires, whirling knifefgg
blades driven by water power,
broken glass and scorpions
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Any single monster placed
here has double HPJSS

INTERFERENCE

Discard 1 room card if
from a pile of 2 or more
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Discard 1 room card if
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May contain a monster of any
type or upgrade.

Counts as 2 PURPLE
upgrades

INTERFERENCE

A major improvement now
costs an extra $1 until your
turn. Place this card on it.
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May contain a monster of any
type or upgrade.
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INTERFERENCE

A major improvement now
costs an extra $1 until your
turn. Place this card on it.
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May contain a monster of any
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INTERFERENCE

A major improvement now
costs an extra $1 until your
turn. Place this card on it.
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Counts as a PURPLE upgrade

HELP / HINDER

Adventurer Hinder: Character attacks
the next party member in party order
instead of the monster.



[image: image62.png]Fumble

Counts as a PURPLE upgrade

HELP / HINDER

Adventurer Hinder: Character attacks
the next party member in party order
instead of the monster.
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Goblins, Hobgoblins
and Trolls increase in
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[image: image65.png]Goblin Chieftan
$4

Goblins, Hobgoblins
and Trolls increase in
population by 1




[image: image66.png]Grifftyndors
1+
Mage
Mage

Mage

Mage




[image: image67.png]Guard Station

May contain 2 monsters of|
differing type.

INTERFERENCE

Cancel the interference
of any 1 black card after
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May contain 2 monsters of|
differing type.

INTERFERENCE

Cancel the interference
of any 1 black card after
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$12

Dungeon may be 8
cards long




[image: image70.png]Gymnasium

$4

Every non-undead
monster in the
dungeon receives
+1 HP
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Every non-undead
monster in the
dungeon receives
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried until
used. Character may heal back to
full HP once.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried until
used. Character may heal back to
full HP once.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried. -1
Morale damage while carried.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried. -1
Morale damage while carried.
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Dungeon may be 6
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+1 Orc, Ogre or Giant

HELP / HINDER
Adventurer Hinder: -1
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+1 Orc, Ogre or Giant
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+1 Orc, Ogre or Giant
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You may play two major
improvements on this card. I
destroyed the cards here are

also discarded.
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You may play two major
improvements on this card. I
destroyed the cards here are

also discarded.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried. -1
Damage while carried.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried. -1
Damage while carried.
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Dungeon may be 7
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried. +1 Str
while carried.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried. +1 Str
while carried.
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Every undead monster
in the dungeon
receives +1 HP
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Every undead monster
in the dungeon
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Pasages, all alike

Adventurers start back at the
X dungeon entrance once in the}®&
adventuring phase.

INTERFERENCE

Play on someone's major
improvement. In the next adventuring
round it doesn't function. May not be

played on any library type.
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Adventurers start back at the
X dungeon entrance once in the}®&
adventuring phase.

INTERFERENCE

Play on someone's major
improvement. In the next adventuring
round it doesn't function. May not be

played on any library type.
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You may move any basic monsters in
the dungeon to this card when thefgy
adventurers move to it m

for $1 each monster.

@)
Counts as 2 PURPLE N
upgrades

INTERFERENCE

Cancel the help/hinder use of
any 1 grey, green or yellow
card after it is played.
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You may move any basic monsters in
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INTERFERENCE

Cancel the help/hinder use of
any 1 grey, green or yellow
card after it is played.
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Counts as a PURPLE upgrade

HELP / HINDER

Adventurer Hinder: Character
fails current task or use of a
special ability (charge still used).
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Counts as a PURPLE upgrade

HELP / HINDER

Adventurer Hinder: Character
fails current task or use of a
special ability (charge still used).
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Add one special
party member to the group.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Add one special
party member to the group.
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Orcs, Ogres and Giants
increase in population
by 1
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Orcs, Ogres and Giants
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+1 Strength C

a deep hole with spring-loaded ;
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broken glass and scorpions

Does not Affect:
Mages
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Kobolds, Lizardmen
and Dragons increase
in population by 1
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Kobolds, Lizardmen
and Dragons increase
in population by 1
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differing type and one basic
monster of any type.

Counts as 2 PURPLE
upgrades

INTERFERENCE

Play on someone's dungeon room. In
the next adventuring round it has no
upgrades to the room,
monsters or traps.
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Counts as 2 PURPLE
upgrades

INTERFERENCE

Play on someone's dungeon room. In
the next adventuring round it has no
upgrades to the room,
monsters or traps.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried. All
doors have 1 charge while
carried.
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Counts as a BLUE upgrade

HELP / HINDER

Adventurer Help: Carried. All
doors have 1 charge while
carried.
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Fleeing adventurers are
now worth $2 each
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Fleeing adventurers are
now worth $2 each
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