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weapon:
damage:

power:
weakness:

loot

name:
archetype:

current hp:
max hp: 

weapon:
damage:

power:
weakness:

loot

name:
archetype:

current hp:
max hp: 

weapon:
damage:

power:
weakness:

loot

name:
archetype:

current hp:
max hp: 

weapon:
damage:

power:
weakness:

loot

name:
archetype:

current hp:
max hp: 

weapon:
damage:

power:
weakness:

loot

party gold: 
1

In
trod

u
ction

12 years is a G
M

’less tabletop 
role-playing gam

e to be played 
solo or w

ith m
ultiple players.  T

he 
encounters, w

orld, and enem
y ac-

tions are all random
ly generated 

by dice rolls elim
inating the need 

for a G
am

e M
aster.   

You w
ill take on the role of a group 

of adventurers referred to as a par-
ty.  T

he Lich K
ing lurks in the 

Sunken C
astle of the South w

ait-
ing for the com

pletion of the cor-
onation ritual.  If the ritual is not 
com

pleted in tim
e then he is set 

free to lay w
aste upon the know

n 
w

orld.  You m
ust assem

ble a party 
of like-m

inded adventurers w
ill-

ing to risk their lives for the good 
of all, or at least for treasure and 
glory. 

A
fter assem

bling the party, they 
m

ust sojourn into the w
ilderness 

on a search for a crow
n to ap-

pease the Lich K
ing residing in 

the Sunken C
astle of the South.  

O
nly once a crow

n is placed upon 
his brow

 w
ill he rest for another 

tw
elve years.  T

here are tw
o w

ays 
to destroy him

 perm
anently, one 

of them
 is nam

ed in this book, and 
the other is for you to discover.

You w
ill alternate betw

een tw
o 

m
odes of play as the gam

e pro-

gresses, H
exploring and D

elving.  

H
eading off into the w

ilderness, 
or H

exploring, you w
ill use a piece 

of hex paper beginning at the city 
start indicated on the included 
H

exploring Sheet.  You w
ill roll 

on the provided tables to generate 
the terrain and encounters each 
tim

e you m
ove into a new

 hex-
agonal space.  T

hese spaces m
ay 

reveal 
m

ysterious 
labyrinthine 

locations for further exploration.  
T

he greatest treasures lie hidden 
in dungeons.  It is possible to find 
loot w

hile H
exploring, although 

D
elving is both m

ore treacherous 
and m

ore rew
arding.

D
elving refers to exploring dun-

geons. U
pon entering a dungeon, 

you w
ill sw

itch from
 hex paper 

to graph paper to m
ap your path.  

D
ungeon 

entrances 
and w

hich 
dungeon they lead to should be 
m

arked clearly on your hex paper.  
Like H

exploring, you w
ill roll on 

a series of tables to generate the 
dungeon and its encounters. 
W

hether H
exploring or D

elving, 
you w

ill face dangerous encoun-
ters.  Your party m

ust assess the 
situation and choose to fight or 
flee.  Both choices contain risk 
and rew

ard.  T
here is no sham

e 
in avoiding an unnecessary battle 
w

hen you are on a quest to save 
the w

orld!
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T
he

re
 a

re
 n

o 
tu

rn
s 

in
 1

2 
Ye

ar
s. 

Pl
ay

 is
 c

on
si

de
re

d 
pa

ra
lle

l. 
H

ow
-

ev
er

,  
pl

ay
er

s 
m

ay
 c

ho
os

e 
to

 p
la

y 
co

lla
bo

ra
tiv

el
y 

or
 

co
m

pe
tit

iv
el

y.
   

A
ll 

pa
rt

ie
s a

nd
 e

ne
m

ie
s a

ct
 si

m
ul

-
ta

ne
ou

sl
y.

  
C

om
ba

t 
is

 r
es

ol
ve

d 
th

ro
ug

h 
m

in
im

al
 d

ic
e 

ro
lli

ng
 u

s-
in

g 
a 

si
ng

le
 r

ol
l 

fo
r 

yo
ur

 a
tta

ck
, 

de
fe

ns
e,

 t
he

 e
ne

m
y’

s 
at

ta
ck

, a
nd

 
th

e 
en

em
y’

s 
de

fe
ns

e.
 F

ig
ht

in
g 

in
 

12
 Y

ea
rs

 re
pr

es
en

ts
 a

 fl
ur

ry
 o

f c
ha

-
ot

ic
 b

lo
w

s 
or

 a
 b

ar
ro

om
 b

ra
w

l. 
 It

 
is

 ra
pi

d,
 a

nd
 o

fte
n 

aft
er

 th
e 

bl
oo

d 
cl

ea
rs

, n
o 

on
e 

kn
ow

s 
qu

ite
 w

ha
t 

oc
cu

rr
ed

. 
 Y

ou
r 

pa
rt

y 
w

ill
 fi

gh
t 

to
ge

th
er

 a
s 

on
e 

gr
ou

p,
 b

ut
 t

he
y 

w
ill

 ta
ke

 d
am

ag
e 

in
di

vi
du

al
ly

 a
nd

 
m

os
tly

 a
t r

an
do

m
.  

D
ea

th
 i

s 
un

do
ub

te
dl

y 
in

 t
he

 f
u-

tu
re

 fo
r 

an
y 

gi
ve

n 
pa

rt
y 

m
em

be
r.  

It 
is

 u
nl

ik
el

y 
th

at
 y

ou
r 

fir
st

 p
ar

ty
 

w
ill

 su
cc

ee
d.

  Y
ou

 m
ay

 g
o 

th
ro

ug
h 

m
an

y 
pa

rt
ie

s 
be

fo
re

 
fin

di
ng

 
a 

cr
ow

n 
an

d 
si

eg
in

g 
th

e 
Su

nk
en

 
C

as
tle

 o
f t

he
 S

ou
th

.

In
 th

ei
r a

dv
en

tu
re

, y
ou

r p
ar

ty
 w

ill
 

ga
in

 e
xp

er
ie

nc
es

 n
ev

er
 im

ag
in

ed
.    

O
pp

or
tu

ni
tie

s 
w

ill
 a

ris
e 

to
 l

ev
-

el
 u

p 
yo

ur
 p

ar
ty

, a
lw

ay
s 

le
ve

lin
g 

th
e 

pa
rt

y 
ra

th
er

 th
an

 in
di

vi
du

al
s.  

G
ol

d 
an

d 
lo

ot
 a

re
 t

he
 c

on
cr

et
e 

re
pr

es
en

ta
tio

n 
of

 e
xp

er
ie

nc
e,

 a
nd

 
as

 s
uc

h,
 y

ou
 w

ill
 m

ee
t t

ho
se

 w
ho

 
off

er
 l

ev
el

 a
dv

an
ce

m
en

t 
in

 e
x-

ch
an

ge
 fo

r g
ol

d.

Yo
u 

m
ay

 m
ee

t 
an

d 
re

cr
ui

t 
ne

w
 

fr
ie

nd
s 

on
 y

ou
r 

ex
pl

or
at

io
ns

, b
ut

 
be

w
ar

e 
th

e 
Fa

e 
an

d 
th

ei
r 

lo
re

.  
M

an
y 

ha
ve

 e
nt

er
ed

 th
e 

Fa
e 

in
 th

e 
m

or
ni

ng
 a

nd
 c

om
e 

ho
m

e 
la

te
r 

th
at

 s
am

e 
da

y 
to

 fi
nd

 t
he

ir 
ch

il-
dr

en
 g

ro
w

n 
an

d 
sp

ou
se

s 
re

m
ar

-
rie

d.
  T

he
y 

ha
ve

 o
fte

n 
fo

un
d 

th
at

 
w

ha
t 

se
em

ed
 l

ik
e 

m
er

e 
m

in
ut

es
 

ha
d 

tu
rn

ed
 o

ut
 to

 b
e 

tw
el

ve
 y

ea
rs

.
 Sh

ou
ld

 y
ou

 a
cc

ep
t t

hi
s 

qu
es

t, 
yo

u 
ar

e 
ta

sk
ed

 w
ith

 fi
nd

in
g 

a 
cr

ow
n,

 
si

eg
in

g 
th

e 
Su

nk
en

 C
as

tle
 o

f 
th

e 
So

ut
h,

 
an

d 
pl

ac
in

g 
th

e 
cr

ow
n 

up
on

 th
e 

br
ow

 o
f t

he
 L

ic
h 

K
in

g.
  I

f 
ac

co
m

pl
is

he
d 

be
fo

re
 tw

el
ve

 y
ea

rs
 

ha
ve

 p
as

se
d,

 th
en

 y
ou

 h
av

e 
sa

ve
d 

th
e 

kn
ow

n 
w

or
ld

.  
If 

tw
el

ve
 y

ea
rs

 
pa

ss
, t

he
n 

th
e 

w
or

ld
 a

s 
yo

u 
kn

ow
 

it 
is

 d
es

tr
oy

ed
, 

an
d 

th
e 

ga
m

e 
is

 
lo

st
. 

 I
t 

is
 u

nl
ik

el
y 

th
at

 y
ou

 w
ill

 
w

in
.  

Bu
t p

le
as

e,
 g

iv
e 

it 
a 

tr
y 

an
d 

fe
el

 f
re

e 
to

 b
la

m
e 

m
e 

w
he

n 
yo

ur
 

pa
rt

y 
di

es
 m

is
er

ab
ly

.

D
elve



S
tart

C
astle

3

G
ett

in
g

 Started
You w

ill need the follow
ing item

s to play:

 


RPG dice including a four-sided, six-sided, 8-sided, 10-sided, and 12-sided die

 


Pencil &
 paper for note-taking and recording play

 


Party sheet, H
exploring sheet, D

elving sheet, and Q
uick Play sheet.

O
nce you have skim

m
ed the rules and have a sense of how

 to play, you 
m

ay quickly find that the rulebook is cast aside and only pulled out 
occasionally to answ

er the odd question or provide clarity in a strange 
circum

stance.  T
he Q

uick Play sheet contains all of the tables you w
ill 

need in one centralized location to expedite gam
eplay.

N
ote: If using diffi

culty variants, m
ake a note of w

hich ones before you 
begin.

A
ssem

b
lin

g
 th

e P
arty

Finding a party of adventurers w
illing to risk their lives is not easy. 

T
here are no guarantees as to w

ho w
ill join your ranks.  T

he starting hex 
is a sm

all city from
 w

hich all adventuring parties assem
ble.  A

ll parties 
begin at level zero and m

ust earn their w
ay to advancem

ent.

To assem
ble the party: 

 


Roll 4d4 to determ
ine starting party m

em
bers

 


Record the characters on the Party Sheet.

 


N
am

e your characters! Any character w
ithout a nam

e dies instantly. 

 


Roll for starting w
eapons, loot, and gold.  

 


Set off to find a crow
n and appease the Lich King!

N
ote: Party m

em
bers can die before leaving the city starting point. Your 

party starts sm
aller in this circum

stance, but there w
ill likely be oppor-

tunities to recruit new
 m

em
bers.
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P
ar

ty
 M

em
be

rs
A

rc
h

et
y

p
e

H
P

*
P

ow
er

W
ea

k
n

es
s

1
H

er
m

it
8

H
ea

lin
g

Pa
ci

fi
st

2
Ro

gu
e

12
D

is
ab

le
 T

ra
ps

Se
lf-

Pr
es

er
va

ti
on

3
Fa

e F
ol

k
10

Lo
re

Ir
on

 A
ve

rs
e

4
Gi

an
t

30
B

ru
te

 F
or

ce
Sl

ow

*Th
is

 is
 th

e 
ba

se
 n

u
m

be
r o

f h
it

 p
oi

n
ts

 b
ef

or
e 

ad
di

n
g 

a 
le

ve
l. 

 N
ew

ly
 a

ss
em

bl
ed

 

pa
rt

ie
s 

st
ar

t a
t l

ev
el

 0
. 

 P
ow

er
 D

es
cr

ip
ti

on
H

ea
lin

g:
  W

he
n 

th
e 

pa
rt

y 
ro

lls
 a

 su
cc

es
sf

ul
 h

it,
 th

e 
H

er
m

it 
m

ay
 c

ho
os

e 
to

 fu
lly

 h
ea

l t
he

 p
ar

ty
 in

st
ea

d 
of

 th
e 

pa
rt

y 
do

in
g 

an
y 

da
m

ag
e 

to
 th

e 
en

em
y.

 
Di

sa
bl

e T
ra

ps
: A

ut
om

at
ic

al
ly

 d
is

ab
le

s a
ny

 tr
ap

s e
nc

ou
nt

er
ed

.
Lo

re
:  

T
he

 p
ar

ty
 c

an
no

t b
ec

om
e 

lo
st

 in
 th

e 
Fa

e 
an

d 
m

ay
 fr

ee
ly

 e
va

de
 

an
y 

Lo
st

 in
 th

e 
Fa

e 
ro

lls
 a

nd
 c

irc
um

st
an

ce
s

Br
ut

e F
or

ce
: +

1 d
am

ag
e 

to
 p

ar
ty

 ro
lls

W
ea

kn
es

s 
D

es
cr

ip
ti

on
Pa

cifi
st

: U
p 

un
til

 n
ow

, t
he

 H
er

m
it 

ha
s a

lw
ay

s b
ee

n 
a 

pa
ci

fis
t a

nd
 n

ev
er

 
tr

ai
ne

d 
in

 c
om

ba
t. 

 U
na

bl
e 

to
 u

se
 a

ny
 a

rm
or

, s
hi

el
ds

, o
r w

ea
po

ns
 o

th
er

 
th

an
 a

 st
aff

.  T
he

 H
er

m
it 

be
gi

ns
 th

e 
ga

m
e 

w
ith

 a
 m

un
da

ne
 st

aff
.  

Se
lf-

Pr
es

er
va

tio
n:

 A
vo

id
s c

om
ba

t l
et

tin
g 

ot
he

rs
 ta

ke
 a

 h
it.

  R
e-

ro
ll 

on
ce

 
w

he
n 

a 
su

cc
es

sf
ul

 a
tta

ck
 ta

rg
et

s t
he

 R
og

ue
.  

If 
th

e 
re

-r
ol

l t
ar

ge
ts

 th
e 

Ro
gu

e,
 th

ey
 w

ill
 ta

ke
 d

am
ag

e.
Iro

n 
Av

er
se

: C
an

no
t u

se
 m

et
al

 w
ea

po
ns

 o
r a

rm
or

 a
nd

 ta
ke

s +
1 d

am
ag

e 
fr

om
 m

et
al

 w
ea

po
ns

 in
 P

vP
 c

om
ba

t. 
 R

ol
l 1

d6
 fo

r s
ta

rt
in

g 
w

ea
po

ns
: 

1-
sl

in
g,

 2
-s

ta
ff,

 3-
bo

w
, 4

-s
lin

g,
 5-

st
aff

, 6
-b

ow
.

Sl
ow

: W
hi

le
 e

va
di

ng
, c

an
no

t s
uc

ce
ss

fu
lly

 re
tr

ie
ve

 lo
ot

 o
r a

ch
ie

ve
 a

ny
 

ot
he

r r
es

ul
t r

eq
ui

rin
g 

a 
fo

ur
 o

n 
an

 e
va

si
on

 ro
ll.

  A
n 

ev
as

io
n 

ro
ll 

of
 4

 h
as

 
th

e 
sa

m
e 

eff
ec

t a
s a

 th
re

e,
 in

 w
hi

ch
 th

e 
pa

rt
y 

es
ca

pe
s f

re
el

y.
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O
rd

er
 o

f 
P

la
y

W
hi

le
 th

er
e 

ar
e 

no
t t

ur
ns

 a
nd

 a
ll 

en
em

ie
s a

nd
 p

la
ye

rs
 a

re
 c

on
si

d-
er

ed
 to

 a
ct

 si
m

ul
ta

ne
ou

sl
y,

 th
er

e 
ar

e 
ty

pe
s o

f a
ct

io
ns

 a
nd

 e
nc

ou
nt

er
s 

th
at

 sh
ou

ld
 b

e 
de

al
t w

ith
 in

 a
 p

ar
tic

ul
ar

 o
rd

er
.  

If 
qu

es
tio

ns
 a

ris
e,

 th
e 

ge
ne

ra
l a

ns
w

er
 is

 th
e 

si
m

pl
es

t o
ne

.  
Fo

r t
he

 sa
ke

 o
f c

la
rit

y 
be

lo
w

 is
 a

n 
ou

tli
ne

 o
f o

rd
er

 o
f o

pe
ra

tio
ns

:

 


En
co

un
te

rs
 th

at
 sp

ec
ify

 “i
m

m
ed

ia
te

ly
” t

ak
e p

re
ce

de
nc

e o
ve

r a
ll 

ot
he

r e
nc

ou
n-

te
rs

 an
d 

ac
tio

ns
 ev

en
 if

 th
ey

 h
av

e b
ee

n 
pr

ev
io

us
ly

 en
co

un
te

re
d.

 


Ev
as

io
n 

al
w

ay
s p

re
ce

de
s c

om
ba

t.

 


Th
e H

er
m

it’
s h

ea
lin

g 
ab

ili
ty

 an
d 

th
e p

er
m

an
en

t M
oo

nk
iss

ed
 p

ow
er

 al
w

ay
s 

pr
ec

ed
e d

am
ag

e d
ea

lt.

 


Da
m

ag
e i

s a
lw

ay
s t

ot
al

ed
 b

ef
or

e d
et

er
m

in
in

g 
w

hi
ch

 p
ar

ty
 m

em
be

r t
ak

es
 

da
m

ag
e.

 


Tr
ap

s a
re

 en
co

un
te

re
d 

be
fo

re
 en

em
ie

s o
r l

oo
t u

nl
es

s t
he

 lo
ot

 is
 sp

ec
ifi

ca
lly

 
tra

pp
ed

.

 


Lo
ot

 is
 al

w
ay

s r
ol

led
 b

ef
or

e e
ng

ag
in

g 
or

 ev
ad

in
g 

en
em

ie
s s

o 
th

at
 y

ou
 k

no
w

 
w

ha
t y

ou
 ar

e fi
gh

tin
g 

fo
r o

r l
ea

vi
ng

 b
eh

in
d.

 


D
un

ge
on

 ro
om

s a
re

 al
w

ay
s f

ul
ly

 g
en

er
at

ed
 in

clu
di

ng
 d

oo
rs

 b
ef

or
e e

ng
ag

in
g 

w
ith

 an
y 

en
co

un
te

rs
 as

 th
e n

um
be

r o
f d

oo
rs

 m
ay

 im
pa

ct
 y

ou
r d

ec
isi

on
 w

he
th

er
 

to
 fi

gh
t o

r fl
ee

.

 


M
ag

ick
s m

ay
 b

e u
se

d 
fre

ely
 at

 an
y 

tim
e u

nl
es

s o
th

er
w

ise
 sp

ec
ifi

ed
.

 


En
em

ie
s a

re
 al

w
ay

s e
nc

ou
nt

er
ed

 b
ef

or
e d

un
ge

on
 en

tra
nc

es
, e

xi
ts

, o
r d

oo
rs

.

Sp
ec

ia
l T

ha
nk

s t
o:

D
av

y 
C

la
rk

, L
ew

is
 C

ol
bu

rn
, D

av
e 

an
d 

Be
rg

en
 F

an
kh

an
el

, a
nd

 A
nd

y 
W

eb
be

r f
or

 p
la

yt
es

tin
g 

th
e 

he
ck

 o
ut

 o
f t

hi
s!
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G
lossary

 of Term
s an

d
 A

b
b

rev
iation

s
1d4 - an abbreviation for the num

ber of dice and w
hich dice to roll.  In 

this case it is a single four-sided die.  In contrast, 3d12 w
ould refer to 

three tw
elve-sided dice.

Com
bat - any tim

e players or enem
ies are engaged in attacking.

Creature - creatures are dangerous yet not altogether m
alicious beings 

that inhabit the explorable w
orld above ground.

Delving - the act of exploring dungeons.
Dungeon - a general description for any bizarre construct of tunnels and 
caverns that m

ay be explored by entering.
Encounter - an event, structure, or situation in w

hich the player m
ust 

choose how
 the party responds or reacts.

Enem
y - any opposing m

onster, creature, party m
em

ber, or being that 
intends harm

 or that you intend to harm
.

Evasion - evasion is an attem
pt to dodge the attacks of an enem

y, m
a-

neuver safely around a trap, or in general any attem
pt to avoid danger.

Fae - the w
orld or beings of the w

ild.
GM

’less - having no G
am

e M
aster to facilitate the gam

e.
H

exploring - the act of exploring overland hex m
aps.

H
it Points - H

it points or “hp” refer to the am
ount of dam

age a party 
m

em
ber, enem

y, or friend can tolerate before dying.
Level - this m

ay refer to the rank of the party or to the physical level of 
the dungeon indicating how

 far below
 the surface a room

 is.
M

onster - m
onsters are m

alevolent aberrations found in dungeons.
Palpable H

it - an unusually pow
erful hit that any enem

y w
ill surely feel 

stung by and results in an increase in the am
ount of dam

age dealt to 
the enem

y. 
Successful Attack - an attack is only considered successful if the party is 
dealing dam

age w
hile also avoiding taking any dam

age.
Successful Evasion - an evasion is only considered successful if the party 
escapes w

ithout the enem
y follow

ing after them
.

W
eak H

it - a less than successful hit in w
hich the dam

age dealt to the 
enem

y is reduced.

5

S
tarting G

old  

1
2

3
4

1 G
old Coin

5 gold
10 gold

20 gold

Party m
em

bers share gold freely.  It does not need to be recorded indi-
vidually.  Roll 1d4 on the follow

ing results table for each party m
em

ber 
and any new

com
ers that arrive later in the gam

e

W
eap

on
s &

 D
am

ag
e

R
oll 1d6 on

 th
e follow

in
g table for each

 party m
em

ber an
d an

y n
ew

com
ers w

h
o 

arrive later in
 th

e gam
e, except Fae Folk an

d H
erm

its.

W
eapons

R
esu

lt
Ty

p
e

D
am

ag
e

V
alu

e
Fae Folk

 R
oll

1
Axe

1d12
10g

2
Spiked Flail

1d10
8g

3
Sw

ord
1d8

6g

4
Bow

1d8
6g

1, 4

5
Staff

1d6
1g

2, 5

6
Sling

1d4
1g

3, 6

*B
ase dam

age is listed.  A
dd party level to dam

age.
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Lo
ot

Lo
ot

 m
ay

 b
e 

fr
ee

ly
 s

ha
re

d 
an

d 
tr

ad
ed

 a
m

on
g 

in
di

vi
du

al
 p

ar
ty

 m
em

-
be

rs
. E

ac
h 

st
ar

tin
g 

pa
rt

y 
m

em
be

r a
nd

 a
ny

 n
ew

co
m

er
s 

be
gi

n 
w

ith
 o

ne
 

lo
ot

 it
em

.  
Lo

ot
 is

 d
et

er
m

in
ed

 b
y 

ro
lli

ng
 fi

rs
t o

n 
th

e 
ite

m
 ta

bl
e 

an
d 

th
en

 
qu

al
ity

.  T
he

re
 is

 n
o 

lim
it 

to
 w

ha
t a

 p
ar

ty
 c

an
 c

ar
ry

.

L
oo

t I
te

m
s

R
es

u
lt

It
em

V
al

u
e/

Eff
ec

t

1
M

irr
or

*
5g

2
M

us
hr

oo
m

*
0g

3
Co

in
1g

4
Bo

ot
s

2g

5
W

oo
de

n 
Sh

ie
ld

5g
 (+

1 
h

p)

6
W

ea
po

n
R

ol
l o

n
 ta

bl
e

7
Ar

m
or

10
g 

(+
4

 h
p)

8
Bo

ok
5g

9
Ri

ng
10

g

10
Co

ffe
r

50
g 

(n
o 

ty
pe

 ro
ll)

11
Ke

y*
1g

 

12
Cr

ow
n*

10
0g

*I
n

di
ca

te
d 

it
em

s 
h

av
e 

th
e 

po
ss

ib
ili

ty
 o

f b
ec

om
in

g 
u

n
iq

u
e 

m
ag

ic
ka

l i
te

m
s.

  S
ee

 th
e 

u
n

iq
u

e 
it

em
s 

ta
bl

e 
be

fo
re

 ro
lli

n
g 

m
ag

ic
k 

po
w

er
s.
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S
ha

re
d 

R
ec

or
d 

K
ee

pi
ng

In
 m

ul
tip

la
ye

r, 
D

el
vi

ng
 a

nd
 H

ex
pl

or
in

g 
m

ay
 b

e 
do

ne
 b

ot
h 

sy
nc

hr
o-

no
us

ly
 a

nd
 a

sy
nc

hr
on

ou
sl

y.
  E

ac
h 

pa
rt

y 
re

co
rd

s 
th

ei
r H

ex
pl

or
in

g 
an

d 
D

el
vi

ng
 re

su
lts

 th
or

ou
gh

ly
.  

It 
is

 im
po

rt
an

t t
o 

la
be

l d
un

ge
on

 e
nt

ra
nc

es
 

an
d 

th
e 

he
xe

s 
w

he
re

 th
ey

 a
re

 fo
un

d.
  A

ny
 m

on
st

er
s 

en
co

un
te

re
d 

ar
e 

re
m

ov
ed

 if
 k

ill
ed

.  
If 

ev
ad

ed
, n

ot
e 

an
y 

en
em

ie
s’ 

re
m

ai
ni

ng
 h

it 
po

in
ts

.  
M

on
st

er
s d

o 
no

t h
ea

l. 
 

It 
is

 p
os

si
bl

e 
th

at
 a

 d
iff

er
en

t a
m

ou
nt

 o
f t

im
e 

m
ay

 p
as

s 
fo

r e
ac

h 
pl

ay
er

 
du

e 
to

 b
ec

om
in

g 
Lo

st
 in

 th
e 

Fa
e 

or
 d

yi
ng

 p
ar

tie
s. 

 T
hi

s d
oe

s n
ot

 im
pa

ct
 

th
e 

pa
rt

ie
s’ 

ab
ili

ty
 to

 e
nc

ou
nt

er
 e

ac
h 

ot
he

r. 
 Y

ou
 a

re
 e

nc
ou

ra
ge

d 
to

 in
-

ve
nt

 st
or

y 
el

em
en

ts
 fo

r t
he

se
 e

nc
ou

nt
er

s.

M
or

e t
ha

n 
2 

P
la

ye
rs

C
om

ba
t 

w
ith

 o
ne

 p
ar

ty
 is

 a
lre

ad
y 

co
ns

id
er

ed
 c

ha
ot

ic
.  

W
ith

 t
hr

ee
 o

r 
m

or
e 

pl
ay

er
s 

th
er

e 
co

ul
d 

be
 t

w
en

ty
 a

dv
en

tu
re

rs
 a

ll 
at

ta
ck

in
g 

a 
la

rg
e 

gr
ou

p 
of

 m
on

st
er

s 
in

 a
 c

la
us

tr
op

ho
bi

c 
si

ze
d 

ro
om

!  
T

he
 c

ha
os

 m
ak

es
 

co
m

ba
t 

un
pr

ed
ic

ta
bl

e 
an

d 
un

av
oi

da
bl

e.
  

If 
an

y 
pa

rt
y 

at
ta

ck
s 

an
ot

he
r 

pa
rt

y,
 a

 B
ra

w
l b

eg
in

s.

B
ra

w
lin

g
Br

aw
lin

g 
is

 a
 w

ild
 fi

gh
t f

or
 y

ou
r l

ife
  a

nd
 th

er
e 

is
 n

o 
gu

ar
an

te
e 

th
at

 y
ou

 
w

ill
 b

e 
ab

le
 to

 d
o 

da
m

ag
e 

to
 y

ou
r i

nt
en

de
d 

vi
ct

im
.  

T
he

 m
or

e 
pa

rt
ie

s 
pr

es
en

t, 
th

e 
le

ss
 li

ke
ly

 y
ou

 w
ill

 h
av

e 
an

y 
co

nt
ro

l o
ve

r w
ha

t 
ha

pp
en

s.  
O

nc
e a

 B
ra

w
l i

s i
ni

tia
ted

, u
se

 th
e P

vP
 C

om
ba

t a
nd

 E
va

sio
n 

re
su

lts
 w

ith
 th

e f
ol

low
-

in
g 

co
ns

id
er

at
io

ns
:

 


Al
l p

ar
tie

s p
re

se
nt

 m
us

t c
ho

os
e t

o 
ev

ad
e o

r e
ng

ag
e i

n 
th

e a
tta

ck
 as

 th
er

e i
s n

o 
ch

an
ce

 o
f s

itt
in

g 
ba

ck
 an

d 
w

at
ch

in
g 

un
ha

rm
ed

.  

 


If 
on

e o
r m

or
e p

ar
tie

s r
ol

l a
 o

ne
 o

n 
an

 ev
as

io
n 

ro
ll 

th
en

 al
l o

pp
os

in
g 

pa
rt

ie
s 

de
al

 fu
ll 

da
m

ag
e t

o 
al

l p
ar

tie
s w

ith
 a 

ro
ll 

of
 o

ne
.  

 


An
y 

ev
as

io
n 

ro
lls

 o
f a

 tw
o 

pr
ov

id
e a

n 
op

po
rt

un
ity

 fo
r a

ny
 p

ar
ty

 to
 fo

llo
w

 
an

y 
ev

ad
in

g 
pa

rt
y 

w
ith

 a 
ro

ll 
of

 tw
o.

 


Al
l p

ar
tie

s p
re

se
nt

 w
ho

 ar
e n

ot
 ev

ad
in

g 
ro

ll 
1d

6 
to

 att
ac

k.
  

 


If 
al

l p
ar

tie
s a

gr
ee

 to
 en

d 
co

m
ba

t a
fte

r d
am

ag
e i

s d
ea

lt 
th

en
 n

o 
fu

rt
he

r r
ol

ls 
ar

e 
ne

ed
ed

.   



32

P
vP

 E
vasion R

esults
R

esu
lt

D
escrip

tion

1
A

ll en
em

ies h
it; evasion

 att
em

pt fails

2
En

em
y

 follow
s th

e opposed party
 to th

e n
ext room

/h
ex*

3
Party

 evades all en
em

ies an
d traps bu

t does n
ot retrieve an

y
 loot**

4
Party

 evades all en
em

ies an
d traps, retrieves en

cou
n

tered loot,  an
d 

m
ay

 ch
oose to steal an

y
 on

e piece of loot or all gold from
 a sin

gle 

en
em

y
 party

.

*A
ttacking parties m

ay choose not to pursue.
**A

ttacking parties m
ay still enter the sam

e hex or dungeon room
 as 

the evading party.  H
ow

ever, the evading party is considered hidden 
and cannot be attacked again im

m
ediately.

P
vP

 Com
bat

D
iff

eren
ce

Eff
ect

0
Each

 party
 deals fu

ll dam
age to th

e oth
er

1
D

efeated party
 deals ½

 dam
age an

d su
ccessfu

l party
 deals fu

ll 

dam
age

2
D

efeated party
 deals ½

 dam
age an

d su
ccessfu

l party
 deals fu

ll 

dam
age

3
Su

ccessfu
l party

 deals fu
ll dam

age

4
Su

ccessfu
l party

 deals fu
ll dam

age

5
Palpable h

it! Su
ccessfu

l party
 deals dou

ble dam
age

7

L
oot Q

uality
R

esu
lt

Q
u

ality
Eff

ect*

1
Broken

R
edu

ce valu
e  to 1g

2
M

undane
N

o m
odifi

er

3
Ancient

D
ou

ble th
e valu

e

4
O

rnate
M

u
ltiply

 valu
e by

 10

5
M

agick
R

oll on
 th

e m
agicks table, redu

ce valu
e to 0g

6
Roll Tw

ice/Trap
R

oll tw
ice on

 th
is table, com

bin
in

g qu
alities an

d 

eff
ects.   

L
oot N

otes
 


Round the value dow

n to the nearest w
hole coin.   

Th
ere are no sm

aller increm
ents than one gold.  

 


If rolling m
ore than one effect, “broken” applies first.

 


Broken m
agick item

s retain their m
agickal pow

ers.

 


If a second 6 is rolled w
hen determ

ining quality, the item
 is trapped and deals 

1d12 dam
age upon retrieval.  If a loot roll results in trapped loot w

hen Assem
-

bling the Party, record it. If there is no Rogue in the party, then the trap goes 
off, dealing dam

age to the corresponding party m
em

ber.  If one or m
ore party 

m
em

bers dies w
hile Assem

bling the Party, the adventure m
ay begin w

ith few
er 

than four party m
em

bers.

 


If tw
o or m

ore of the sam
e results are rolled, such as “ancient ancient,” read 

the first instance as “very” and apply the effect tw
ice.
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M
ag

ic
ks

R
es

u
lt

P
ow

er
Eff

ec
t

U
se

1
Cu

rs
ed

Co
m

pe
lle

d 
to

 re
tr

ie
ve

 o
r 

co
n

su
m

e.
 U

se
 

im
m

ed
ia

te
ly

, a
n

d 
ke

ep
 if

 n
ot

 c
on

su
m

-

ab
le

. P
er

m
an

en
t -

1 
to

 d
am

ag
e 

ro
lls

.

Pe
rm

an
en

t

2
Cl

ai
rv

oy
an

t
Ch

oo
se

 w
h

ic
h

 p
ar

ty
 m

em
be

r 
ta

ke
s 

da
m

ag
e 

ra
th

er
 t

h
an

 ro
lli

n
g 

Pe
rm

an
en

t

3
Re

ju
ve

na
tio

n
R

es
u

rr
ec

t 
an

d 
fu

lly
 h

ea
l a

 s
in

gl
e 

pa
rt

y
 

m
em

be
r

Si
n

gl
e-

U
se

4
M

oo
nk

iss
ed

In
 t

h
e 

pl
ac

e 
of

 a
 s

u
cc

es
sf

u
l a

tt
ac

k,
 h

ea
l 

an
y

 p
ar

ty
 m

em
be

r 
5 

h
p 

or
 u

se
 o

n
ce

 a
t 

an
y

 t
im

e 
to

 fu
lly

 h
ea

l t
h

e 
pa

rt
y

Ch
oo

se

5
De

m
on

ic
In

st
an

tl
y

 p
os

se
ss

es
 o

n
e 

pa
rt

y
 m

em
-

be
r 

ro
lle

d 
at

 ra
n

do
m

, a
n

d 
th

e 
pa

rt
y

  

im
m

ed
ia

te
ly

 e
n

co
u

n
te

rs
 t

h
em

 a
s 

an
 

en
em

y
*

Pe
rm

an
en

t

6
Th

or
ni

ng
Co

ve
re

d 
in

 m
ag

ic
ka

l t
h

or
n

s,
 a

dd
s 

+1
 

to
 d

am
ag

e 
or

 u
se

 o
n

ce
 to

 a
dd

 +
1 

to
 

an
y

 a
tt

ac
k 

ro
ll

Ch
oo

se

7
Fa

e T
ou

ch
ed

O
n

e 
en

em
y

 fa
lls

 u
n

de
r 

y
ou

r 
sp

el
l a

n
d 

ob
ey

s 
y

ou
r 

co
m

m
an

ds
, e

ff
ec

ti
ve

ly
 

jo
in

in
g 

y
ou

r 
pa

rt
y

.

Si
n

gl
e-

U
se

8
D

ea
th

In
st

an
tl

y
 k

ill
s 

on
e 

en
em

y
Si

n
gl

e-
U

se

*I
f d

em
on

ic
 lo

ot
 it

em
s 

ar
e 

ro
lle

d 
w

h
en

 a
ss

em
bl

in
g 

a 
pa

rt
y,

 th
e 

po
ss

es
se

d 
pa

rt
y 

m
em

be
r d

ie
s,

 a
n

d 
n

o 
co

m
ba

t o
cc

u
rs

. 

M
ag

ic
k 

ite
m

s a
re

 to
o 

fe
ar

so
m

e 
an

d 
po

w
er

fu
l t

o 
fin

d 
a 

w
ill

in
g 

bu
ye

r. 
 In

 
a 

m
ul

tip
la

ye
r g

am
e,

 p
la

ye
rs

 a
re

 w
el

co
m

e 
an

d 
en

co
ur

ag
ed

 to
 b

uy
, s

el
l, 

an
d 

tr
ad

e 
m

ag
ic

k 
ite

m
s. 

N
on

-p
la

ye
r c

ha
ra

ct
er

s (
N

PC
’s)

 su
ch

 a
s t

he
 

tin
ke

r w
ill

 n
ev

er
 b

uy
 m

ag
ic

k 
ite

m
s, 

so
 th

ei
r v

al
ue

 is
 z

er
o 

go
ld

. 
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Co
op

er
at

iv
e C

om
ba

t
D

iff
er

en
ce

D
ea

ls
Ta

k
es

Eff
ec

t

0
B

ot
h

 H
ig

h
 &

 

Lo
w

En
em

y
Pa

lp
ab

le
 h

it
, b

ot
h

 p
ar

ti
es

 ro
ll 

fu
ll 

da
m

ag
e 

1
H

ig
h

 R
ol

l
En

em
y

H
ig

h
 d

ea
ls

 fu
ll 

da
m

ag
e 

to
 

en
em

y

2
H

ig
h

 R
ol

l  
&

 

En
em

y

En
em

y
 &

 L
ow

 

R
ol

l

H
ig

h
 d

ea
ls

 ½
  d

am
ag

e 
to

 

en
em

y
 a

n
d 

en
em

y
 d

ea
ls

 fu
ll 

da
m

ag
e 

to
 lo

w
 ro

ll

3
En

em
y

Lo
w

 R
ol

l
En

em
y

 d
ea

ls
 fu

ll 
da

m
ag

e 
to

 

lo
w

 ro
ll

4
En

em
y

B
ot

h
 H

ig
h

 

an
d 

Lo
w

En
em

y
 d

ea
ls

 fu
ll 

da
m

ag
e 

to
 

bo
th

5
B

ot
h

 H
ig

h
 

an
d 

Lo
w

 

B
ot

h
 H

ig
h

 

an
d 

Lo
w

Ch
ao

s 
en

su
es

, b
ot

h
 p

ar
ti

es
 d

ea
l 

½
 d

am
ag

e 
to

 e
ac

h
 o

th
er

Co
m

pe
ti

ti
ve

 P
la

y
In

 c
om

pe
tit

iv
e 

pl
ay

, p
ar

tie
s 

m
ay

 b
e 

ra
ci

ng
 to

 b
e 

th
e 

fir
st

 to
 c

ro
w

n 
th

e 
Li

ch
 K

in
g 

or
 t

he
y 

m
ay

 ju
st

 g
iv

e 
in

 t
o 

th
ei

r b
as

e 
de

si
re

s 
an

d 
at

ta
ck

 o
r 

ro
b 

an
ot

he
r p

ar
ty

.  
C

om
pe

tit
iv

e 
pl

ay
 u

se
s m

od
ifi

ed
 P

la
ye

r v
er

su
s P

la
ye

r 
(P

vP
) c

om
ba

t a
nd

 e
va

si
on

 ru
le

s.

In
 th

e 
ca

se
 o

f p
la

ye
r v

s. 
pl

ay
er

 (P
vP

) c
om

ba
t, 

if 
on

e 
pa

rt
y 

w
an

ts
 to

 a
t-

ta
ck

 a
no

th
er

, t
he

 a
tta

ck
 is

 d
ec

la
re

d 
in

 a
dv

an
ce

.  T
he

 a
tta

ck
ed

 p
ar

ty
 m

ay
 

ch
oo

se
 to

 e
va

de
 o

r e
ng

ag
e.

  I
f t

he
y 

w
is

h 
to

 e
sc

ap
e,

 th
ey

 ro
ll 

fir
st

 o
n 

th
e 

Pv
P 

Ev
as

io
n 

Re
su

lts
 ta

bl
e.

   

If 
th

e 
ev

as
io

n 
at

te
m

pt
 f

ai
ls

 o
r 

th
e 

at
ta

ck
ed

 p
ar

ty
 c

ho
os

es
 t

o 
en

ga
ge

, 
th

en
 e

ac
h 

pl
ay

er
 w

ill
 ro

ll 
1d

6 
op

po
si

ng
 a

tta
ck

s. 
 T

he
 h

ig
he

r r
ol

l w
in

s.  
T

he
 d

iff
er

en
ce

 b
et

w
ee

n 
th

e 
ro

lls
 is

 u
se

d 
to

 d
et

er
m

in
e 

th
e 

re
su

lts
 o

n 
th

e 
Pv

P 
C

om
ba

t t
ab

le
.  

T
he

 w
or

d 
“e

ne
m

y”
 re

fe
rs

 to
 a

ny
 p

ar
ty

, c
re

at
ur

e,
 o

r 
m

on
st

er
 th

e 
pa

rt
y 

is
 a

tte
m

pt
in

g 
to

 e
va

de
.
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M
u

ltip
lay

er V
arian

ts
G

am
es of tw

o or m
ore players offer the opportunity for cooperative, 

com
petitive, and parallel play.  T

hese are not distinct m
odes of play 

and parties m
ay w

eave in and out of each.  

P
arallel P

lay
In parallel play, each party navigates the sam

e w
orld and m

ay interact 
w

ith som
e of the sam

e enem
ies and encounters.  T

his type of play 
m

ay be synchronous or asynchronous.  Players m
ay buy, sell, and trade 

loot am
ong each other.Cooperative P

lay
D

uring cooperative play, m
ultiple parties w

ork together and m
ay 

attem
pt to stick together as they explore and fight.  H

ow
ever, they 

rem
ain tw

o distinct parties and w
ill use different rules w

hen engaging 
in cooperative com

bat.  Evasion rem
ains the sam

e.

W
hen players encounter an enem

y, all parties m
ust choose w

hether 
to evade or attack.  Evading parties roll standard individual evasion 
rolls using the sam

e results as solo play.  In both PvP and cooperative 
com

bat, players w
ill each roll 1d6 and use the difference betw

een the 
rolls to determ

ine the results.  

C
ooperative com

bat is very sim
ilar to solo com

bat.  H
ow

ever, all 
players roll 1d6 to attack.  Regardless of the num

ber of players, use the 
difference betw

een the low
est roll and the highest roll to determ

ine 
the results.

If there are three or m
ore players then there could be a tie for the 

highest or low
est roll.  In this case, the results m

ay apply to m
ultiple 

players.  U
se the difference betw

een the low
est and highest rolls to 

determ
ine the results on the C

ollaborative com
bat table.

9 Som
e m

agick item
s are considered unique and have 

special effects, as listed in the table below
.  Specific 

loot quality com
binations determ

ine unique item
s.  

For exam
ple, w

hen a roll results in finding a m
agick 

m
irror or m

agick key, do not roll a pow
er. In con-

trast, a m
agick m

ushroom
 becom

es unique only if 
the m

agick pow
er is either Fae-Touched or D

eath

 
U

nique Item
s

M
agick 

M
irror

D
o n

ot roll pow
er; th

e party
 is im

m
ediately

 com
pelled to en

ter a 

on
e-w

ay
 portal an

d becom
es Lost in

 th
e Fae for 1d10  y

ears

M
agick Key

Can
 be u

sed on
ce to tran

sport th
e party

 directly
 to an

y
 ston

e 

portal.

Fae Touched 
M

ushroom
Party

 is com
pelled to eat th

e m
u

sh
room

 an
d becom

es Lost in
 th

e 

Fae for 1d4
 y

ears.

D
eath 

M
ushroom

A
 ran

dom
 party

 m
em

ber, exclu
din

g Fae Folk, is com
pelled to eat 

th
e m

u
sh

room
 an

d im
m

ediately dies.

Ancient 
M

agick 
Crow

n

A
n

 altern
ative w

in
 con

dition
; u

pon
 fi

n
din

g an
d destroy

in
g th

e 

origin
al an

cien
t m

agick crow
n

, th
e Lich

 K
in

g is destroy
ed!  In

 th
e 

u
n

likely
 scen

ario th
at a party

 m
em

ber begin
s th

e gam
e w

ith
 th

is 

loot item
, th

e gn
om

elin
g th

ief Popplecrop Slin
k kills th

em
 an

d 

steals th
e crow

n
. 
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Co
m

b
at

C
om

ba
t i

s c
on

si
de

re
d 

a 
ch

ao
tic

 b
ra

w
l r

at
he

r t
ha

n 
a 

ta
ct

ic
al

 tu
rn

-b
y-

tu
rn

 e
nc

ou
nt

er
.  A

tta
ck

 ro
lls

 re
pr

es
en

t a
 si

m
ul

ta
ne

ou
s s

er
ie

s o
f a

tta
ck

s 
an

d 
pa

rr
ie

s b
y 

ev
er

yo
ne

 in
 th

e 
ro

om
.  

C
om

ba
t c

on
si

st
s o

f a
 si

ng
le

 ro
ll 

(1
d6

) t
ha

t a
pp

lie
s t

o 
th

e 
w

ho
le

 p
ar

ty
 a

nd
 a

ll 
en

em
ie

s i
n 

th
e 

en
co

un
te

r 
us

in
g 

th
e 

fo
llo

w
in

g 
re

su
lts

 ta
bl

e:

Co
m

ba
t R

es
ul

ts
R

es
u

lt
D

ea
ls

Ta
k

es
Ty

p
e

Eff
ec

t

1
En

em
y

Pa
rt

y
Pa

lp
ab

le
 H

it
D

ou
bl

e 
da

m
ag

e

2
En

em
y

Pa
rt

y
H

it
N

or
m

al
 d

am
ag

e

3
En

em
y

Pa
rt

y
W

ea
k 

H
it

H
al

f d
am

ag
e

4
B

ot
h

B
ot

h
W

ea
k 

H
it

B
ot

h
 d

ea
l h

al
f d

am
ag

e

5
Pa

rt
y

En
em

y
H

it
N

or
m

al
 d

am
ag

e

6
Pa

rt
y

En
em

y
Pa

lp
ab

le
 H

it
D

ou
bl

e 
da

m
ag

e

D
am

ag
e

D
am

ag
e 

is
 d

ea
lt 

by
 th

e 
w

ho
le

 p
ar

ty
 o

r a
s a

 g
ro

up
 o

f e
ne

m
ie

s r
at

he
r t

ha
n 

as
 in

di
vi

du
al

 c
ha

ra
ct

er
s. 

 A
fte

r a
 su

cc
es

sf
ul

 a
tta

ck
 ro

ll,
 c

om
bi

ne
 a

nd
 ro

ll 
al

l d
am

ag
e 

di
ce

 fo
r t

he
 p

ar
ty

.  
 C

al
cu

la
te

 th
e 

to
ta

l d
am

ag
e 

an
d 

di
st

rib
-

ut
e 

it 
am

on
g 

en
em

ie
s 

as
 y

ou
 c

ho
os

e.
  M

an
ag

in
g 

en
em

y 
hi

t p
oi

nt
s 

ca
n 

be
co

m
e 

te
di

ou
s, 

so
 d

am
ag

e 
is

 d
ea

lt 
to

 a
 s

in
gl

e 
en

em
y 

of
 c

ho
ic

e 
fir

st
.  

W
he

n 
an

 e
ne

m
y 

di
es

, a
ny

 e
xc

es
s d

am
ag

e 
is

 c
ar

rie
d 

ov
er

 to
 a

no
th

er
 e

n-
em

y.

A
fte

r a
 s

uc
ce

ss
fu

l a
tta

ck
 ro

ll,
 ro

ll 
th

e 
w

ho
le

 p
ar

ty
’s 

da
m

ag
e 

an
d 

ap
pl

y 
m

ul
tip

lie
rs

 to
 th

e 
to

ta
l. 

 F
or

 e
xa

m
pl

e,
 a

 le
ve

l t
w

o 
pa

rt
y 

of
 tw

o 
G

ia
nt

s 
w

ie
ld

in
g 

sp
ik

ed
 fl

ai
ls

 e
ac

h 
ro

ll 
1d

10
 so

 th
e 

to
ta

l r
ol

l i
s 2

d1
0.

  I
f t

he
 d

am
-

ag
e 

ro
ll 

is
 a

 10
, a

dd
 +

1 d
am

ag
e 

fo
r e

ac
h 

G
ia

nt
’s 

Br
ut

e 
Fo

rc
e 

ab
ili

ty
 a

nd
 

+2
 d

am
ag

e 
fo

r e
ac

h 
G

ia
nt

’s 
le

ve
l. 

T
hi

s 
re

su
lts

 in
 16

 d
am

ag
e.

  I
f t

hi
s 

is
 a

 
pa

lp
ab

le
 h

it,
 t

he
 d

am
ag

e 
is

 d
ou

bl
ed

 r
es

ul
tin

g 
in

 3
2 

da
m

ag
e.

  
U

se
 t

he
 

fo
llo

w
in

g 
ru

le
:

To
ta

l D
am

ag
e =

 (P
ar

ty
 D

am
ag

e R
ol

l +
 P

ar
ty

 L
ev

el 
pe

r M
em

be
r +

 O
th

er
 B

on
us

es
)

x(
A

ny
 M

od
ifi

er
s)
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D
iffi

cu
lt

y
 V

ar
ia

n
ts

M
on

st
er

 L
ev

el
 U

p
If 

yo
u 

ar
e 

lo
ok

in
g 

fo
r i

nc
re

as
ed

 d
iffi

cu
lty

 a
nd

 d
on

’t 
m

in
d 

ex
tr

a 
bo

ok
-

ke
ep

in
g,

 y
ou

 m
ay

 u
se

 m
on

st
er

 le
ve

l a
dv

an
ce

m
en

t. 
 M

or
e 

po
w

er
fu

l 
m

on
st

er
s r

oa
m

 th
e 

lo
w

er
 le

ve
ls

 o
f d

un
ge

on
s. 

 
Ea

ch
 ti

m
e 

yo
u 

de
sc

en
d 

a 
le

ve
l i

n 
th

e 
du

ng
eo

n,
 re

co
rd

 it
 a

nd
 a

dd
 +

1 h
p 

an
d 

+1
 to

 d
am

ag
e 

th
e 

m
on

st
er

s p
er

 d
un

ge
on

 le
ve

l. 
 

M
on

st
er

s s
ta

rt
 a

t l
ev

el
 z

er
o.

  
T

he
 S

un
ke

n 
C

as
tle

 o
f t

he
 S

ou
th

 is
 tr

ea
te

d 
as

 b
ei

ng
 o

ne
 le

ve
l b

en
ea

th
 

th
e 

su
rf

ac
e.

Ca
st

le
 D

iff
ic

ul
ty

 
Be

fo
re

 a
ss

em
bl

in
g 

th
e 

pa
rt

y,
 lo

ok
 y

ou
rs

el
f i

n 
th

e 
m

irr
or

, a
ss

es
s y

ou
r 

co
nfi

de
nc

e,
 a

nd
 c

ho
os

e 
th

e 
di

ffi
cu

lty
 le

ve
l o

f t
he

 c
ha

lle
ng

e 
be

fo
re

 y
ou

.  
T

he
se

 c
ha

ng
es

 o
nl

y 
im

pa
ct

 th
e 

Su
nk

en
 C

as
tle

 o
f t

he
 S

ou
th

 b
ut

 m
ay

 
si

gn
ifi

ca
nt

ly
 c

ha
ng

e 
ho

w
 y

ou
 p

re
pa

re
 a

nd
 w

he
n 

yo
u 

de
ci

de
 to

 e
nt

er
. 

If 
yo

u 
w

an
t t

o s
et 

th
e d

iffi
cu

lty
 h

ig
he

r, 
yo

u 
ca

n 
m

ak
e t

he
 fo

llo
w

in
g 

ad
ju

stm
en

ts:

 


Sw
or

d 
M

od
e: 

1d
8 

sk
ele

to
ns

, L
ich

 K
in

g 
ap

pe
ar

s i
n 

8t
h 

ro
om

 


Fl
ai

l M
od

e: 
1d

10
 sk

ele
to

ns
, L

ich
 K

in
g 

ap
pe

ar
s i

n 
10

th
 ro

om

 


Ax
e M

od
e: 

1d
12

 sk
ele

to
ns

, L
ich

 K
in

g 
ap

pe
ar

s i
n 

12
th

 ro
om

, a
lw

ay
s i

nc
lu

de
s 

M
on

st
er

 Le
ve

l U
p 

va
ria

nt
.

D
ur

in
g 

pl
ay

te
st

in
g,

 n
o 

on
e 

su
cc

es
sf

ul
ly

 c
ro

w
ne

d 
th

e 
Li

ch
 K

in
g 

in
 A

xe
 

M
od

e.
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H
e crum

bles to the floor to rest for another 12 years unless you found a 
w

ay to be rid of him
 perm

anently.  A
ll skeletons rem

aining in the castle 
are instantly destroyed and no new

 skeletons are generated. 

R
ole-p

lay
in

g

Essential 
to 

any 
role-playing 

gam
e is the construction of nar-

rative.  W
hile the story w

ill unfold 
and take tw

ists and turns, I have 
found that narrative take a bit 
m

ore w
ork in solo gam

es.  W
hen 

a full party dies, I like to honor the 
dead 

by 
stopping 

and 
w

riting their story from
 

their perspective before 
rolling up a new

 party.  I 
use m

y m
aps to guide m

e 
as I w

rite up the adven-
ture.  T

his becom
es the 

tale that travelers at the 
local inn.  T

he one that m
ight be 

slightly em
bellished and the one 

in w
hich surviving m

em
bers of 

the party m
ay conveniently for-

get to share som
e of their m

ore 
em

barrassing m
om

ents.  Veracity 
aside, I doubt anyone w

ill believe 
a w

ord of it!

I highly encourage this practice 
as it w

ill bring the characters and 
m

aps to life in a com
-

pletely new
 w

ay.  You 
w

ill find that the m
ore 

you do this, the m
ore 

you can identify those 
crucial 

plot 
points 

as 
they 

happen 
and 

you 
m

ight find your im
agina-

tion taking off m
ore during play.  

In som
e cases, you m

ay even be 
inclined to bend the rules a little 
to favor a good story.   

11

U
narm

ed S
trike

In the rare circum
stance that you find yourself w

ith unarm
ed party 

m
em

bers, the party m
ay need to use an U

narm
ed A

ttack. T
hese attacks 

have a base dam
age of zero, and so no dam

age dice are rolled. Even if 
the only 0-level party m

em
ber rem

aining is unarm
ed, an unarm

ed at-
tack m

ay prevent an enem
y from

 getting a successful attack or provide 
an opportunity to activate the H

erm
it’s H

ealing ability.  M
odifiers and 

bonuses still apply to unarm
ed attacks and a party’s level is still added 

to dam
age.  For exam

ple, a G
iant in a level 1 party w

ould deal tw
o dam

-
age on a norm

al unarm
ed strike and four dam

age on a palpable hit w
ith 

an unarm
ed strike.

T
argeting P

arty M
em

bers
M

onsters alw
ays attack a single party m

em
ber unless that m

em
ber dies 

during the attack. To determ
ine w

hich party m
em

ber takes dam
age,  as-

sign a num
ber to each m

em
ber on the party sheet and roll 1d4 or the 

m
ost appropriate die if the party is larger. D

o this only once and record 
the order, adjusting only w

hen a new
 party m

em
ber joins or dies.  D

eath 
occurs w

hen any party m
em

ber or enem
y has zero or few

er hit points. 
If the targeted m

em
ber dies during the attack, any rem

aining dam
age 

is dealt to the party m
em

ber next in line on the party sheet.  If the next 
party m

em
ber is the Rogue, their self-preservation w

eakness w
ill trigger 

another roll.  

W
hen the party size is m

ore or few
er than 4 choose the appropriate die 

and repeat the assignm
ent order.  For exam

ple, a party of 3 m
ay use a 

d6 w
ith the follow

ing results: 

N
atu

ral R
oll:

1
2

3
4

5
6

A
ssign

ed:
1

2
3

1
2

3

Ev
ad

in
g

 Com
b

at
T

here is no rew
ard for clearing the dungeon or clearing the forest.  

W
eighing the consequences of com

bat m
ay lead to choosing the 

safer path.  T
here is no sham

e in fleeing an unnecessary or unw
anted 
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en
co

un
te

r! 
 T

o 
at

te
m

pt
 to

 e
va

de
 a

n 
en

em
y 

en
co

un
te

r, 
id

en
tif

y 
th

e 
ex

it 
fir

st
 a

nd
 ro

ll 
1d

4 
us

in
g 

th
e 

fo
llo

w
in

g 
re

su
lts

 ta
bl

e:

E
va

si
on

 R
es

ul
ts

R
es

u
lt

D
es

cr
ip

ti
on

1
En

em
y

 h
it

, e
va

si
on

 a
tt

em
pt

 fa
ils

2
En

em
y

 fo
llo

w
s 

th
e 

pa
rt

y
 to

 t
h

e 
n

ex
t 

ro
om

/h
ex

*

3
Pa

rt
y

 e
va

de
s 

al
l e

n
em

ie
s 

an
d 

tr
ap

s 
bu

t 
do

es
 n

ot
 re

tr
ie

ve
 a

n
y

 lo
ot

4
Pa

rt
y

 re
tr

ie
ve

s 
al

l l
oo

t 
an

d 
ev

ad
es

 e
n

em
ie

s 
an

d 
tr

ap
s

*I
f a

n
 e

n
em

y 
fo

llo
w

s 
th

e 
pa

rt
y 

in
to

 a
 n

ew
 ro

om
, r

ol
l f

or
 a

n
y 

n
ew

 e
n

co
u

n
te

rs
 b

ef
or

e 

en
ga

gi
n

g 
in

 c
om

ba
t a

ga
in

 o
r a

tt
em

pt
in

g 
an

ot
h

er
 e

va
si

on
.  

En
em

ie
s 

w
ill

 n
ot

 fo
llo

w
 

th
e 

pa
rt

y 
ou

t o
f d

u
n

ge
on

s 
or

 in
to

 th
e 

st
ar

t h
ex

.

D
ea

th
, D

y
in

g
, &

 C
on

ti
n

u
it

y
Yo

u 
ar

e 
lik

el
y 

to
 a

ss
em

bl
e 

m
an

y 
pa

rt
ie

s o
f a

dv
en

tu
re

rs
 b

ef
or

e 
co

m
pl

et
-

in
g 

or
 f

ai
lin

g 
yo

ur
 q

ue
st

.  
W

hi
le

 t
he

 d
ee

ds
 o

f a
dv

en
tu

re
rs

 a
re

 h
er

oi
c,

 
he

ro
es

 d
ie

 fa
r m

or
e 

oft
en

 th
an

 th
ey

 d
on

’t.
  I

n 
th

e 
ve

ry
 li

ke
ly

 s
ce

na
rio

 
th

at
 th

e 
pa

rt
y 

di
es

 w
ith

 ti
m

e 
le

ft 
to

 sp
ar

e,
 re

co
rd

 th
e 

fo
llo

w
in

g:


Lo

ca
tio

n 
an

d 
m

ak
e a

 n
ot

e o
f w

hi
ch

 p
ar

ty
 d

ie
d 

he
re

.  I
 n

um
be

r m
in

e.


To

ta
l y

ea
rs

 p
as

se
d,

 ad
di

ng
 o

ne
 y

ea
r e

ac
h 

tim
e a

 fu
ll 

pa
rt

y 
di

es
.


An

y 
re

m
ai

ni
ng

 en
em

ie
s, 

go
ld

, o
r l

oo
t l

eft
 b

eh
in

d.
 

Yo
u,

 o
r s

om
eo

ne
 e

ls
e 

in
 a

 m
ul

tip
la

ye
r g

am
e,

 m
ay

 d
ire

ct
 a

no
th

er
 p

ar
ty

 
to

 v
is

it 
th

is
 lo

ca
tio

n 
to

 d
is

co
ve

r t
he

 lo
ot

 le
ft 

be
hi

nd
.  

If 
yo

u 
w

er
e 

lu
ck

y 
en

ou
gh

 to
 b

e 
ki

lle
d 

by
 a

 tr
ap

, t
he

n 
th

e 
tr

ap
 is

 n
ow

 c
on

si
de

re
d 

di
sa

bl
ed

 
an

d 
go

ne
.  

If 
yo

u 
w

er
e 

in
 th

e 
m

id
dl

e 
of

 fi
gh

tin
g 

so
m

e 
lo

at
hs

om
e 

m
on

-
st

er
 o

r c
re

at
ur

e,
 k

no
w

 th
at

 it
 re

m
ai

ns
 g

lo
at

in
g 

ov
er

 it
s v

ic
to

ry
.  

A
 p

ar
ty

 m
em

be
r i

s 
de

ad
 w

he
n 

re
du

ce
d 

to
 z

er
o 

or
 h

it 
po

in
ts

.  
A

 p
ar

ty
 

m
em

be
r m

ay
 n

ot
 b

e 
he

al
ed

 o
nc

e 
re

du
ce

d 
to

 z
er

o 
or

 fe
w

er
 h

it 
po

in
ts

. 
H

ow
ev

er
, t

he
y 

m
ay

 b
e 

re
su

rr
ec

te
d 

an
d 

fu
lly

 h
ea

le
d 

us
in

g 
a 

Re
ju

ve
na

-
tio

n 
m

ag
ic

k 
po

w
er

.
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Su
n

k
en

 C
as

tl
e 

of
 t

h
e 

So
u

th
O

nc
e 

th
e 

pa
rt

y 
en

te
rs

 th
e 

Su
nk

en
 C

as
tle

 o
f t

he
 S

ou
th

, y
ou

 w
ill

 tr
ea

t t
hi

s 
as

 D
el

vi
ng

 w
ith

 a
 fe

w
 e

xc
ep

tio
ns

.  


D

o 
no

t r
ol

l o
n 

th
e D

un
ge

on
 E

nc
ou

nt
er

s t
ab

le,
 as

 al
l r

oo
m

s c
on

ta
in

 1d
6 

sk
ele

-
to

ns
 w

ith
 th

e e
xc

ep
tio

n 
of

 th
e t

hr
on

e r
oo

m
.  


U

po
n 

di
sc

ov
er

in
g 

th
e 6

th
 ro

om
, t

he
 p

ar
ty

 en
co

un
te

rs
 a 

la
rg

e t
hr

on
e r

oo
m

 
co

nt
ai

ni
ng

 th
e L

ich
 K

in
g.

  


W

he
n 

ne
ce

ss
ar

y,
 a 

de
ad

-e
nd

 o
r e

xi
t i

s r
e-

ro
lle

d 
to

 en
su

re
 th

e c
as

tle
 h

as
 at

 le
as

t 
6 

ro
om

s. 
 Th

is 
sh

ou
ld

 n
ev

er
 b

e r
e-

ro
lle

d 
if 

th
er

e i
s a

t l
ea

st
 o

ne
 u

no
pe

ne
d 

do
or

 in
 

th
e c

as
tle

.

E
nc

ou
nt

er
in

g 
th

e L
ic

h 
K

in
g

T
he

 li
ch

 k
in

g 
do

es
 n

ot
 h

av
e 

hi
t p

oi
nt

s a
nd

 d
oe

s n
ot

 d
ea

l d
am

ag
e.

  T
he

 
lic

h 
ki

ng
 is

 im
m

un
e 

to
 a

ll 
m

ag
ic

k 
ex

ce
pt

 m
ag

ic
k 

cr
ow

ns
.  

A
ny

 a
tta

ck
s 

by
 th

e 
lic

h 
ki

ng
 th

at
 w

ou
ld

 d
ea

l d
am

ag
e 

to
 th

e 
pa

rt
y 

ar
e 

tr
ea

te
d 

as
 a

 
si

ng
le

 d
ea

th
to

uc
h 

in
st

an
tly

 k
ill

in
g 

on
e 

ra
nd

om
ly

 ro
lle

d 
pa

rt
y 

m
em

be
r. 

Th
er

e a
re

 tw
o w

ay
s i

n 
w

hi
ch

 th
e p

ar
ty

 m
ay

 sa
fel

y 
cr

ow
n 

th
e L

ich
 K

in
g:

  


M

ak
in

g 
a s

uc
ce

ss
fu

l a
tta

ck
 ro

ll 
th

at
 w

ou
ld

 d
ea

l f
ul

l d
am

ag
e o

r m
or

e, 


or

 ro
lli

ng
 a 

4 
on

 an
 ev

as
io

n 
ro

ll.

It 
sh

ou
ld

 b
e 

no
te

d 
th

at
 a

 p
ar

ty
 in

cl
ud

in
g 

a 
G

ia
nt

 w
ou

ld
 n

ot
 b

e 
su

cc
es

s-
fu

l d
ue

 to
 th

e 
G

ia
nt

’s 
w

ea
kn

es
s. 

 W
he

n 
m

ak
in

g 
a 

su
cc

es
sf

ul
 a

tta
ck

 o
r 

ro
lli

ng
 a

 fo
ur

 o
n 

an
 e

va
si

on
, t

he
 p

ar
ty

 av
oi

ds
 th

e 
at

ta
ck

s o
f t

he
 L

ic
h 

K
in

g 
w

hi
le

 d
ar

in
gl

y 
cr

ow
ni

ng
 h

im
 a

nd
 c

om
pl

et
in

g 
th

e 
co

ro
na

tio
n 

rit
ua

l.  

th
e c

as
tle

.
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Lev
el  

A
d

v
an

cem
en

t
Rather than individual characters 
advancing levels, the w

hole of the 
party progresses together.  N

ew
ly 

assem
bled parties alw

ays start at 
level zero.  N

ew
 friends you m

eet 
w

ill offer to reveal arcane secrets, 
train you in com

bative arts, or 
teach you the w

ays of the w
ise, 

for a price.  G
old is the ultim

ate 
rew

ard for your experiences, and 
it is also gold that purchases the 
party’s level progression.  T

he 
party m

ay advance as m
any levels 

as they have gold for at 100g per 
level unless otherw

ise specified.  
Loot of equal value m

ay also be 
exchanged.

Level advancem
ent is not com

-
plicated, consisting of boons to 
hit points, dam

age, and health.  
W

hen advancing to a new
 level, 

raise each m
em

ber’s m
axim

um
 

hit points by one and their dam
-

age dealt by an additional one.  
T

he party is considered fully 
healed each tim

e they level up.

P
assag

e of T
im

e
W

hile the actions of the party 
m

ay account for m
inutes, hours, 

days, the only notable passage 
of tim

e is in the scale of years.  

T
he w

ild w
orld of the Fae is ev-

er-present and has a strange and 
terrifying effect on tim

e.  Stories 
tell of parents on a m

orning 
w

alk returning w
hat seem

ed 
to be m

ere hours later yet their 
children w

ere grow
n and had 

children of their ow
n.  T

here are 
tw

o w
ays in w

hich years pass; the 
party becom

es Lost in the Fae, 
or the party dies.  A

nytim
e a full 

party dies requiring assem
bling 

a new
 party, one year passes and 

is recorded.  T
he gam

e is lost if 12 
years pass and no one has defeat-
ed the Lich K

ing.

In a m
ultiplayer gam

e, it is possi-
ble that tim

e w
ill pass differently 

for one party than for another 
even if they are in the sam

e 
physical location.  W

hile one 
party m

ay be curiously consid-
ering the m

arsh ahead, another 
party could becom

e lost for years 
only to reappear again just before 
the first party turns around never 
noticing the disappearance.  T

his 
is the strange effect of the Fae 
and the rational m

ind cannot 
com

prehend or account for this 
discrepancy. 

13

H
ex

p
lorin

g
H

exploring refers to the party’s overland travel and w
anderings.  In 

som
e cases, it m

ay be quite direct m
aking haste tow

ard a clear objec-
tive. O

ther tim
es, the party m

ay m
eander, scouring the lands for signs 

of a dungeon entrance.  W
hile H

exploring, the party is sure to m
eet all 

sorts of strange creatures and travelers.  H
exploring is w

here the Fae 
Folk find them

selves m
ost useful as the ancient lore they bring w

ith 
them

 often serves as a w
arning to avoid becom

ing lost and entranced 
in the Fae.

W
hen H

exploring, com
plete the follow

ing steps each tim
e you enter a new

  
hexagon:

 


Roll 1d6 on the H
ex Terrain table, recording the result on your H

exploring 
sheet.

 


If relevant, roll on the H
exploring Encounters recording any perm

anent 
encounters.

 


If relevant, roll on the H
exploring Creatures table. 

 


W
hen H

exploring brings the party back to fam
iliar areas, roll 1d6 for encoun-

ters instead of 1d12

H
exploring T

errain
R

esu
lt

Ty
p

e
D

escrip
tion

1
Large Lake 

Can
n

ot en
ter th

is h
ex perm

an
en

tly
, retu

rn
 to last h

ex*

2
Q

uiet 
Forest

N
o en

cou
n

ter on
 fi

rst tu
rn

, fu
n

ction
s as n

orm
al forest 

u
pon

 retu
rn

3
Clearing 

A
lw

ay
s pass freely

 w
ith

ou
t rollin

g en
cou

n
ters

4
M

arsh
R

oll on
 th

e H
explorin

g en
cou

n
ter table

5
H

ills
R

oll on
 th

e H
explorin

g en
cou

n
ter table

6
Forest 

R
oll on

 th
e H

explorin
g en

cou
n

ter table

*If one or m
ore hexes becom

e sequestered by lakes then a skull-
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m
as

ke
d 

ba
rd

 c
ar

ry
in

g 
a 

dr
um

 w
ill

 o
ffe

r t
o 

fe
rr

y 
a 

pa
rt

y 
fr

om
 a

ny
 

ne
ig

hb
or

in
g 

he
x 

ac
ro

ss
 th

e 
riv

er
 b

ut
 th

ey
 m

us
t r

ol
l f

or
 b

ec
om

in
g 

Lo
st

 
in

 th
e 

Fa
e 

fo
r 1

d8
 y

ea
rs

.  
H

is
 d

ar
k 

le
at

he
r a

rm
or

 a
pp

ea
rs

 c
ha

rr
ed

 a
nd

 h
e 

ch
an

ts
 th

e 
po

em
 a

t t
he

 b
eg

in
ni

ng
 o

f t
he

 b
oo

k 
to

 a
 sl

ow
 d

ro
ni

ng
 b

ea
t. 

25

Tr
ap

s
Tr

ap
s a

lw
ay

s d
ea

l 1
d1

2 
da

m
ag

e 
un

le
ss

 e
va

de
d 

or
 a

 R
og

ue
 is

 
pr

es
en

t t
o 

di
sa

bl
e 

th
em

.  A
ny

 
tr

ap
s n

ot
 tr

ig
ge

re
d 

re
m

ai
n 

un
til

 
di

sa
bl

ed
 b

y 
a 

Ro
gu

e 
or

 tr
ig

ge
re

d 
by

 a
no

th
er

 p
ar

ty
 m

em
be

r. 
 O

n 
oc

-
ca

si
on

, l
oo

t i
s t

ra
pp

ed
.  T

ra
pp

ed
 

lo
ot

 m
ay

 b
e 

re
tr

ie
ve

d 
by

 tr
ig

ge
r-

in
g 

th
e 

tr
ap

, d
is

ab
lin

g 
th

e 
tr

ap
, o

r 
ev

ad
in

g 
th

e 
tr

ap
.  

Tr
ap

s m
ay

 b
e 

ev
ad

ed
 a

s a
ny

 o
th

er
 

en
em

y 
an

d 
w

hi
le

 th
e 

eff
ec

t o
f a

 
tr

ap
 m

ay
 fo

llo
w

 a
 fl

ee
in

g 
pa

rt
y,

 
th

e 
tr

ap
 it

se
lf 

do
es

 n
ot

.  A
 p

ar
-

ty
 th

at
 ro

lls
 a

 2
 o

n 
an

 e
va

si
on

 
tr

ig
ge

rs
 th

e 
tr

ap
.  T

he
 e

ffe
ct

 m
ay

 
be

 c
on

si
de

re
d 

m
ob

ile
 su

ch
 a

s a
 

pr
oj

ec
til

e,
 c

re
ep

in
g 

ga
s, 

or
 a

 b
la

st
 

eff
ec

t a
nd

 so
 th

e 
eff

ec
t i

s s
til

l a
bl

e 
to

 fo
llo

w
 a

 p
ar

ty
 a

s f
ar

 a
s n

ec
es

-
sa

ry
 if

 th
ey

 c
on

tin
ue

 to
 ro

ll 
2’s

 o
n 

th
ei

r e
va

si
on

 ro
lls

.

Tr
ap

pe
d 

lo
ot

 is
 a

lw
ay

s e
nc

ou
n-

te
re

d 
aft

er
 e

ne
m

ie
s. 

If 
a 

tr
ap

pe
d 

lo
ot

 it
em

 is
 g

ua
rd

ed
 b

y 
an

 e
ne

m
y 

or
 a

no
th

er
 tr

ap
, t

he
n 

it 
m

ay
 

re
qu

ire
 tw

o 
su

cc
es

sf
ul

 e
va

si
on

 
ro

lls
 to

 g
et

 p
as

t a
ll 

en
em

ie
s a

nd
 

tr
ap

s a
nd

 to
 re

tr
ie

ve
 th

e 
lo

ot
 

un
ha

rm
ed

.  
If 

th
e 

fir
st

 e
va

si
on

 is
 

su
cc

es
sf

ul
 th

e 
lo

ot
 is

 re
tr

ie
ve

d 
an

d 
th

e 
pa

rt
y 

ex
its

 th
e 

ro
om

, 
ho

w
ev

er
 if

 th
e 

se
co

nd
 is

 n
ot

 su
c-

ce
ss

fu
l t

he
n 

th
e 

tr
ap

 is
 tr

ig
ge

re
d.

 

O
n 

th
e 

ra
re

 o
cc

as
io

n 
th

at
 a

 lo
ot

 
ite

m
 is

 b
ot

h 
tr

ap
pe

d 
an

d 
br

ok
en

, 
th

e 
tr

ap
 is

 c
on

si
de

re
d 

di
sa

bl
ed

, 
an

d 
th

e 
ite

m
 re

m
ai

ns
 in

-t
ac

t. 

In
 a

 m
ul

tip
la

ye
r g

am
e,

 it
 o

nl
y 

ta
ke

s o
ne

 R
og

ue
 to

 d
is

ab
le

 a
 tr

ap
 

fo
r a

ll 
pa

rt
ie

s. 
 A

ll 
pa

rt
ie

s p
re

se
nt

 
en

co
un

te
r t

he
 tr

ap
 a

nd
 th

e 
re

su
lts

 
fo

r o
ne

 p
ar

ty
 d

o 
no

t i
m

pa
ct

 th
e 

re
su

lts
 fo

r a
no

th
er

.  A
 p

ar
ty

 w
ith

 a
 

Ro
gu

e 
m

ay
 c

ho
os

e 
to

 e
va

de
 a

 tr
ap

 
ra

th
er

 th
an

 d
is

ab
le

 it
.  

C
re

at
ur

es
 

an
d 

m
on

st
er

s a
re

 n
ot

 a
ffe

ct
ed

 b
y 

tr
ap

s.
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D
ungeon M

onsters
R

esu
lt

Ty
p

e
Sp

ecial

1
Skeleton

10
1d4

Creates an
oth

er skeleton
 on

 a palpable h
it 

again
st th

e party

2
Goblin

12
1d4

O
n

e addition
al goblin

 arrives each
 tim

e 

an
 att

ack or evasion
 is rolled.*

3
Living Slim

e
20

1d6
Can

n
ot be evaded

4
Shade

--
1d8

D
isappears w

h
en

 h
it by

 party
, party

 

loses a level on
 a palpable h

it**

5
Ogre

36
1d10

D
eals an

 addition
al +2 dam

age

6
Tw

o-headed 
Troll

40
1d12

Can
 on

ly
 be killed by

 a palpable h
it

7
Cyclops

48
1d12

If att
acked, all su

rvivin
g party

 m
em

bers 

w
ill die in

 on
e y

ear

8
Stone Golem

60
1d12

Easily
 evaded, th

e party
 on

ly
 fails eva-

sion
 an

d lootin
g on

 a 1

9
Zom

bie
10

1d4
A

n
y

 party
 m

em
ber dealt dam

age tu
rn

s 

in
to a zom

bie in
 th

e n
ext h

ex m
ove

10
Roll Tw

ice
--

--

11
Roll again 
x3

--
--

R
esu

lts in
 th

ree of a sin
gle m

on
ster ty

pe 

12
Dem

on
72

3d6
O

n
 a palpable h

it again
st th

e party
, all 

are set afl
am

e an
d die

*A
 n

ew
 goblin

 appears before dam
age is dealt.  O

n
ly on

e addition
al goblin

 appears 

regardless of h
ow

 m
an

y goblin
s are already presen

t.

**Th
e party is ph

ysically an
d m

en
tally w

eaken
ed by th

is att
ack, w

h
ich

 m
ay cau

se 

th
e party to h

ave a n
egative level resu

ltin
g in

 n
egative m

odifiers to h
it poin

ts an
d 

dam
age.

15

H
exploring E

ncounters
R

esu
lt

En
cou

n
ter

Eff
ect

D
u

ration

1
Th

ick of M
ist

Lost in
 th

e Fae for 1d4
 y

ears
Passin

g

2
Creature

R
oll on

ce on
 th

e H
explorin

g Creatu
res 

table

Passin
g

3
N

one
You

 th
ou

gh
t y

ou
 saw

 a glim
m

er of 

som
eth

in
g, h

eard a n
oise, h

ad a pre-

m
on

ition
, bu

t it w
as n

oth
in

g aft
er all.

Passin
g

4
Creature

R
oll on

ce on
 th

e H
explorin

g Creatu
res 

table

Passin
g

5
Friend

R
oll on

 th
e Frien

ds table
Passin

g

6
Traveling 
Tinker

W
ill bu

y
/sell m

u
n

dan
e loot.  O

ff
ers 

to exch
an

ge on
e loot item

 for safely
 

escortin
g th

em
 to th

e n
ext h

ex. W
ill 

n
ot sell a crow

n
.  Level advan

cem
en

t 

available.*

Passin
g

Con
tin

u
ed for N

ew
 H

exes O
n

ly

7
Lost N

oble
O

ff
ers y

ou
 100g to safely

 escort th
em

 

back to th
e n

earest village.  Level 

advan
cem

en
t available.*

Passin
g

8
Stone Portal

Teleport u
p to 6 h

ex spaces 
Perm

an
en

t

9
Faerie Circle

H
eals th

e party
 fu

lly
 each

 visit
Perm

an
en

t

10
D

ungeon 
Entrance + 
Creature

R
oll on

 th
e D

u
n

geon
 En

tran
ce table 

an
d th

e H
explorin

g Creatu
re table.  

En
tran

ce is gu
arded an

d n
ot accessible 

u
n

less th
e creatu

re is killed or evaded.

Perm
an

en
t

11
D

ungeon 
Entrance + 
Creature

Sam
e resu

lts as 10
Perm

an
en

t

12
D

ungeon 
Entrance

R
oll on

 th
e D

u
n

geon
 En

tran
ce table.

Perm
an

en
t



16

*Th
e 

Tr
av

el
in

g 
T

in
ke

r a
n

d 
Lo

st
 N

ob
le

 s
h

ar
e 

lo
ca

l g
os

si
p 

an
d 

st
or

ie
s 

of
 a

ge
s 

pa
st

, 

in
cl

u
di

n
g 

le
ve

l a
dv

an
ce

m
en

t a
t 1

00
g 

pe
r l

ev
el

.  
If

 th
e 

pa
rt

y 
ac

ce
pt

 a
n

 o
ff

er
 to

 e
sc

or
t 

ei
th

er
, t

h
e 

T
in

ke
r o

r N
ob

le
 e

ff
ec

ti
ve

ly
 jo

in
s 

th
e 

pa
rt

y 
an

d 
is

 a
lw

ay
s 

u
n

ar
m

ed
.  

Th
ey

 

ea
ch

 h
av

e 
on

e 
h

it
 p

oi
n

t. 
 If

 e
it

h
er

 p
er

is
h

es
 a

lo
n

g 
th

e 
w

ay
, i

t i
s 

di
sc

ov
er

ed
 th

at
 th

e 

Tr
av

el
in

g 
T

in
ke

r’s
 b

ag
s 

or
 L

os
t N

ob
le

’s
 p

u
rs

e 
ar

e 
em

pt
y 

an
d 

th
er

e 
is

 n
o 

lo
ot

 to
 re

co
v-

er
.  

D
u

ri
n

g 
co

m
ba

t, 
th

e 
N

ob
le

 a
n

d 
T

in
ke

r a
re

 b
ot

h
 in

cl
u

de
d 

in
 th

e 
ro

ll,
 d

et
er

m
in

in
g 

w
h

ic
h

 p
ar

ty
 m

em
be

r t
ak

es
 d

am
ag

e.
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D
el

vi
ng

 E
nc

ou
nt

er
s

R
es

u
lt

Ty
p

e
Eff

ec
t

1
Tr

ap
1d

12
 d

am
ag

e 
to

 ra
n

do
m

ly
 ro

lle
d 

pa
rt

y
 m

em
be

r

2
Tr

ap
1d

12
 d

am
ag

e 
to

 ra
n

do
m

ly
 ro

lle
d 

pa
rt

y
 m

em
be

r

3
N

on
e

4
N

on
e

5
2 M

on
st

er
s 

R
ol

l t
w

ic
e 

on
 t

h
e 

D
u

n
ge

on
 M

on
st

er
s 

Ta
bl

e

6
M

on
st

er
R

ol
l o

n
ce

 o
n

 t
h

e 
D

u
n

ge
on

 M
on

st
er

s 
Ta

bl
e

7
2 M

on
st

er
s +

 Lo
ot

R
ol

l t
w

ic
e 

on
 t

h
e 

D
u

n
ge

on
 M

on
st

er
s 

Ta
bl

e 
an

d 

ge
n

er
at

e 
on

e 
lo

ot
 it

em
*

8
1 M

on
st

er
 +

 Lo
ot

R
ol

l o
n

ce
 o

n
 t

h
e 

D
u

n
ge

on
 M

on
st

er
s 

Ta
bl

e 
an

d 

ge
n

er
at

e 
on

e 
lo

ot
 it

em
*

9
Lo

ot
 +

 T
ra

p
G

en
er

at
e 

on
e 

tr
ap

pe
d 

lo
ot

 it
em

10
M

on
st

er
 +

 Fr
ie

nd
R

ol
l o

n
ce

 o
n

 b
ot

h
 t

h
e 

m
on

st
er

 a
n

d 
fr

ie
n

d 
 ta

bl
es

11
Lo

ot
G

en
er

at
e 

on
e 

lo
ot

 it
em

12
Se

cr
et

 D
oo

r
A

dd
 o

n
e 

ad
di

ti
on

al
 d

oo
r 

to
 t

h
e 

ro
om

*A
lw

ay
s r

ol
l l

oo
t b

ef
or

e 
fig

ht
in

g 
or

 e
va

di
ng

 e
ne

m
ie

s s
o 

yo
u 

kn
ow

 w
ha

t 
yo

u 
ar

e 
fig

ht
in

g 
fo

r o
r l

ea
vi

ng
 b

eh
in

d!
*A

 lo
ot

 it
em

 m
ay

 b
e 

tr
ap

pe
d 

w
ith

 m
or

e 
th

an
 o

ne
 tr

ap
.  T

hi
s c

ou
ld

 le
ad

 
to

 ro
lli

ng
 tw

o 
or

 m
or

e 
d1

2 
fo

r t
ra

p 
da

m
ag

e.
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R
etracing Y

our S
teps

U
nlike H

exploring, w
hen D

elving, you w
ill only roll D

ungeon En-
counters in new

 room
s.  Evaded or victorious enem

ies, m
issed 

loot, traps, and corpses all rem
ain w

here they w
ere last encoun-

tered. If an enem
y follow

s you into a new
 room

, you w
ill still roll 

for an encounter and potentially face an additional enem
y.  En-

em
ies 

are 
alw

ays 
encountered 

before 
other 

encounters 
or 

loot.   

R
ecord K

eeping
Be sure to m

ake note of any enem
ies evaded and the room

 they w
ere 

last seen in as they w
ill rem

ain there w
aiting for your return or to greet 

the next unsuspecting party.  T
his becom

es especially fun w
hen play-

ing com
petitively!

R
oom

 S
ize

1
2

3
4

Claustrophobic
Sm

all
M

edium
Large

R
oom

 T
ype

1
2

3
4

Cavern
Corridor

Rectilinear
Round

D
oors

1
D

ead End

2
Dead-end

3
1 D

oor

4
2 D

oors

5
Stairs D

ow
n

6
Roll Tw

ice/Exit

*O
n

 a 6, roll again
, if it is an

oth
er six th

en
 you

 h
ave fou

n
d a safe exit ou

t of th
e 

du
n

geon
 back to th

e su
rface!

17

H
exploring C

reatures
R

esu
lt

Creatu
re

D
am

ag
e

Sp
ecial

1
D

eer
--

--
A

lw
ay

s evades, alw
ay

s escapes

2
Sentient Vines

20
1d4

Can
n

ot be evaded

3
Treachery of  
Ravens

4
1d4

R
oll 1d12 to determ

in
e h

ow
 m

an
y

 

are en
cou

n
tered

4
Poisonous 
Toad

4
1d12

If party
 m

em
ber is dealt dam

age, 

lose on
e h

p per h
ex or room

 m
ove.

5
Gargantuan 
Beetle

24
1d12

D
eals +4

 dam
age

6
H

ill Giant
36

1d12
D

eals +1 dam
age.  W

ill n
ot att

ack 

or follow
 a party

 th
at in

clu
des 

G
ian

ts.

7
Pack of 
W

olves
8

1d8
R

oll 1d6 to determ
in

e h
ow

 m
an

y
 

are en
cou

n
tered

8
Fire Folk

16
1d6

W
ill n

ot att
ack or follow

 a party
 

th
at in

clu
des Fae Folk. If a party

 

m
em

ber is dam
aged, take 1d4

 

dam
age each

 tim
e an

 att
ack or 

evasion
 is rolled.

9
H

ostile Elf
18

1d8
Takes +1 dam

age from
 m

etal 

w
eapon

s. Sets a 1d12 trap on
 an

y
 

failed evasion
 roll. W

ill n
ot att

ack 

or follow
 a party

 th
at in

clu
des Fae 

Folk. 

10
Banshee

--
1d6

In
vu

ln
erable, can

n
ot be dam

aged

11
Roll Tw

ice
--

--
R

oll tw
ice on

 th
is table

12
Satyr

16
--

O
n

 an
y

 en
em

y
 h

it, do n
ot roll 

dam
age. Th

e Saty
r off

ers  th
e party

 

food an
d drin

k pu
tt

in
g th

em
 to 

sleep an
d becom

in
g Lost in

 th
e Fae 

for 1d6 y
ears.  
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D

el
v

in
g

D
el

vi
ng

 i
s 

th
e 

ar
t 

of
 e

x-
pl

or
in

g 
st

ra
ng

e 
an

d 
m

ys
te

-
rio

us
 d

un
ge

on
s. 

 S
om

e 
m

ay
 

be
 

an
ci

en
t 

ru
in

s 
sp

ra
w

lin
g 

ac
ro

ss
 a

 s
in

gl
e 

le
ve

l, 
w

hi
le

 
ot

he
rs

 m
ay

 c
on

si
st

 o
f t

in
y 

en
-

cl
os

ed
 sp

ac
es

 le
ad

in
g 

to
 st

ai
r-

w
el

ls
 c

re
ep

in
g 

lo
w

er
 a

nd
 lo

w
-

er
 in

to
 t

he
 e

ar
th

.  
D

un
ge

on
s 

ar
e 

ra
re

, o
m

in
ou

s 
pl

ac
es

 t
ha

t 
no

 s
an

e 
pe

rs
on

 w
ou

ld
 w

ill
-

in
gl

y 
en

te
r, 

bu
t 

th
e 

lo
ot

 c
on

-
ta

in
ed

 w
ill

 s
ur

el
y 

be
 o

f 
gr

ea
t 

re
w

ar
d 

to
 th

os
e 

w
ith

 th
e 

sk
ill

 
an

d 
w

it 
to

 su
rv

iv
e.

  

W
he

n 
en

ter
in

g 
a 

ne
w

 r
oo

m
, r

ol
l 

th
e f

ol
low

in
g 

se
qu

en
ce

 to
 g

en
er

at
e 

th
e r

oo
m

 a
nd

 a
ny

 en
co

un
ter

s:

 


Ro
om

 si
ze

 

 


Ro
om

 ty
pe

 


Do
or

s

 


En
co

un
te

rs

 


D
elv

in
g 

Re
w

ar
d*

*D
un

ge
on

s 
ar

e 
fil

le
d 

w
ith

 
va

lu
ab

le
 t

rin
ke

ts
, 

je
w

el
s, 

an
d 

ge
m

s. 
T

he
 p

ar
ty

 a
lw

ay
s 

fin
ds

 a
t 

le
as

t 1
0 

go
ld

 w
or

th
 o

f t
re

as
ur

e 
in

 
ea

ch
 r

oo
m

.  
T

hi
s 

m
us

t 
be

 r
e-

tr
ie

ve
d 

in
 th

e 
sa

m
e 

fa
sh

io
n 

as
 a

ny
 o

th
er

 lo
ot

 it
em

.
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8
N

ew
 Party 

M
em

ber
N

o level advan
cem

en
t, roll a n

ew
 party

 m
em

ber

9
Phim

 Pham
A

 w
alkin

g, talkin
g, sh

im
m

erin
g tree.  In

trodu
ces y

ou
 to 

a grou
p of plan

t people, on
e of w

h
om

 join
s y

ou
r party

 

w
ith

 stats as Fae Folk.

10
Ellas

A
 kin

d an
d fearsom

e Elf.  W
illin

g to train
 y

ou
r party

 on
e 

level advan
cem

en
t in

 exch
an

ge for 50g or on
e bow

.

*A
ll frien

ds are w
illin

g to train
 you

r party to advan
ce on

e level per 100g or 100g 

w
orth

 of loot u
n

less oth
erw

ise n
oted.

D
ungeon E

ntrances
R

esu
lt

D
escrip

tion

1
A

s th
e party

 peers in
to a pon

d, th
eir refl

ection
 sh

arply
 grasps th

em
, 

pu
llin

g th
em

 all in
to a cavern

 ben
eath

. M
u

st im
m

ediately
 en

ter th
e 

du
n

geon
, an

d th
e party

 is lost in
 th

e Fae for 1d6 y
ears.

2
Th

e earth
 ben

eath
 y

ou
r feet gives w

ay
 as th

e party
 falls in

to a sin
k-

h
ole, discoverin

g a sm
all passagew

ay
 in

 th
e revealed cavern

.  Each
 

party
 m

em
ber takes 1d4

 dam
age. Party

 can
 clim

b ou
t.

3
A

n
cien

t ru
in

s su
rrou

n
ded by

 statu
es of gh

ou
lish

 fi
gu

res

4
A

n
 en

orm
ou

s tree w
ith

 a h
an

d-craft
ed door bu

ilt in
to it

5
A

 lon
g-aban

don
ed w

ell w
ith

 a rope ladder h
an

gin
g dow

n
 it

6
A

 boarded-u
p cave appears lon

g-ign
ored w

ith
 a barrier easily

 

rem
oved du

e to th
e rot.
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Friends
B

oth H
exploring &

 D
elving

1
Popplecrop 
Slink

A
 dim

in
u

tive gn
om

elin
g w

ith
 a sly

 sen
se of h

u
m

or an
d 

tw
isted sen

se of tru
th

, Popplecrop Slin
k w

eaves a w
on

-

drou
s tale of distraction

, robbin
g th

e party
 of all th

eir 

gold an
d th

eir sin
gle m

ost valu
able item

.  A
lw

ay
s evades 

an
y

 att
ack.  Th

e party
 grow

s stron
ger, m

ay
be in

spired 

by
 th

e stories, an
d advan

ces on
e level per 100g stolen

 

rou
n

din
g dow

n
.

2
W

andering 
M

erchant
A

 lan
ky

 old an
d w

rin
kled m

erch
an

t h
as been

 u
sin

g th
is 

place to store th
eir goods.  Th

ey
 w

ill bu
y

 an
d sell an

y
 

m
u

n
dan

e item
s for prices as listed.  

3
W

ise W
om

an
A

 cloaked w
om

an
 h

as m
ade th

is space h
er stran

ge an
d 

dism
al h

om
e. For 100g, sh

e poin
ts ou

t on
 you

r m
ap 

w
h

ere a crow
n

 can
 be fou

n
d.  R

oll a du
n

geon
 en

tran
ce 

placed 6 h
exes from

 y
ou

r cu
rren

t h
ex. Th

e fi
rst loot roll in

 

th
is location

 resu
lts in

 an
 au

tom
atic crow

n
.

4
D

ying  
Adventurer

A
 w

ou
n

ded sw
ordsm

an
 reservedly

 tells y
ou

 of h
is failed 

att
em

pt to slay
 an

 en
em

y
 in

 w
h

ich
 h

e fell u
pon

 h
is 

sw
ord.  W

ith
 h

is dy
in

g breath
, h

e sh
ares a secret location

 

w
h

ere loot m
ay

 be fou
n

d u
n

gu
arded. Th

e n
ext en

cou
n

ter 

roll au
tom

atically
 resu

lts in
 loot, w

h
eth

er H
explorin

g or 

D
elvin

g.  A
dvan

ce on
e level u

pon
 retrievin

g th
is loot.

5
Th

ogw
ood 

Billiam
A

 h
alf-crazed h

alfl
in

g scu
tt

les tow
ard y

ou
, seem

in
gly

 

sh
ocked.  H

e h
u

rriedly en
cou

rages y
ou

 to leave th
is place 

an
d poin

ts y
ou

 tow
ard safety

.  Skip th
e n

ext en
cou

n
ter 

roll, or th
e n

ext door roll is au
tom

atically
 an

 exit.

6
Gerhardus 
Zauber

A
 scaly

-skin
n

ed dw
arf em

erges from
 th

e sh
adow

s strok-

in
g h

is copper beard. H
e is lookin

g for dragon
s an

d w
ill 

join
 y

ou
 for on

e batt
le, au

tom
atically

 defeatin
g th

e n
ext 

m
on

ster or creatu
re en

cou
n

ter.  

7
Renegade

N
o level advan

cem
en

t, w
ill join

 y
ou

r party
 for 50g, roll a 

n
ew

 party
 m

em
ber


