
An ¯Anti-Adventure° Game for One Player
It'snoteasybeingadungeon. Especiallysincethosegrubbyhumansstartedsomestupidcrusadetopilfer

androbeverylastgemandorefromyourbeautifuldepthsafteryou'vespentmillenniacultivatingthem.

Well,youmayhavebeencarvedfromtheearthat night,butit sureasheckwasn'tlastnight. Everyone

knowsthattreasureskeptbydungeonsholdmysticalanddangerouspowers; that'sprobablywhythose

invaderswantthem. Well,it'stimeto fightfirewithfire. Whoknows...maybewitha little"convincing"that

adventuringpartyis willingto makea donationor twoto yourfinecollection. Onething'sforsure,they

pickedthewrongsentientcaverntomesswith¤

GAME COMPONENTS

2 Dungeon Boards

Dungeon Wall

Tracking Board

4 Hero Boards

Score Board

Rule References

60 Draw Cards

2 Board Stands

100 ¯Coins°

(or ¯Treasure°)
25 ¯Tokens°

Entrance Room

Marker
5 Dark Room 

Markers

Infamy MarkerHero Pawn
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OBJECTIVEROUND PROGRESSION
Becomethe envyof Dungeonseverywhereby

obtainingthehighestDungeonScorepossibleafter

playingthegameoverthree,five,orsevenrounds.

If thisis yourfirst¯I,Dungeon°experience,it is

recommendedyouonlyattemptthreerounds.

Eachroundcontainsthreephases:

-CONSTRUCTIONPHASE,whereyoubuildyourDungeon

-INVASIONPHASE,whereHeroesenteryourDungeon

andtrytostealyourTreasure

-HARVESTPHASE,whereyoureclaimTreasure,modify

yourInfamy,andaddtoyourDungeonScore



SETTING UP THE GAME
�‡Place the two Dungeon Boards to form a grid five Rooms wide and ten Floors deep. 

You may orient them any way you choose. 

�‡Place the Entrance Marker in the middle Room on the top Floor.

�‡Place the Dungeon Wall in the Board Stands and 

place it at the top of your Dungeon, with the 

Construction side facing you.

�‡Place the Hero Pawn and all of the Coins, 

Tokens, and Dark Room Markers in the Stock.

�‡Place the Dungeon Score Board and 20 Treasure 

in your Hold.

�‡Place the Tracking Board to the left of your 

Dungeon, and put one Growth Token on the Round

Track for every round you intend to play.

�‡Set your Infamy Marker on 4 Infamy.

�‡Place the Draw Deck above your Hold.

�‡Place the four Hero Boards above the Tracking

Board, Hero side down.

DRAW CARDS
TheDrawCardsareusedduringtheInvasionPhaseto

determineevents. Afteranyof thesecardsareused,

theyarediscardednextto theDrawPile. Reshuffle

themwhenevernecessary.EachDrawCardhas:

Room Type

Movement

4 Battle 

Symbols

TheHeroesstartwithalltheirCoinsasStrong

Coins,placedinthetopbox.

AstheHeroestakedamage,StrongCoinsare

moveddowntobecomeWeakCoins.

ONLYafterall theStrongCoinsaregone*,

WeakCoinsaremovedto theLootwhen

damaged,reducingtheStrengthoftheHero.
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*AcertaintypeofRoomcanbreakthisrule.

Thesearethe foolishcreatureswhoare

tryingtostealyourTreasures!Theyalways

moveandfight as a party. EachHero

providestheir partya defensivebonus

againstaspecificRoominyourDungeon.

HEROES

STRENGTH AND HEALTH

The Thief The MageThe Cleric The Warrior

Defense VS

Traps

Defense VS

Foils

Defense VS

Curses

Defense VS

Lairs & 

Thrall Attacks
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STOCK

HOLDCARD PLAY 

AREA


