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Summary
After building the dungeon, playersmovetheir characters (pawns) around the dungeon seeking treasure
(crown coins). Mongterous denizens (moon coins) and deadly traps (sun coins) pose hazardswhich may cause
damage (value-up coinsin player'sholdings), but defeating these chal lenges earns experience useful for later
encounters (suit-up coinsin player's holdings). Players may also attack each other in an attempt to steal
treasure or equipment (armscoins). Oncethefinal treasure hasbeen found, thegame ends, and the player with
thehighest total valueintreasurewins.
Setup
Shuffledl tiles, face-down, and placethemin astack off totheside. Shuffleall coins, value-side up, and
placetheminapileoff totheside. Give each player adie. Roll to seewho will begin dungeon building.
Thefirgt player placesatileface-downinthemiddleof thetable, thentakesall four pawnsand placesthem
ontheline segments between the spaces of thetiles (one per segment). Starting with the second player, take
turnsplacingtilesfacedownin thefollowing manner:
1. Turnover atileand matchitscolor to oneof the pawnsonthefirst tile played, noting which
edgeof that tilethe pawnison.
2. Placethetile, face-down, adjacent to thelast tile placed, against the edge of thelast tile
placed that correlatesto the matching colored pawn.
3. If thereisaready atileinthe place determined by thismethod, placethetile anywhere
along the edgefurthest from thefirst tile played, in the direction that correlatesto the
matching colored pawn.
4. After placing thetile, chooseacoin and placeit, value-side up, onthetilein the space
closest to you (each player should be placing coinsin different cornersof tiles).
After all tilesand coins have been placed in thisway, the player who laid thefirst tile must removethe
pawnsand placethefinal coin. You will then have arandomized dungeon layout with onecoin oneachtile.
Startingwiththe player who laid thefirst tile, taketurns placing the pawn of the player to your left (which
matchesthe color of that player'sdie) at an "entrance’. An entranceisany empty space on an edgefarthest
fromthefirgt tile placedinany of thefour cardind directions. In other words, if the dungeonwereenclosedin
arectangle that expanded each time atile was added, an entrance is any empty space that touches that
rectangle.
Onceall players pawnsare placed, discard any extrapawnsand begin play starting with the player that
laidthefirst tileduring dungeon building.
May

Taketurns(following theturn sequence) until all S treasureshave been found.

Game Ending and Winning
Thegameendsassoon asthesixth treasureisrevealed. All playersthenreved their treasurevaues. The
player with the highest total treasurevaluewins. Intheevent of atie, theplayer anong thosetied that hasthe
singlemost vauabletreasurewins.
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Turn Sequence
Onyour turn, you must moveyour character. If your character landsonacoin, reveal thecoin'ssuit and
react accordingly. If your character doesnot land onacoin, but landsin aspace adjacent to another character,
you may attack that other character. When your turnisfinished, passplay totheleft.

Movement

Characterscan moveas many spacesasdesired inastraight linein any direction (likeaqueenin chess).
A character must stopif it reaches a space containing acoin. A character may not passover another charac-
ter.

Springing a Trap (Suns)

When you land on atrap, first decide how much, if any, trap experience you will spend. Discard onesun
coin for each experience you wish to spend. Then, roll the die and add one point per experience spent.

If theresult isgreater than thetrap'sval ue, you have successfully disarmed thetrap; placethe coin suit-up
inyour holdings(infront of you), asitisnow apoint of trap experience.

If your dieroll (modified by experience spent) isnot greater than thetrap'svalue, thenyoufell for thetrap
and areinjured by it; collect the coin and placethe coin value-up in your holdings, asitisnow damageequa to
thetrap'svalue.

Fighting aMonster (Moons)

When you land on amonster, first decide how much, if any, monster experience you will spend. Discard
onemoon coin for each experience you wish to spend. Then, roll the die and add one point per experience
spent.

If theresultisgreater thanthe mongter'svaue, you have successfully defeated the monster; placethecoin
suit-up inyour holdings (infront of you), asitisnow apoint of monster experience.

If your dieroll (modified by experience spent) isnot greater than the monster'svalue, then the monster
injured you beforefleeing; collect the coin and placethe coin value-up inyour holdings, asitisnow damage
equal tothemonster'svaue.

Finding Treasure (Crowns)

Whenyouland on atreasure, make suredl playershave seenitsva ue, then place the coin suit-up in your

holdings. Youmay look at theval ue of your own treasureswhenever you wish.

Finding Equipment (Arms)

When you land on apiece of equipment, placethe coin suit-up inyour holdings, asitisnow considered a
point worth of equipment. Equipment hastwo uses: assstancein fighting other charactersand diminishing of
damage.

Attacking Another Character

When one character attacksanother, the attacker first decides how much equipment, if any, to spend, and
discards one arms coin per equi pment spent. The defender then decides how much equipment, if any, to
spend, and discards one arms coin per equi pment spent. Then, the playerseachroll their dice and add one
point totheir rollsfor each point of equipment they spent.

If the attacker'smodified roll isnot higher than thedefender's, the attack failsand nothing results romthe
fight. If the attacker'smodified roll ishigher than the defender's, the attack issuccessful. A successful attacker
may choose either atreasure (taken at random from the defender's hol dings) or an equipment point (taken
fromthe defender'sholdings) asspails.

(continued on next page)



Damage
Each timeyou suffer damagefrom atrap or monster, you may apply equipment to the damage. For each
point of equipment applied, you may ignore one point of damage. To show that apoint of equpiment hasbeen
applied toward avoiding damage, group the equipment with the val ue-up coins showing the damage.
If at any point during the game you accumulate 10 or more points of damage (after modification for
equipment), your character dies.
Dying
If youdie, follow these steps:
1. Discard all of your experience.
2. Leavedl of your equipment and treasure stacked, value-side up, in the spaceinwhich you
died.
3. Removeyour character from the board.
Onyour next turn, you may re-enter the game by placing your character at any entrance. Ontheturn
following, resumeplay asnormdl.
Any player may pick up the entire stack of equipment and/or treasureyou | eft behind by landing onit.



