Warp Dungeons

This is a modifiable dungeon-crawling game for 2-4 players

Set up

Each player has a deck of 60 cards. 1 player is the dungeon master and has a DM deck, while the others are heroes and have a Hero Deck, along with the appropriate hero stat card. There is also a 30 card Dungeon deck.

To set up the Dungeon Deck: take the stairway and objective room cards from the deck. Place the stairway face up in the playing area, this is the entrance to the dungeon and all the heroes place their hero marker on it. If 2 heroes are playing, place a t-junction connected to the entrance. If 3 heroes are playing, place an intersection next to the entrance. Put the objective room to one side, then shuffle the remaining dungeon cards and deal 9 cards onto the objective room. Shuffle this smaller pile, then shuffle the remainder and place them directly onto the small pile with the objective room. This ensures that the objective room is not found until well into the game. The dungeon Deck is ready for play.

Deck construction will be dealt with later.

Decks, once the run out, are reshuffled and reused

The DM must specify what faction their deck is before play, as there are cards that depend on a faction.

Markers for the heroes and a number of counters will also be needed.

Play

Each player draws a hand of 7 cards, and then the hero players determine who goes first and the order of play. The player whose turn it is is called the active player.

Play is broken down into 4 phases in each player’s turn: Exploration, Move, Resolution and Refresh

Exploration

The active player may draw 1 Dungeon card and place it next to the card they are currently on, only if there is a viable opening as listed on the card.

In the event of drawing a T-junction, intersection, or a multi exit room card, the dungeon deck remaining on that particular path is dealt into the respective number of piles, dealing from the bottom of the deck (eg: after a few rooms a player encounters a t-junction. The DM then deals out the remaining Dungeon Deck into 2 piles, placing them next to either path of the junction). Any exploration along one of these paths must be drawn from the respective deck. Once this reduced deck is exhausted, then no further exploration can be carried out along that path.

A player can only reveal one dungeon card in this phase.

A dungeon path cannot go over another path.

Dungeon cards are either Rooms or Passages.

Move

The active player may move their hero 1 dungeon card along a path, unless an ability allows them to do otherwise.

Resolution

If the dungeon card a player ends their move on is a Room, then they can attempt to resolve the room.

They may take 1 treasure card from their hand and place it face down in front of them. The DM has the option of playing a Monster Card to try and stop them. If no monster is played, then the active player may apply the effects of the treasure card, and place it next to their hero stat card. If a monster is played, then a battle ensues.

Battle

Both the DM and the active player may place1 attack card face down in front of them.

Attack cards are work as such: each one has a value of 1, 2 or 3 and one of five symbols; a sword (battle), a flame (magic), an arrow (Agility), an axe (strength) or a shield (courage).

Some heroes, cards or events give bonuses to particular symbol cards in battle, i.e.: a treasure card attached to a hero may add +1 to the value of all sword cards played.

The side with the highest total wins the battle and the other side suffers a wound.

The symbols add another factor to battles. Each symbol is dominant over two other symbols:

Battle beats Strength and Magic

Magic beats Courage and Strength

Agility beats Battle and Magic

Strength beats Agility and Courage

Courage beats Battle and Agility

If one side’s attack has symbol dominance over the other, then they cause a wound on that side, even if they lost the actual battle.

If the score is a draw, then the dominating symbol wins.

If the score is a draw and the symbols are the same, then neither side wins, and the battle is over.

If the DM’s side wins then the battle is over.

If the DM’s side has wounds remaining after the player wins a round of battle, then repeat the procedure until the monster has no wounds left, or the active player calls off the attack. If the active player has no attack cards to play then they MUST call off the attack.

If the active player loses, draws or calls off the attack, then their played treasure card is discarded.

If they win, then they may attach the treasure card to their hero, who benefits from the card’s effects.

Any monster that suffered wounds, but not killed, is restored to full wounds the next time it is fought.

A token is placed on the room to show it has been resolved. Once a room is resolved, no more monsters can be played there

Refresh

The active player and the DM may draw cards up to their maximum hand allowance (7).

Winning

Once the Objective room card is revealed and resolved, the game is over

Players then add up their points for treasure, monsters and other sources, the highest score wins.

The DM wins by killing all the heroes before the objective room is resolved.

Card Types

Attack Cards

These have one of the 5 symbols and a value of 1-3.

In a Hero or DM deck, there must be 30 attack cards.

15 +1 cards, 3 of each symbol

10 +2 cards, 2 of each symbol

and 5 +3 cards, 1 of each symbol.

Hero Cards

Heroic Action

These cards allow the active player to use the ability listed on their hero stat card for their heroic ability. A Heroic action may be played at any time and its effects, unless instantaneous, last for the remainder of the turn. (eg: Heroic Ability: Deadly- Causes 1 extra wound in battle)

Secret Door Cards

A player can play these cards to do one of two things: Divide the remaining dungeon cards on that path, as listed for junctions in the exploration section, or to avoid the monsters in a room; the monsters remain, the room is unresolved, but the player does not have to fight them and can move on as normal next turn.

Treasure

Are played at the beginning of a battle, and are won by a successful battle. There are four types of treasure: Point bonus, attack bonus, experience advancement or healing.

Point Bonus Treasure

Winning this treasure will add to your points at the end of the game. They have a value of 1-5

Attack Bonus Treasures

These treasures add to the attack score in battle. They only add to certain symbol attack cards. They have a value of +1 or +2. They do not stack, so the hero must use the highest value of attack bonus.

Experience Advancement

Winning these cards increases the hero’s level by 1. All heroes start as level 1 characters. The maximum level a hero can be is 3. For each level a hero has, they may play 1 attack card in each round of the battle phase.

Healing Treasure
These treasures may be attached to a hero as normal. They do not add to points or battle, but may be discarded at any time to heal the listed number of wounds as stated on the card.

DM Cards

Monster Cards

These represent the monsters encountered by the heroes. Each card has a listed point value, which is added to the defeating hero’s score, a faction for determining bonuses for events and special rooms, a number of wounds (from 1-3), and their battle bonuses.

There are several types of monster card, with a varying number of bonuses. The different sorts of bonuses are as follows:

+1

+1, +1

+2

+2, +1

+2, +2

+3

+3, +2, +1

Each bonus on a card corresponds to a different symbol

(eg: a card may have +2 Strength, +1 Battle, or be +3 Magic, +2 Agility and +1 Courage)

Some monster cards may have special rules

Event Cards

These cards effect the bonuses in battles, or cancel other cards and similar

Trap Cards

The DM may play Trap cards at any time during the active player’s move phase. The player must discard the listed value of attack cards of the corresponding symbol on the card, or play a heroic action card. (eg: a trap has a listed value of 2 Strength. The active player must discard a total value of 2 in strength cards or play a heroic action card to avoid the trap). If the active player does neither of these, then they suffer the result listed on the trap, the most common of which is to take wounds.

The DM can only play one trap card during a player’s move phase.

Deck Construction

The Hero Deck must consist of the standard 30 attack cards, with the remaining 30 cards being any combination of treasure cards, heroic action cards and secret door cards.

The DM Deck also must consist of the standard 30 attack cards, as well as 3 +1 monsters, 3 +1/+1 monsters, 3 +2 monsters, 2 +2/+1 monsters, 2 +2/+2 monsters, 2 +3 monsters, and 1 +3/+2/+1 monster. The remaining 14 cards can be any combination of traps and events.

The Dungeon Deck consists of the following:

	#
	Name
	Exits
	Special

	1
	Stairway
	1
	Starting area

	5
	Passage
	1
	

	2
	Intersection
	3
	

	3
	T-junction
	2
	

	4
	Room
	1
	

	2
	Chamber
	2
	

	2
	Lair
	1
	Faction monsters are +1 attack in this room

	1
	Crypt
	1
	

	2
	Dungeon
	1
	All monsters +1 attack in this room

	1
	Throne Room
	2
	

	1
	Temple
	1
	

	1
	Chasm
	3
	

	1
	Caves
	1
	

	1
	Vault
	1
	

	1
	Objective Room
	0
	Faction monsters +2 attack in this room


The number of exits does not include the entrance card (eg: a passage connects to a T-junction. It does not count as one of the junctions 2 exits.).

Example Cards

Here are some examples of the sort of cards that make for a balanced game. Feel free to come up with your own cards and combinations.

Treasure Cards

	Name
	Description

	Copper Pieces
	+1 to final score

	Silver Pieces
	+2 to final score

	Gold Pieces
	+3 to final score

	Gems and Jewels
	+4 to final score

	Treasure Chest
	+5 to final score

	Magic Blade
	+1 Battle Attribute

	Wand
	+1 Magic Attribute

	Boots of Speed
	+1 Agility Attribute

	Bracers of Strength
	+1 Strength Attribute

	Amulet of Bravery
	+1 Courage Attribute

	Dragonsbane
	+2 Battle Attribute

	Staff of Power
	+2 Magic Attribute

	Bow of Ages
	+2 Agility Attribute

	Hammer of Thor
	+2 Strength Attribute

	Armour of Purity
	+2 Courage Attribute

	Ring of Accuracy
	Causes an extra wound in battle. Does not stack with other Rings of Accuracy.

	Healing potion
	Healing Item: Heals 2 wounds when used

	Life potion
	Healing Item: Heals 4 wounds when used

	Rejuvenation Potion
	Healing Item: Heals all wounds when used

	Experience Advancement
	Hero gains a level of experience.


Trap Cards

	Trap
	Details

	Spear Trap
	Take 1 wound. Cost: 2 Agility

	Pit
	Take 1 wound, miss next turn. Cost: 2 Strength

	Poison Gas
	Take 1 wound, -1 attack value in next fight. Cost: 2 Magic

	Pendulum Blade
	Take 2 wounds. Cost: 3 Courage

	Portcullis
	Miss next turn. Cost: 1 Strength

	Net
	Miss next turn. Cost: 1 Battle


Event Cards

	Event
	Details

	Ambush
	+1 attack value to target monster

	Outnumber
	DM can play 1 additional attack card this battle

	Collapse
	Negate a secret door card

	Reinforcements
	Play once a battle has been resolved. Active player must fight this battle again before they can count this room as resolved. They receive no additional treasure or points for fighting again.

	Vicious
	Play during battle. Active player suffers an extra wound

	Defences
	Play during battle. Hero at –1 attack value this battle

	Sorcerer
	Change attack card’s symbol to Magic

	Driven
	Change attack card’s symbol to Courage

	Battle Hardened
	Change attack card’s symbol to Battle

	Brutes
	Change attack card’s symbol to Strength

	Snipers
	Change attack card’s symbol to Agility


Monster Cards

	Monster
	Attributes
	Wounds
	Points
	Faction

	Orc Grunts
	+1S
	1
	1
	Orc Horde

	Orc Hunters
	+1S/+1A
	1
	1
	Orc Horde

	Orc Thugs
	+2S
	1
	2
	Orc Horde

	Orc Shaman
	+2M
	1
	2
	Orc Horde

	Goblin Sneaks
	+1B/+1A
	1
	1
	Orc Horde

	Orc Berserkers
	+2S/+2C
	2
	3
	Orc Horde

	Orc Warlord
	+3S/+2C/+1B
	3
	5
	Orc Horde

	Giant Spiders
	+2B/+1M
	2
	2
	-

	Goblin Elites
	+2C/+1B
	1
	2
	Orc Horde

	Ogre
	+3S
	2
	3
	-

	Dark Elf Warriors
	+1A/+1M
	1
	1
	Dark Elf Raiders

	Dark Elf Sorcerer
	+3M
	2
	3
	Dark Elf Raiders

	Imps
	+1M
	1
	1
	Demonspawn

	Golem
	+2S/+2B
	2
	3
	The Mad Alchemist

	Dragon
	+3M/+2S/+1C
	3
	5
	Dragonkin

	Giant Rats
	+1B
	1
	1
	-

	Mushroom Men
	+1C/+1M
	1
	1
	The Fungus Kingdom

	Myconid Knight
	+2B/+1M
	2
	2
	The Fungus Kingdom

	Giant Bats
	+1A
	1
	1
	-

	Hydra
	+3M
	2
	3
	Dragonkin

	Troll
	+3C
	3
	4
	Orc Horde

	Fungusaur
	+2S/+2C
	3
	4
	The Fungus Kingdom


B: Battle

M: Magic

C: Courage

S: Strength

A: Agility

Pre-generated Decks

Here are some decks all ready for play

Orc Horde Faction DM Deck

30 standard attack cards

3 Orc Grunts

1 Orc Hunters

2 Goblin Sneaks

1 Orc Shaman

2 Orc Thugs

1 Giant Spiders

1 Goblin Elites

2 Orc Berserkers

1 Troll

1 Orc Warlord

2 Spear Traps

2 Pit Traps

1 Pendulum Blade

1 Portcullis

2 Ambush

2 Vicious

1 Collapse

2 Outnumber

2 Reinforcements

Hero Decks

Sir Lamderock

Stat Card

	B
	M
	C
	S
	A
	Wounds
	Heroic Action

	+2
	
	+1
	+1
	
	6
	Defender: Reduce damage suffered in battle by 1


Deck

30 standard attack cards

3 Secret Door

5 Heroic Action

3 Copper Pieces

2 Silver Pieces

1 Gold Pieces

1 Gems and Jewels

3 Experience Advancement

1 Bracers of Strength

2 Magic Blade

1 Hammer of Thor

1 Dragonsbane

2 Healing Potion

2 Life Potion

2 Ring of Accuracy

Magus Sogarth

Stat Card

	B
	M
	C
	S
	A
	Wounds
	Heroic Action

	
	+2
	+1
	
	+1
	4
	Evoke: Double the value of Magic attack cards player this turn.


Deck

30 standard attack cards

3 Secret Door

5 Heroic Action

3 Copper Pieces

2 Silver Pieces

1 Gold Pieces

1 Gems and Jewels

3 Experience Advancement

2 Boots of Speed

2 Wand

4 Life Potions

2 Staff of Power

1 Ring of Accuracy

Anwar al’Wasir

Stat Card

	B
	M
	C
	S
	A
	Wounds
	Heroic Action

	+2
	+1
	
	
	+1
	5
	Deadly: Cause 1 extra wound in battle


Deck

30 standard attack cards

3 Secret Door

5 Heroic Action

3 Copper Pieces

2 Silver Pieces

1 Gold Pieces

1 Gems and Jewels

3 Experience Advancement

2 Boots of Speed

1 Magic Blade

1 Wand

2 Healing Potion

2 Life Potion

1 Dragonsbane

1 Bow of Ages

1 Ring of accuracy

Feel free to come up with your own heroes and cards, after all, this is just the starting point!
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