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One Card
Jungeon

by Barny Skinrsr
1 PLayer - 38 Mins

One Card Dungeon is a solo dice-placement dungeon crawl plaged on a single card, Fight through 12
increasingly challenging lewels to reach the final prize - the Sceptre of M'Guf-un,

Components
1 Dungeon Card (two sided)

12 & sided dice!
1 to represent gour Adventurer
4 to represent Monsters (must be a different colour to the Adventurer's Dicel
4 to track your Abilities
3 to roll for your Energy

The Dungeon Card

The Dungeon Card can be placed in four different positions to show different configurations of Dungeon., The
bottom of the card will always show the details of the Monsters in the current Lewel)
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onster Start Tiles for Lewvel 1

Adventurer Start Tile

Ourngeon Lewvel Indicaotors
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This Lewel's Monster Monster Defense
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Monster Speed
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Setup

FLace the Dungeon Card on the table with the Lewel Indicator for Lewel 1 at
the bottom left,

FLace four dice just below the card under the Speed, Attaock, Defense and
Fange icons, with Speed, Attaock and Defense set to 1, and Range set to 2,
These will track your Adventurer's Abilities,

FLace the dice representing gour Aduventurer on the Stair tile closest to you,
with a value of & showing, as you staort the game with & Health, As gour
Health changes during the game, ygou will change the wvalue shown on the dice.

FLace dice representing Monsters on each of the tiles which hawve a 1 at the
top Left, with a wvalue of 2 showing on each dice, as the Spider Monsters on
Level 1 hawe 2 Health.

Y'ou are ready to begin your descent into the Dungeon!

Gameplay

A Lewvel of the dungeon is played by Looping through a series of phases in
order until either you kill all Monsters on the lLewvel, or run oot of Health
and lose, The Phases are!

Ernergy Phase
Aduventurer Phase
Monster Mowvement Phase
Monster Attack Phase

Energy Phase

Foll the thres Energy Dice together, PlLace one dice under each of your Speed,
Attack and Defense abilities, with the rolled waolue showing, The Energy dice
assigned is added to each Skill's walue to determine the total points for
each skill this turn,

For example, if you haowve Speed, Attock and Defense of 1 each and assign ygour
rolls of 3, 5 and 2 respectively to those Skills, you will hawve tokaol Speed,
Attack and Defense walues of 4,6 and 3.

Mo Emergy dice are ewver assigned to Raonge) it is always a fixed wvalue,

Your Total Speed, Attaock and Defense points will be 'spent' in the other
Fhases - you need to track how many goo howve Left mentally.

Adventurer Phase

In the Adventurer Phaose you will spend your total Speed ond Attack points for the tourn to move around and
damage Monsters, You may moke multiple Mowes and Attaocks during the Phase, in anyg order, as lLong as you
have enough points to spend.

Movement

Mowing one tile Orthogonolly costs 2 Speed Points

Mowing one tile Diagonally costs 3 Speed Points

You may not mowve onto the same tile as a Monster or onto a Hall,

You do not have to spend oll your Speed points, but may newver spend more thanm gour total for the torn,
Attacks

HWhen Attacking a Monster, your Adventurer must be within Range and Line of Sight (see next pagel of the
target. If =0, you may spend a number of Attock points equal to the Monster's Defense Skill to reduce its
health by one. Track each Monster's Health by using the waolue of its die) if a Monster's health i=s reduced

to B, remove its die.

You do not haowve to spend all your Attack points, but maoy never spend more than ygour total for the turn,
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Range

Farnge to a target is caolculated in the same way as movement, therefore a
Monster Orthogonally adjocent to gou i= at Range 2, one Diagonally adjocent
i= at Range 32 and =o on, Calcoculaote the shortest number of Movement points
thaot you would need to spend to reach the Monster's tile; thaot is the Range.
Attacks moy not performed on Monsters further oway than gour Range. “our
Adventurer begins the game with a Range of 2 =0 maoy only ottock orthogonally,

Line of Sight

If a Line can be drawn from any corner of gour tile to any corner of a
Monster's tile, without passing through a wall tile or another Monster's
tile, you have Line of Sight.

Monster Movement Phase

Each Monster will mowe to be aos close as possible to being ot maximum range
to your Adventurer, HWork through each monster in tuen, starting with the
closest, Find the empty tile at the Monster's maximum Range from gou (with
Limne of Sight] that i=s closest to the Monster, Mowe the Monster as fast as
possible towards that tile., IF there i=s no empty tile at maximum Range, they
will mowve toward a closer in Range tile, or if that's not possible just move
to be as close as possible to the Adventurer, Monsters will prioritise being
in Range and Line of Sight owver being at maximum Range,

Monsters mowve much Like your Adventurer) mowing Orthogonally costs 2 Speed,
mowing Diogonally 3, Monsters maoy not mowve through the Adventurer or Halls,
but may mowve through (but not end movement onl other Monsters, IF there i=s a
choice of multiple movement paths thot are equally good, ygou may choose which
each Monster takes.

Once all Monsters haowve moved, the phase ends,
The top Honster uses gll 5 Mowvement points to get into Raonge., The Lowsr Monster caon't get
into Rangs, but mowves gs fost gs possible towords the closest Tile thot is in Ronge,

Monster Attack Phase

Add up the total Attock of all Monsters within their Range and Line of Sight
to the Adventurer, Monsters out of Range or Line of Sight do not Attack this
turn.

Inflict a number of points of daomage to the Adventurer equal to the Monsters!'
Total Attock divided by the Aduventurer's Total Defense Points, rounded down,

For example, a total of 12 Attack ws Defense V¥ would inflict 1 Domaoge, 12
Attack ws Defense 4 would inflict 3 Daomoge, e=to,

If the Totol Attack is less thaon gour Aduventurer's Total Defense Points this
turn, no damage is inflicted.

Feduce gour Adventurer's Health by the damage inflicted) if the Adventurer
hit=s zero health she has died and the game is owver,

Once Monsters have attacked, if ygour Adventurer has sorwived, begin g new =
turn with the Energy Phase.
[ ] I|

The Monsters howve g Range of 3, 5o only one is in Range, for- g Totagl Attock of 4, ws the
Adventurer's Total Defense of 2, Therefore the Adventurer Loses 1 Health., IF both
Monsters hod been in Range, the Total Attack of 8 ws Total Defense 3 would haove inflicted
two points of damoges,

End of Lewvel

Once ygour Adventurer has killed all Monsters on a lLewel, she may toke a moment to rest and recouperate
before descending to the next Dungeon lLewel; after each Dungeon Lewel, you must choose to either increase
one of ygour Skills (Movement, Attack, Defense or Range) by one, or to Heal the Adventurer baock up to full
[E) Health, You may either Heal or Upgrade after each Dungeon Lewel, but not both.

Page 3



Next Dungeon Level

Set up the next Lewel by flipping the card to have the next Oungeon Lewel
Indicator (e,g. Lewel 2 after completing Lewel 1)1 at the bottom Left, placing
your Adventurer and the correct Monster Dice for thot Dungeon Lewel as marked
on the card, and beginning a new turn at the Energy Phase,

Winning the Game

If you successfully kill all threes Dragons on the 12th Dungeon Lewel, you
have won the game and found gour ultimate prize - the Sceptre of M'Guf-yn
which will giwve you ultimaote powersAthe ability to =save your wvillaogedsa cure
for the ploguesslay gour evil brotherAwhaotewver,

Lewsl 2 st up — In this scenario the ploger chose to Upgrade Defense after
completing the first Lewsl - howing Lost only one health she decided an
Upgrade was more important than healing,

One Card Dungeon vl.l1 - Copyright 2828 Barny Skinner
vl,8 designed for the BoordGameGesk One Caord Print aond PLaoy Design Contest,
If you enjoyed this, please check out my other games such as A Rusty Throne, and Mew Frontier,

Contact me as Zombocom on BGG,
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