
Objective
First player to reach the boss room with their key wins

Setup
Character Selection
● Each Player gets one character card and its corresponding token
● The Hero Player takes the Hero Deck and the Explorer Player takes the Explorer Deck. Keep these 

decks FACE DOWN.
● Each Player takes 1 Empty Room tile from the Map Deck. 
● The Map Deck will now have 25 cards total.

Dungeon Creation
● Shuffle the Map Deck and distribute the tiles face

down into a 5x5 grid. The Start Here Tile should be
included in this deck so it becomes randomly placed
within the grid.

● Place the player tokens on the Start Here Tile and
begin conquering the dungeon

The youngest player goes first, play continues clockwise

On your turn
1. IF YOU HAVE AN ITEM, you may use the item’s ability before the rest of your turn.

You may reuse your item at the beginning of your next turn.
2. You may use the Unique Skill written on your character card
3. Move your player token on the map according to their movement pattern on your character card 

Multiple players can occupy the same tile
4. If the tile landed on has not been revealed, flip it over and reveal the tile. Reveal each tile you traverse. 

Flipped tiles stay flipped!
5. Activate the tile’s effect (refer to reference sheet)
6. The next player’s turn begins.

Turn order quick reference

Dungeon Party
This adventurer party has come to a disagreement about the distribution of their treasure! To settle this 
dispute they made a bet to see who can reach the next dungeon boss first!  Pick your character and enter 
the dungeon to settle this once and for all!

Hero     Wizard       Rogue      Explorer

Explorer Hero Wizard Rogue



Blank Tile
This tile is empty, leave the tile face up and place your player token on this tile before continuing your turn.

Monster Room
Only the Hero can stand on the Monster tile and smite it. If you are not the Hero, move back to the tile you 
were previously on. Wizard and Rogue lose their next turn if they land on this tile.
If the Hero smites a Monster, replace that Monster tile with one from the Hero Deck FACE UP. If Hero was 
on the Monster Room, leave token on the replaced tile. Discard the monster room tile off to the side. 

Shadow Room
Only the Explorer can stand on the Shadow tiles and eliminate it. If you are not the Explorer, move back to 
the tile you were previously on. Wizard and Rogue lose their next turn if they land on this tile.
If the Explorer eliminates a Shadow tile, replace that tile with one from the Explorer Deck FACE UP and 
leave your player token on the tile. Discard the shadow room tile off to the side. 

Boss Room
If you land on the Boss Tile without your key, move back to the tile you were previously on and keep the Boss 
Tile flipped over. If you do have your key in hand, you can move onto the tile and win the game.

ITEMS
PLAYERS MAY ONLY HOLD ONE ITEM OR KEY & THEY CAN BE USED ONCE PER TURN
● When landing on an item tile, players may swap their currently held tile (item or blank) with the 

item tile on the floor
● If the player does not have an item, they may pick up the item and replace it with their held blank tile.
● Keep the items you currently hold FACE UP

Room Type Reference

Scroll of Teleportation
Swap the positions of any two 
players in the dungeon. It can 
be other players or yourself.

Hat of Invisibility
Travel freely and land on 

monster and shadow tiles. 
They do no harm to you.

Ghost of Sticky Fingers
Switch an item from another 
player with any blank tile on 
the map. Give the blank tile 

to the stolen player.

Boots of Speedy Speed
Move one extra space in any 
direction each turn - FLIP 

THIS TILE WHEN 
TRAVERSED

The Rogue’s KeyThe Explorer’s Key The Wizard’s KeyThe Hero’s Key
Must be on the key to pick 

it up.

These keys are somewhere on the map. Go 
explore to find them.

These keys are in their respective decks. Defeat 
corresponding enemy tiles to find them.


