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Print and Play Instructions
This 18 page document includes the 44-card deck, 5 boss/dungeon cards, 5 Relics, the Turn Reference Card, the Forge, and 6 Heroes. 
These are laid out on pages 3-16 (small cards) and 15-18 (large cards). Card fronts are on odd pages, and card backs are on even pages. 
This document is designed to be printed double-sided, flipping on the long edge. Cut lines are provided on all pages. Given the high ink 
coverage, we recommend visiting your local print shop. We printed ours at a FedEx and it looks great! Because of the way the files are 
designed, there is no feasible way for us to design a “low ink” or printer friendly version of these cards. 

Required Components: This is *not* a complete game. To play, you will need the dice, damage, and potion tokens 
from a normal One Deck Dungeon set. You will also need the Stairs card, the XP Level cards, and tokens or cubes to 
represent the 6 Crit Tokens, 10 Boost Tokens, and 12 Fuel Tokens that will come with the game. We recommend black 
cubes/discs for Crits, blue for Boosts, and orange for Fuel. 

Feedback: Playtesting discussion and feedback will take place on the Asmadi Games Discord in the #playtest-relics channel. You can 
join at https://discord.gg/RwRbKZ9  .  You can also send feedback directly to onedeckdungeon@asmadigames.com. We’re looking for 
feedback on typos, balance, fun level, and understandability, and anything related to your experience with the game. We are explicitly not 
looking for suggestions for new game mechanics, new cards, heroes. Thanks for trying out the game and helping us make it better! 

Rules: Page 2 summarizes the new mechanics and rules in Relics of the Forge. It is by no means a “complete” document, nor representa-
tive of what the final rulebook will look like. You do need to know how to play One Deck Dungeon already, we’re only listing new rules in 
this document.

Temporary Art: Visual Design on the Forge and Relics is not done yet. Illustrations for cards and heroes is nearly complete! Text layout 
and icon alignment on cards is not finalized at all yet. So if something is askew, don’t worry! It’ll look much better at print time. 
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New Tokens
Let’s start out with the easy stuff! Relics introduces three new types of tokens, which start off in the general supply.  

Crit: A Crit token is a black square with a 7 on it. Treat it as a black die showing the value 7. If you reroll, increase, or de-
crease it, nothing happens. It can be placed in a small or large box, or spent to use a skill or spell, just like any die.

Boost: A Boost token is a teal triangle with a +2 on it. It is placed atop any die in your pool, causing that die to count as if it 
were 2 higher, including exceeding the normal limit of 6. That die can then be used or placed in a box, as if it were the higher 
value. A boost may not be placed on a crit token, nor on a die that already has a boost token on it.

Fuel: A Fuel token is placed in one of the slots on the Forge when you are directed to forge it, or when suffering a conse-
quence matching its icon. Fuel tokens cannot be in your pool and have no other purpose. 

The Forge
As you may expect, the Forge is the central new mechanic in this expansion. It is a large card that is placed on the table, with 9 slots on it. 
If text instructs you to forge a die, it must come from your pool. If an effect forges a token (fuel, boost, crit, potion, damage), it comes fro 
m the supply. Once in one of those slots, a die or token there is “forged”, as many effects refer to forged dice, forged fuel, and so forth. If 
you would forge something and all slots are full, place it next to the slots. The Forge has infinite capacity. When the Forge is full, a flare 
will occur. This is explained below. 
 

Relics
During setup, your party will choose a Relic to take with you into the dungeon, flipping it to the 
1P or 2P side as appropriate. Each Relic has three abilities on it. The top ability is on a standard 
scroll. It can be used as an Action once per encounter or boss round. The second ability is on 
a blue scroll. It can be used during the Heroic Feat step of an encounter (before or after your 
Heroic Feat, if you choose to use it), or before a boss round. The third ability is on a red scroll. 
It is a flare effect, which is explained below. 

Flares
If the forge is full, a dangerous flare will occur, sending heat and flames throughout the dungeon! If you are in the Actions phase of an 
encounter or boss round (after rolling dice), you must take a flare action if the Forge is full. To take a flare action, first perform the Forge’s 
flare effect as indicated on the Forge card, which depends on what type of encounter you are in. Then, perform your Relic’s flare effect. 
Relic flare effects are a mixture of good and bad, depending on the relic, and will result in many forged dice or tokens being returned to the 
supply.  
 

In the rare situation that the Forge is still full after your flare action, you must continue taking flare actions until the Forge is not full.

Other New Things
Fuel is a new type of consequence in boxes- if you leave a fuel icon uncovered, forge one fuel.
Transmute is a new keyword used by a few skills and effects. It means to exchange the die with one from the supply of different color, with 
the same value.
Top Discard means the top card of the discard pile.
Lock is a keyword used by some heroes’ feats. A locked die is like a stored die, except that you cannot remove it voluntarily. 
Some Perils now have multiple small boxes for an option, instead of a large box. These work as you would expect. 
Grey boxes are used on some bosses and dungeons. A grey box can be filled with any color or colors (for large boxes) of dice.

Forge two or more dice to gain      with value 
matching one of them.

ABSORB

Prism Talisman 1p

Exile two forged dice to swap your stats of their 
colors during this encounter.  Forge         .

REFRACT

Return a forged die, gain a forged die, and return 
an exiled die each of different colors. Suffer     . 
Return 5    . RAINBOW BURST



2

C
an

d
le

 S
li

m
e

G
AL

VA
N

IZ
E

G
ai

n 
   

 5
 O

R
 F

or
ge

   
   

 to
 g

ai
n 

   
  6

   
   

4.
3

W
IC

KE
D

 H
O

T
Fo

rg
e 

   
  . 4

6
8

6

2

C
an

d
le

 S
li

m
e

N
IM

BL
EN

ES
S

R
ol

l  
   

. G
ai

n 
   

   
.

W
IC

KE
D

 H
O

T
Fo

rg
e 

   
  . 4

6
8

6

5

R
u

st
 M

o
n

st
e

r

D
AZ

ZL
E

R
ol

l  
   

. R
ol

l  
   

 o
r  

   
.4

4

2
4

3
6

D
EC

AY
Ex

ile
 a

n 
ite

m
 o

r f
or

ge
 2

   
   

.

5

R
u

st
 M

o
n

st
er

Q
U

IC
K 

ST
RI

KE

4
2

4
3

6
G

ai
n 

   
  4

   
  3

. Y
ou

 m
ay

 fo
rg

e 
   

   
to

 re
pe

at
 

(in
cl

ud
in

g 
co

st
).

D
EC

AY
Ex

ile
 a

n 
ite

m
 o

r f
or

ge
 2

   
   

.

M
o

lt
en

 O
o

ze

RI
SI

N
G

 S
TR

IK
E

AB
SO

RB
D

is
ca

rd
 a

ll 
ot

he
r d

oo
rs

.

3
4

2

2
3

3
G

ai
n 

   
  2

   
  3

   
  4

.

M
o

lt
en

 O
o

ze

PR
EP

AR
AT

IO
N

In
cr

ea
se

 e
ac

h 
di

e 
be

lo
w

 5
 in

 y
ou

r p
oo

l 
by

 1
.

AB
SO

RB
D

is
ca

rd
 a

ll 
ot

he
r d

oo
rs

.

3
4

2

2
3

3

Ir
o

n
 S

n
ai

l

SH
EL

L
Sp

en
d 

   
 if

 a
 b

ox
’s

 v
al

ue
 is

 
ex

ce
ed

ed
 b

y 
3+

.

O
VE

RP
O

W
ER

0
0

0
6

4
4

G
ai

n 
   

   
. 

Ir
o

n
 S

n
ai

l

SH
EL

L
Sp

en
d 

   
 if

 a
 b

ox
’s

 v
al

ue
 is

 
ex

ce
ed

ed
 b

y 
3+

.

KI
N

D
LE

PO
T

0
0

0
6

4
4

G
ai

n 
   

   
 fo

r e
ac

h 
fo

rg
ed

   
   

 (m
ax

 4
). 

D
ee

p 
S

h
el

l

C
RA

C
K 

IT
 O

PE
N

:

C
H

IL
L 

IT
 O

U
T:

8 9

D
AZ

ZL
E

R
ol

l  
   

. R
ol

l  
   

 o
r  

   
.

4





D
e

e
p 

S
h

e
ll

C
RA

C
K 

IT
 O

PE
N

:

C
H

IL
L 

IT
 O

U
T:

8 9

O
VE

RP
O

W
ER

G
ai

n 
   

   
. 

T
h

e
 G

au
n

tl
e

t

FL
Y 

O
VE

RH
EA

D
:

TI
M

E 
IT

 O
U

T:

9 11

G
AL

VA
N

IZ
E

G
ai

n 
   

 5
 O

R
 F

or
ge

   
   

 to
 g

ai
n 

   
  6

   
   

4.
3

T
h

e
 G

au
n

tl
e

t

FL
Y 

O
VE

RH
EA

D
:

TI
M

E 
IT

 O
U

T:

9 11

TR
U

ES
H

O
T

G
ai

n 
   

   
   

   
. 

M
o

lt
en

 M
ai

d
en

D
IS

AR
M

:

SU
FF

ER
:

10

RI
SI

N
G

 S
TR

IK
E

G
ai

n 
   

  2
   

  3
   

  4
.

6
6

M
o

lt
en

 M
ai

d
en

D
IS

AR
M

:

SU
FF

ER
:

10

PR
EP

AR
AT

IO
N

In
cr

ea
se

 e
ac

h 
di

e 
be

lo
w

 5
 in

 y
ou

r p
oo

l 
by

 1
.

6
6

D
r

ag
o

n
 E

g
g

s

AV
O

ID
:

D
ES

TR
O

Y:

8

4
4

4

Q
U

IC
K 

ST
RI

KE
G

ai
n 

   
  4

   
  3

. Y
ou

 m
ay

 fo
rg

e 
   

   
to

 re
pe

at
 

(in
cl

ud
in

g 
co

st
).

D
r

ag
o

n
 E

g
g

s

AV
O

ID
:

D
ES

TR
O

Y:

8

4
4

4

KI
N

D
LE

PO
T

G
ai

n 
   

   
 fo

r e
ac

h 
fo

rg
ed

   
   

 (m
ax

 4
). 

H
o

o
k

s!
 H

o
t!

C
U

T 
TH

EM
 D

O
W

N
:

C
AR

EF
U

L 
TI

M
IN

G
:

10 12
R

ol
l  

   
 . 

G
ai

n 
   

   
. N

IM
BL

EN
ES

S

H
o

o
k

s!
 H

o
t!

C
U

T 
TH

EM
 D

O
W

N
:

C
AR

EF
U

L 
TI

M
IN

G
:

10 12

TR
U

ES
H

O
T

G
ai

n 
   

   
   

   
. 





12

S
m
o
ld
e
r
pa
w

SH
AD

O
W

 W
AL

K
R

ol
l  

   
   

   
   

 .

SM
O

KE
 W

AL
L

N
o 

tw
o 

di
ce

 h
er

e 
ca

n 
be

 
id

en
tic

al
 (c

ol
or

 +
 n

um
be

r) 3
4

5
7

12

S
m
o
ld
e
r
pa
w

BU
LW

AR
K

Ig
no

re
   

  .

SM
O

KE
 W

AL
L

N
o 

tw
o 

di
ce

 h
er

e 
ca

n 
be

 
id

en
tic

al
 (c

ol
or

 +
 n

um
be

r) 3
4

5
7

5X

F
o
r
g
e
w
is
p

H
AU

N
T

5X
 =

 5
 p

er
 to

ta
l i

te
m

 y
ou

 
ha

ve
 (m

in
 5

).

3
5

6
6

R
ol

l  
   

   
   

   
  .

G
IG

AN
TI

FY
7

5X

F
o
r
g
ew

is
p

C
U

N
N

IN
G

 B
LO

W
G

ai
n 

   
   

   
   

  .

H
AU

N
T

5X
 =

 5
 p

er
 to

ta
l i

te
m

 y
ou

 
ha

ve
 (m

in
 5

).

3
5

6
6

EM
PO

W
ER

5
2

4

H
am

m
er
h
ea
d

4
5

6

TA
IL

 S
W

IP
E

Re
ro

ll 
(o

nc
e)

 e
ac

h 
ro

lle
d 

4 
or

 5
.

4
G

ai
n 

   
   

O
R

 F
or

ge
   

   
 to

 g
ai

n 
   

   
   

   
   

   
.

RA
IN

BO
W

5
2

4

H
am

m
er
h
ea
d

4
5

6

TA
IL

 S
W

IP
E

Re
ro

ll 
(o

nc
e)

 e
ac

h 
ro

lle
d 

4 
or

 5
.

G
ai

n 
   

  .
 T

ra
ns

m
ut

e 
up

 to
 th

re
e 

di
ce

.

10

R
h
in
o
b
la
d
e

C
RU

N
C

H
 C

RU
SH

SP
IK

ES
Su

ffe
r  

   
if 

yo
u 

pl
ac

e 
3+

di
ce

 in
 a

 la
rg

e 
bo

x.

4 6
10

G
ai

n 
   

  6
.  

C
ha

ng
e 

an
y 

or
 a

ll 
1s

 in
 y

ou
r 

po
ol

 to
 3

s.

10

R
h
in
o
b
la
d
e

SP
IK

ES
Su

ffe
r  

   
if 

yo
u 

pl
ac

e 
3+

di
ce

 in
 a

 la
rg

e 
bo

x.

4 6
10

G
ai

n 
   

  .
 T

ra
ns

m
ut

e 
up

 to
 th

re
e 

di
ce

.

RA
IN

BO
W

L
av

a 
R

iv
er

LE
AP

 O
N

 S
TO

N
ES

:

FR
EE

ZE
 A

 P
AT

H
: 10 12

EM
PO

W
ER

4
G

ai
n 

   
   

O
R

 F
or

ge
   

   
 to

 g
ai

n 
   

   
   

   
   

   
.





L
av

a 
R

iv
e

r

LE
AP

 O
N

 S
TO

N
ES

:

FR
EE

ZE
 A

 P
AT

H
: 10 12

Ig
no

re
   

  .

BU
LW

AR
K

R
ol

l  
   

   
   

   
  .

M
ir
r
o
r
in
e
s

D
IS

PE
L 

SP
IR

IT
S:

SM
AS

H
 T

H
RO

U
G

H
: 9 15

G
IG

AN
TI

FY
7 M
ir
r
o
r
in
e
s

D
IS

PE
L 

SP
IR

IT
S:

SM
AS

H
 T

H
RO

U
G

H
: 9 15

SH
AD

O
W

 W
AL

K
R

ol
l  

   
   

   
   

 .

S
w
o
r
d
fa
ll

D
O

D
G

E 
TH

EM
 A

LL
:

M
EL

TI
N

G
 R

AY
S: 15

5
6

7

C
U

N
N

IN
G

 B
LO

W
G

ai
n 

   
   

   
   

.

S
w
o
r
d
fa
ll

D
O

D
G

E 
TH

EM
 A

LL
:

M
EL

TI
N

G
 R

AY
S: 15

5
6

7

C
RU

N
C

H
 C

RU
SH

G
ai

n 
   

  6
.  

C
ha

ng
e 

an
y 

or
 a

ll 
1s

 in
 y

ou
r 

po
ol

 to
 3

s.

F
ir
eb
ir
d

PE
RF

EC
TI

O
N

4
6

4

5
6

7
G

ai
n 

   
  6

   
  6

.
8

C
O

N
FL

AG
RA

TI
O

N
Su

ffe
r  

  .
 F

or
ge

   
   

.

F
ir
eb
ir
d

C
LE

AR
IN

G
 S

W
EE

P

C
O

N
FL

AG
R

AT
IO

N
Su

ffe
r  

  .
 F

or
ge

   
   

.

4
6

4

5
6

7
G

ai
n 

   
   

   
   

.  
If

 th
er

e 
ar

e 
4+

 fo
rg

ed
   

   
 , 

re
tu

rn
 o

ne
.

D
ia

m
o

n
d

 G
o

le
m

C
H

AO
S 

BU
RS

T

IM
PE

N
ET

RA
BL

E
R

el
ic

 e
ffe

ct
s 

ca
nn

ot
 b

e 
us

ed
 (e

xc
ep

t t
o 

Fl
ar

e)
.

5
5

5

16
6

R
ol

l  
   

 . 
If

 it
 is

 o
dd

, r
et

ur
n 

it 
an

d 
ga

in
   

   
 . 

If
 

it 
is

 e
ve

n,
 fo

rg
e 

   
   

.
3

D
ia

m
o

n
d

 G
o

le
m

PH
AS

E 
SH

IF
T

IM
PE

N
ET

RA
BL

E
R

el
ic

 e
ffe

ct
s 

ca
nn

ot
 b

e 
us

ed
 (e

xc
ep

t t
o 

Fl
ar

e)
.

5
5

5

16
6

Fo
rg

e 
   

   
to

 tr
an

sm
ut

e 
up

 to
 5

 d
ic

e 
of

 th
e 

sa
m

e 
co

lo
r.





L
av
ac
la
w

G
ai

n 
   

  6
.

C
ER

TA
IN

TY

PE
RS

IS
TE

N
C

E
En

co
un

te
r t

hi
s 

tw
ic

e 
be

fo
re

 c
la

im
in

g 
lo

ot
.

4
5

5
4

74

L
av
ac
la
w

R
ol

l  
   

 . 
Y

ou
 m

ay
 fo

rg
e 

   
   

 to
 in

cr
ea

se
 

up
 to

 fo
ur

 d
ic

e 
by

 1
 e

ac
h.

IN
FU

SI
O

N

PE
RS

IS
TE

N
C

E
En

co
un

te
r t

hi
s 

tw
ic

e 
be

fo
re

 c
la

im
in

g 
lo

ot
.

4
5

5
4

74

In
ci
n
e
r
at
o
ad

5
IC

E 
BO

LT

BL
AS

T
Yo

u 
m

ay
 n

ot
 p

la
ce

 d
ic

e
lo

w
er

 th
an

 th
e 

flo
or

 n
um

be
r.

25
R

ol
l  

   
   

  .
  G

ai
n 

   
   

 .

In
ci
n
er
at
o
ad

LE
AP

BL
AS

T
Yo

u 
m

ay
 n

ot
 p

la
ce

 d
ic

e
lo

w
er

 th
an

 th
e 

flo
or

 n
um

be
r.

25
G

ai
n 

   
  6

.  
In

cr
ea

se
 a

ll 
yo

ur
 d

ic
e 

of
 o

ne
 

co
lo

r b
y 

1.

E
r
u
pt
io
n

D
EF

LE
C

T 
BA

RR
AG

E:

D
AS

H
 T

H
RO

U
G

H
: 13

SC
AT

TE
RW

IS
PS

G
ai

n 
fiv

e 
2s

 in
 a

ny
 c

om
bi

na
tio

n 
of

   
   

   
   

  .
   

4
5

5
5

E
r
u
pt
io
n

D
EF

LE
C

T 
BA

RR
AG

E:

D
AS

H
 T

H
RO

U
G

H
: 13

D
ES

PE
RA

TI
O

N
R

et
ur

n 
a 

di
e 

of
 v

al
ue

 5
+ 

to
 g

ai
n 

   
   

   
   

   
   

.

5
5

5

T
h

e 
G

r
as

p

SP
R

IN
T 

TH
R

O
U

G
H

:

D
IS

SI
PA

TE
:

12 16

FI
N

IS
H

ER
Fo

rg
e 

   
   

   
  .

 W
he

n 
cl

ai
m

in
g 

lo
ot

 th
is

 tu
rn

, 
yo

u 
ca

n 
ex

ce
ed

 li
m

its
. 

T
h

e 
G

r
as

p

SP
R

IN
T 

TH
R

O
U

G
H

:

D
IS

SI
PA

TE
:

12 16

LA
VA

 S
M

AS
H

R
ol

l  
   

   
   

 . 
 F

or
ge

   
   

 if
 th

ei
r t

ot
al

 is
 1

0 
or

 h
ig

he
r.

40
7

40
7 7

If
 o

ne
   

   
on

 th
is

 c
ar

d 
is

 fi
lle

d,
 th

e 
ot

he
r 

on
e 

is
 c

on
si

de
re

d 
fil

le
d 

as
 w

el
l.

7

F
ir

e 
D

r
ak

e

20



A
r

en
a o

f F
ir

e

A
LL

A
LL

A
LL

A
LL

PAVILIO
N

N
o additional effect.

SEATIN
G

 A
R

EA

C
O

LLO
SEU

M
FLOOR 1FLOOR 2FLOOR 3

2
432

4

O
dd dice cannot be placed

on this card.

D
ice of value 5+ cannot be 

placed on this card.
6

2
4



28
7

15
6 6

A
 d

ie
 in

 a
 la

rg
e 

bo
x 

on
ly

 c
ou

nt
s i

f i
t 

m
at

ch
es

 a
no

th
er

 d
ie

’s
 v

al
ue

 th
er

e.
6A

r
m

 H
o

r
r

o
r

5
4

7
A

 d
ie

 in
 a

 la
rg

e 
bo

x 
on

ly
 c

ou
nt

s i
f i

t 
m

at
ch

es
 a

no
th

er
 d

ie
’s

 v
al

ue
 th

er
e.

7

T
h

e 
O

b
si

d
ia

r
m

y

5
4

7
5

4
7

5
4

7
6

4
40

F
o
g
u
an
a

Ea
ch

 la
rg

e 
bo

x 
is

 n
ot

 c
on

si
de

re
d 

fil
le

d 
un

le
ss

 it
 h

as
 fi

ve
 d

iff
er

en
t v

al
ue

s i
n 

it.
6

25
7

25
7 7

25

V
al
if
o
ss

X
 =

 1
 +

 th
e 

nu
m

be
r o

f d
am

ag
e 

on
 V

al
ifo

ss
. 

C
on

se
qu

en
ce

s c
an

no
t b

e 
m

od
ifi

ed
 o

r p
re

ve
nt

ed
. 

8

40
X

40
X X

40

Fo
rg

e 
tw

o 
or

 m
or

e 
di

ce
 to

 g
ai

n 
   

  w
ith

 v
al

ue
 

m
at

ch
in

g 
on

e 
of

 th
em

.
AB

SO
RB

P
r

is
m

 T
al

is
m

an
 1p

Ex
ile

 tw
o 

fo
rg

ed
 d

ic
e 

to
 sw

ap
 y

ou
r s

ta
ts

 o
f t

he
ir 

co
lo

rs
 d
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T
r

o
pic o

f L
ava

A
LL

A
LL

A
LL

A
LL

FIR
ELIN

G
SN

o additional effect.

U
N

R
ELEN

TIN
G

 H
EAT

H
IG

H
 PR

ESSU
R

E

FLOOR 1FLOOR 2FLOOR 3

345
D

ice w
ith       cannot

be placed in w
ide boxes.

T
o fill a      box, you cannot 

exceed the value by m
ore than 1.

8 46

C
h

asm
 o

f S
o

o
t

A
LL

A
LL

A
LL

A
LL

ESC
A

LATIN
G

 N
U

ISA
N

C
E

N
o additional effect.

N
U

A
N

C
ED

 N
U

ISA
N

C
E

ELEVATED
 N

U
ISA

N
C

E

6

FLOOR 1FLOOR 2FLOOR 3

345
N

o additional effect.

A
ll dice placed on this card

be w
ithin one of the box value.

4
5

2
3

T
h

e A
r

m
o

r
y

A
LL

A
LL

A
LL

A
LL

H
EAT O

F TH
E FO

R
G

E
N

o additional effect.

B
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C
K

SM
ITH

 G
U

ILD

A
XE SPR

AY

FLOOR 1FLOOR 2FLOOR 3

X

444

7

X
 = 2 per total item

you have.

W
hen you claim

 an item
,

forge      .
2

3

B
lo

o
d

sto
n

e 2p

Forge     .  Y
ou each roll      or       .  Forge one of them

, then 
return a low

er forged die if possible.
FEED

R
eturn forged      equal to the highest forged die + 1. 

Suffer     .   
REC

KO
N

IN
G

Forge      to gain       or suffer     to gain a forged die. 

IN
FU

SE

P
r

ism
 T

alism
an

 2p
Y

ou each forge one or m
ore dice to gain       w

ith value 
m

atching one of them
.

ABSO
RB

Exile tw
o forged dice to have one hero sw

ap stats of their 
colors during this encounter. The other rolls     . Forge         .

REFRAC
T

R
eturn a forged die, gain a forged die, and return an exiled die 

each of different colors. Suffer     . R
eturn 5    .

RAIN
BO

W
 BU

RST

H
ear

t o
f th

e F
o

r
g

e

A
LL

A
LL

A
LL

A
LL

H
A

M
M

ER
 EC

H
O

N
o additional effect.

O
B

SID
IA

N
 SH

A
R

D
S

LO
O

M
IN

G
 FEA

R

FLOOR 1FLOOR 2FLOOR 3

745
W

hen you explore, suffer     or 
forge      per open door.

cannot be placed
on even dice.

10
2

4

7

Y
ou m

ay each forge     to invert a die.

FLIP

C
ape o

f C
h

ao
s 2p

Spend     . Y
ou m

ay each roll a die from
 the supply and 

either forge it, forge      to keep it, or return it.
SH

IM
M

ER

R
eturn all forged dice, and      for every 8 value returned. 

Suffer     for each rem
aining      , then return them

 all. 
SW

O
O

SH

M
o

o
n

 B
lad

e 2p
Forge      and you each forge a die. If they total 7, gain       . 
If they are equal, roll      .

W
AX

Forge      and increase all forged dice by 1. Y
ou m

ay return 
an exiled die to gain a forged die of the sam

e color. 
W

AN
E

Suffer        and return all fuel or exile forged dice totalling 
12 or m

ore to return                  .
EC

LIPSE

A
n

cien
t T

o
m

e 2p
Forge     . Forge a 1, or return a forged die to forge a 
die one higher than it.

STU
D

Y

Forge     . Y
ou m

ay spend     to gain       . Y
ou m

ay 
spend        to roll      . Y

ou m
ay return a forged 6+ to 

gain the top discard as X
P. FO

RBID
D

EN
 LO

RE

FLASH
 O

F IN
SIG

H
T

Suffer     . R
eturn all      or return                and  gain       .
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Forge      and each of you forges one or m
ore 1s to roll      .

STO
C

K

T
r

u
e

sh
o

t Q
u

iv
e

r
 2p

Forge      . R
eturn a forged die to roll      or return forged 

dice totalling 7+ to gain       .
U

N
LO

C
K

Suffer      . R
eroll all forged dice. R

eturn      equal to the 
highest forged die +2. 

SEAL

Each of you m
ay forge a die. If the total w

as 6+, roll     

LO
C

K

D
im

e
n

sio
n

al K
e

y 2p

Each of you m
ay forge up to 2     to roll that m

any exiled 
dice. 

U
N

LO
C

K

Exile all forged dice. R
eturn                 . Suffer     for each 

rem
aining     , then return them

. 
SEAL

Forge      or         to have one or both heroes reroll any or all 
of their dice.

D
EFLEC

TIO
N

S
afe

ty P
in

 2p

Forge up to four      to prevent one few
er      . 

IRO
N

SKIN

Exile an item
, skill, or a 3+ X

P card (or suffer            if 
you cannot). G

ain       . R
eturn nine     . 

RED
U

C
TIO

N



Thrasher 1p

Heroic Feat: Spend      to roll             or               to roll             
and lock them here (max 6). If they were equal, suffer    ,  1-2 apart, 
gain        , 3-5 apart, gain        . WILD STRIKE

Unlock one or more dice here and roll them. 

<<< ITEMS<<< ITEMS

FOLLOWHIP

Flamberge 1p

Heroic Feat: Roll one or more          and lock them here. 
If the total rolled was 3+, gain        ; 9+, also gain       4  or       4 ; 
15+, also gain         . IMBUE

Unlock a die here and roll it.

<<< ITEMS<<< ITEMS

IGNITE

Shade 1p

Heroic Feat: Roll any or all dice stored here. Or, open or discard a 
door to store a         here (Max 2).

SMOKESCREEN

Spend          to ignore all     .

<<< ITEMS<<< ITEMS

SILENCING AURA

Smith 1p

Heroic Feat: Store a        here (Max 4). You may return four         
here to either gain         or return up to two forged         .

TINKER

Roll        and move a        stored above to your 
pool.

<<< ITEMS<<< ITEMS

HAMMER SMITE



Flamberge 2p

Your partner may reroll a die for each die locked here. 
Return a die locked here.

<<< ITEMS<<< ITEMS

FIERY AURA

Heroic Feat: Roll one or more          and lock them here. 
If the total rolled was 2+, gain        ; 9+, also gain       5  or       5.

IMBUE

Thrasher 2p

Roll one or more dice stored here. For each 1-2, 
your partner gains a        .

<<< ITEMS<<< ITEMS

AZURE AURA

Heroic Feat: Spend      to roll           .  Lock one here (Max 3), 
return the other. If they were equal, suffer    ,  1-3 apart, gain        , 
4-5 apart, gain        . WILD STRIKE

Smith 2p

You and your partner may each move a         stored 
here to your pools.

<<< ITEMS<<< ITEMS

SHARING SPIRIT

Heroic Feat: Store a        here (Max 4). You may return four         
here to either gain         or return up to two forged         .

TINKER

Shade 2p

SMOKESCREEN

Your partner may reroll exactly three dice.

<<< ITEMS<<< ITEMS

REVITALIZING AURA

Heroic Feat: Roll any or all dice stored here. Or, open or discard a 
door to store a         here (Max 2).



Turn Reference

At the start of each turn, spend            . Then, either:

Forge Ahead. Then, draw 
and add face-down doors 
to the dungeon until there 
are four total doors in play. 

Start with a basic potion and one token.  
A token may be spent to use any one effect,  
plus the Cure effect. An extra token is gained  
for each potion identified.

EXPLORE ENTER A ROOM

Choose a door:
Open - Encounter it.
Closed - Open it, and either 
have an encounter or flee.

OR

1) Make a Choice (         )
2) Use Heroic Feat / Relics
3) Gather and Roll Dice
        : All          : Matching

ENCOUNTERS

4) Use Skills / Potions /
Place Dice
5) Suffer Consequences
6) Claim Loot

POTIONS

VIGOR
Heal 1. Then you may use another potion effect, 
or you may forge       to Heal 2.

Thrasher 1p

Heroic Feat: Spend      to roll             or               to roll             
and lock them here (max 6). If they were equal, suffer    ,  1-2 apart, 
gain        , 3-5 apart, gain        . WILD STRIKE

Unlock one or more dice here and roll them. 

<<< ITEMS<<< ITEMS

FOLLOWHIP

Thrasher 1p

Heroic Feat: Spend      to roll             or               to roll             
and lock them here (max 6). If they were equal, suffer    ,  1-2 apart, 
gain        , 3-5 apart, gain        . WILD STRIKE

Unlock one or more dice here and roll them. 

<<< ITEMS<<< ITEMS

FOLLOWHIP

The Forge

The Forge is fueled by various tokens and dice via game 
effects on cards. A “Forged” object is placed in one of the 
slots below. Forged dice or tokens cannot be removed 
voluntarily. If the capacity is exceeded, place additional 
tokens or dice on the Forge card until a Flare is resolved.

Flare is a Mandatory Action. If the Forge is full during an 
encounter or boss fight round, the next action you take 
must be a Flare Action. First, perform the Flare effect on 
your Relic. Then, perform the Forge’s Flare:

FUEL

FLARE

Each Icon on the Encounter (not Dungeon) Card 
counts an additional time this turn.

Spend        . Exile the top discard.

Suffer        .



Thrasher 1p

Heroic Feat: Spend      to roll             or               to roll             
and lock them here (max 6). If they were equal, suffer    ,  1-2 apart, 
gain        , 3-5 apart, gain        . WILD STRIKE

Unlock one or more dice here and roll them. 
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Turn Reference

At the start of each turn, spend            . Then, either:

Forge Ahead. Then, draw 
and add face-down doors 
to the dungeon until there 
are four total doors in play. 

Start with a basic potion and one token.  
A token may be spent to use any one effect,  
plus the Cure effect. An extra token is gained  
for each potion identified.

EXPLORE ENTER A ROOM

Choose a door:
Open - Encounter it.
Closed - Open it, and either 
have an encounter or flee.

OR

1) Make a Choice (         )
2) Use Heroic Feat / Relics
3) Gather and Roll Dice
        : All          : Matching

ENCOUNTERS

4) Use Skills / Potions /
Place Dice
5) Suffer Consequences
6) Claim Loot

POTIONS

VIGOR
Heal 1. Then you may use another potion effect, 
or you may forge       to Heal 2.

The Forge

The Forge is fueled by various tokens and dice via game 
effects on cards. A “Forged” object is placed in one of the 
slots below. Forged dice or tokens cannot be removed 
voluntarily. If the capacity is exceeded, place additional 
tokens or dice on the Forge card until a Flare is resolved.

Flare is a Mandatory Action. If the Forge is full during an 
encounter or boss fight round, the next action you take 
must be a Flare Action. First, perform the Flare effect on 
your Relic. Then, perform the Forge’s Flare:

FUEL

FLARE

Each Icon on the Encounter (not Dungeon) Card 
counts an additional time this turn.

Spend        . Exile the top discard.

Suffer        .

Thrasher 1p

Heroic Feat: Spend      to roll             or               to roll             
and lock them here (max 6). If they were equal, suffer    ,  1-2 apart, 
gain        , 3-5 apart, gain        . WILD STRIKE

Unlock one or more dice here and roll them. 

<<< ITEMS<<< ITEMS

FOLLOWHIP


