


Welcome to Dungeon Party: A quick-play 
fantasy role-playing game played with 
coasters and coins!

Dungeon Party is easy to learn, playable in 30-90 minutes 
(depending on the size of the dungeon) and has all of the 
aspects of a classic role-playing game (RPG) adventure. 

 
little complexity. 

a room, a monster, and a treasure. They then adventure 
through the dungeon by battling and attempting to defeat 

can help them in their quest. If they survive the dungeon, 
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Character Coasters

Monster Coasters

Room Coasters

Treasure Coasters

Dungeon CoastersDice (20-sided and 6-sided)
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There are several types of coasters used in the game:

Characters, Dungeons, Monsters, Rooms, and Treasures

Character Coasters 
Each player selects one Character coaster at the start of the game, and places 
it in front of them (and perhaps puts their drink on it). The coaster displays 
the class and race of their 1  character, 2  Damage value, 3  any Defense 
value, 4  artwork, 5  Bonus effect, 6  Special powers, and 7  starting  
Hit Points (HP). 
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Each Character has a 

monster like a Demon or a Great Dragon, they would do their normal Damage 

This means that each character (and sometimes more than one) can be the ‘go 

Dungeon Coasters

 
One Dungeon coaster is selected at the beginning of the game. It shows  

1  
The Goblin Cave, etc.), 2  tells the story of the Dungeon, 3  outlines how 

 
per Encounter, including which Boss monster to use), and 4  gives any 
Special Rules.
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Monster Coasters

1 2  level, 3  Damage 
value, 4  artwork, 5 6  any Special Powers (Does 

 
a character, etc.), and 7  its starting Hit Points.

 
Demon, and Evil.
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Room Coasters

Each Room coaster displays 1  the Room’s name,  2  level, 3  art,  
and 4  Room effect. A Room may also contain a Trap or a Curse  

 
or allow a player to add to the story.
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Treasure Coasters

The coaster displays 1  the Treasure’s name,  2  artwork, 3  any effect the 
item has,  4  which race/class can use the effect, if any, 5  whether it is a 
spell, and 6

1) Number of Players and Selecting Characters 

Each player chooses one or more Character coasters, representing their 
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through. Based on the number of players, here is the number of Character 
coasters each player should play:

4 Players: 1 Character each

 1 Character each

 1 Character each

easier, but the more, the merrier!

The players should consider which character classes will work well together 
and avoid duplication as much as possible. Assembling a diverse set of 
characters into a mighty adventuring party will allow the best chance of being 
able to use the greatest number of magical items encountered, thus increasing 
the probability of victory! 

2) Creating the Dungeon

or by choice. They will then create the dungeon by assembling a stack of 
encounters from the coasters as prescribed by the encounters and levels 

a treasure and placing it face down, then randomly drawing a monster of 
the correct Level and placing it on top of the Treasure face down, and then 
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randomly drawing a Room of the correct Level and placing it on top of the 

monster, and when the monster is defeated, the treasure is revealed.

Level 1  
Encounter 1

Level 1  
Encounter 2

 
 Encounter

Level 1 Room

Levels 2-5 in 
same order 

as above

Level 1 Room

Level 1 Monster

Level 1 Monster

Treasure

Treasure

Treasure

“(example: If the Dungeon 
calls for 2 First level encounters, 2 Second level, 3 Third level, 2 Fourth level, 1 
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Level 1 Room

Level 1 Room

Level 1 Monster

Level 1 Monster

Treasure

Treasure

Treasure

the pile)
on down into the dungeon depths.

alternate way to build it is to assemble three different stacks of coasters, 
(one for treasures, one for monsters, and one for rooms) with the correct 
number of Level coasters in each pile in the same order as described 
above (Level One on top, then Level Two, etc.). Then, when an encounter 
is needed, just pull the top coaster off each pile to quickly create the 
encounter and go!

and then, if they survive, claim the Treasure.

the starting player. At the start of the game, the hero is selected randomly.

Encounter Turn

1) Reveal Room and Monster

The Room coaster at the top of the Dungeon stack is revealed, and any special 
directions are followed for the following battle. Some Rooms can be trapped  

battle begins.

Each player, starting with the hero and going clockwise around the table, 
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is a player’s turn to attack, they will bounce the coin on the table toward the 

is hit and takes damage. 

the coaster to count as a hit. Beginners can bounce from any distance 

distance away.

by that player’s character. You can track this on paper, a smartphone or by 
using dice. The starting Hit Points are shown in the upper right corner of the 

power, and/or a Treasure.

Players who wish to use one of their Special powers or Treasure to increase 
their damage must declare that they are doing so before bouncing their coin.

Special powers may be used once per encounter, unless they are  
marked with a star symbol, in which case they may only be used  
once per Dungeon.

the player’s character is automatically hit and takes damage (loses Hit Points) 

of that encounter. If all characters in the party are knocked out, then the players 
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have been defeated by the Dungeon and lose. If the party wins the battle, all 

starting number on their Character coasters). The party is then ready for the 

3) Recover the Treasure

‘hero’ and gets the Treasure coaster. They may keep it for themself, or give it 
to anyone in the party. Treasures can be valuables (literally treasure), a magic 
item, a magic weapon, or a spell. Some Treasures, such as weapons or spells, 

All Treasures show a certain number of Purple Gems, which represents the 
Treasure’s value. At the end of the game, the player with the most Purple  
Gems wins!

Traps

Some Rooms and Treasures may contain traps. 

Before entering a Room guarded by a trap, one of the players must attempt 
to disarm it. That player must bounce the coin onto the Trap coaster to 
disarm it. If they fail, they take the damage (or the effect) shown, and then 
the party can enter the Room.

Similarly, when Treasures are trapped, the hero (the player who killed the 

the Treasure. If they fail, the Treasure is destroyed! 

Thieves get two attempts to disarm traps.
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Curses

Some Rooms are ‘cursed’. The party may attempt to avoid the curse by 
having each character bounce their coin onto the Room coaster. The hero 

end of the encounter, and some last until removed. Curses may be removed 
by certain items or spells.

If all players’ characters have been defeated in an encounter, the game ends. 
Your adventure has failed! Try again.

 
Your adventure has been a success! Cheers!!

If the players also want this to be a traditional drinking game, then the  
following rules apply:

1. If you are ‘hit’, you drink.

 

amounts of alcohol under any circumstances, and never drive when you’ve been 
drinking.
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to try your hand at designing your own Dungeons! Using the rules for ‘Creating 

Simple . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .

 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .

Hard . . . . . . . . . . . . . . .5. . . . . . . . . . . . . . . . . . . . . .

build encounters, or do it randomly and see what transpires!

 
 

 Jason Kapalka & Glenn Drover

 Dan Vujovic

 Jacoby O’Connor
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