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.
8QOLNHPDQ\üKHU53*ÚV'XQJHRQ3DUW\LVDFWXDOO\PRUH
þQZKHQSOD\HGLQDORXGUDXFRXVHQYLURQPHQWOLNHDEDURU
UHVWDXUDQW7KHFRPEDWPHFKDQLF XVHGWRõJKWPRQVWHUV LV
þQDQGDGGVDQHOHPHQWRIOXFNDQGVNLOOZLWKYHU\
little complexity.
3OD\HUVZLOODVVHPEOHDÙ'XQJHRQÚE\FUHDWLQJDVWDFNRI
FRDVWHUVZKHUHHDFKHQFRXQWHUZLOOLQFOXGHFRDVWHUV
a room, a monster, and a treasure. They then adventure
through the dungeon by battling and attempting to defeat
WKHPRQVWHUVLQHDFKURRPDQGORüLQJWKHWUHDVXUH$ORQJ
WKHZD\WKH\PD\SLFNXSPDJLFDOWUHDVXUHVRUVSHOOVZKLFK
can help them in their quest. If they survive the dungeon,
WKHSOD\HUZLWKWKHPRVWWUHDVXUHSRLQWVZLQV,IWKH\GR
QüVXUYLYHWKH'XQJHRQZLQV%XWHLWKHUZD\WKHUHZLOOEH
ODXJKVDQGPD\EHHYHQDGULQNRUWZR
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Character Coasters

Monster Coasters

Room Coasters

Treasure Coasters

Dice (20-sided and 6-sided)

Dungeon Coasters
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There are several types of coasters used in the game:
Characters, Dungeons, Monsters, Rooms, and Treasures
1
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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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%RQXV
Each Character has a %RQXVHIIHFWDQDGYDQWDJHZKHQõJKWLQJFHUWDLQ0RQVWHU
W\SHVWKDWWKH\KLWIRUHûUDGDPDJH )RUH[DPSOH'ZDUYHVJHW'DPDJH
DJDLQVW)LUHPRQVWHUV:KHQD'ZDUIFKDUDFWHUVXFFHVVúOO\KLWVD)LUHFODVV
monster like a Demon or a Great Dragon, they would do their normal Damage
 SOXVPRUHIRUDWüDORI
This means that each character (and sometimes more than one) can be the ‘go
WRÚKHURLQDEDWWOHDJDLQVWD0RQVWHURIDSDUWLFXODUW\SH

Dungeon Coasters
1
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%DFN

One Dungeon coaster is selected at the beginning of the game. It shows
1 WKH'XQJHRQWLWOH HJ7KH:L]DUGÚV7RZHU7KH'XQJHRQRI'UHDG
The Goblin Cave, etc.), 2 tells the story of the Dungeon, 3 outlines how
PDQ\(QFRXQWHUVSHU/HYHOWKHUHDUH 5RRP0RQVWHUDQG7UHDVXUH
per Encounter, including which Boss monster to use), and 4 gives any
Special Rules.
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Monster Coasters
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(DFK0RQVWHUFRDVWHUKDV 1 WKH0RQVWHUÚV1DPH 2 level, 3 Damage
value, 4 artwork, 5 WKH0RQVWHUÚV7\SH V  6 any Special Powers (Does
'DPDJHYV'ZDUYHV5HJHQHUDWHVHYHU\WXUQ*DLQV+3ZKHQHYHUKHKLWV
a character, etc.), and 7 its starting Hit Points.
7KHGLIIHUHQW0RQVWHU7\SHVLQFOXGH
3ULPLWLYH8QGHDG1DWXUH/DUJH0LQGOHVV6ORZ)LUH0DJLFDO
Demon, and Evil.
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Room Coasters
1
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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
VHHSDJHV RUDVSHFLDOLQVWUXFWLRQWKDWPLJKWDIIHFWWKHEDWWOH
or allow a player to add to the story.
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Treasure Coasters
$7UHDVXUHFRDVWHULVDZDUGHGZKHQWKHURRPÚV0RQVWHUKDVEHHQGHIHDWHG
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 LWVYDOXHIURPWRGHQüHGLQSXUSOHJHPV

1) Number of Players and Selecting Characters
Each player chooses one or more Character coasters, representing their
DOWHUHJRLQWKHJDPH)LJKWLQJWKURXJKDGXQJHRQFDQEHWRXJKZRUNVRZH
UHFRPPHQG×&KDUDFWHUVWRKDYHWKHEHVWFKDQFHRIVXUYLYLQJDOOWKHZD\
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through. Based on the number of players, here is the number of Character
coasters each player should play:
3OD\HU×&KDUDFWHUV IHZHUIRUDJUHDWHUFKDOOHQJH
3OD\HUV&KDUDFWHUVHDFK IRUDJUHDWHUFKDOOHQJH
3OD\HUV&KDUDFWHUVHDFK RULI\RXDUHIHHOLQJUHDOO\IULVN\
4 Players: 1 Character each
3OD\HUV 1 Character each
3OD\HUV 1 Character each
0RUHWKDQ3OD\HUV6XUH:K\Qü"0RUHSOD\HUVZLOOPDNHVXUYLYLQJ
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
$ùHUVHOHFWLQJWKHLU&KDUDFWHUVDQGIRUPLQJDSDUW\RQHSOD\HU OHWÚVFDOOWKLV
SHUVRQWKHÙ*DPH0DVWHUÚ ZLOOFKRRVHD'XQJHRQFRDVWHUHLWKHUUDQGRPO\
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
GHõQHGRQWKH'XQJHRQFRDVWHU(DFKHQFRXQWHULVFRPSULVHGRIWKUHHW\SHV
RIFRDVWHUV5RRP0RQVWHU7UHDVXUHDQGLVFUHDWHGE\UDQGRPO\GUDZLQJ
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

8

randomly drawing a Room of the correct Level and placing it on top of the
0RQVWHUIDFHGRZQ7KLVZD\GXULQJSOD\WKHURRPLVVHOHFWHGõUVWWKHQWKH
monster, and when the monster is defeated, the treasure is revealed.

Level 1
Encounter 1

Level 1 Room
Level 1 Monster
Treasure

Level 1
Encounter 2

Level 1 Room
Level 1 Monster
Treasure

Levels 2-5 in
same order
as above

%RVV5RRP
%RVV0RQVWHU
Treasure

%RVV
Encounter

7KHHQFRXQWHUVDUHVWDFNHGZLWKWKHKLJKHVWOHYHO5RRPVDQG0RQVWHUVDW
WKHEüWRPDQGWKHQHûKLJKHVWOHYHODERYHWKHP“(example: If the Dungeon
calls for 2 First level encounters, 2 Second level, 3 Third level, 2 Fourth level, 1
)LúKOHYHODQGD%RVVOHYHOWKHQWKH%RVVOHYHOHQFRXQWHU WKUHHFRDVWHUV ZLOO
EHSODFHGIDFHGRZQõUVWWKHQWKHRQH)LúKOHYHOHQFRXQWHUQHûWKHQWKH
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)RXUWKOHYHOHQFRXQWHUVâDOOWKHZD\WRWKH)LUVWOHYHOHQFRXQWHUVDWWKHWRSRI
the pile)7KLVZD\WKHSOD\HUVZLOOGUDZWKH)LUVW/HYHOHQFRXQWHUVõUVWDQGVR
on down into the dungeon depths.
:KLOHZHSUHIHUWKHSUHYLRXVPHWKRGRIEXLOGLQJWKH'XQJHRQDQ
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!

r

r

$ùHUWKH'XQJHRQLVSUHSDUHGWKHFKDUDFWHUVZLOOVWDUWWKHLUDGYHQWXUHE\
UHYHDOLQJWKHõUVWHQFRXQWHUVWDUWLQJZLWKWKH5RRPFRDVWHUDWWKHWRSRIWKH
VWDFN7KH\ZLOOIROORZWKHLQVWUXFWLRQVRQWKH5RRP LIDQ\ EDWWOHWKH0RQVWHU
and then, if they survive, claim the Treasure.
)RUHDFKQHZHQFRXQWHUWKHÙKHURÚIURPWKHSUHYLRXVHQFRXQWHUZLOODOZD\VEH
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
RUFXUVHG×VHHSDJHV7KH0RQVWHU&RDVWHULVWKHQUHYHDOHGDQGWKH
battle begins.
 %DWWOHWKH0RQVWHU
Each player, starting with the hero and going clockwise around the table,
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ZLOOWDNHDWXUQERXQFLQJWKHFRLQLQDQDWWHPSWWRKLWWKHPRQVWHU:KHQLW
is a player’s turn to attack, they will bounce the coin on the table toward the
0RQVWHUÚVFRDVWHU,IWKHFRLQODQGVRQWKH0RQVWHUÚVFRDVWHUWKHQWKHPRQVWHU
is hit and takes damage.
1üH7KHFRLQPXVWERXQFHDWOHDVWRQFHRQWKHWDEOH),567DQGWKHQ
ODQGDQGVWD\RQWKH0RQVWHUFRDVWHUZLWKDWOHDVWKDOIRIWKHFRLQRQ
the coaster to count as a hit. Beginners can bounce from any distance
DZD\EXWH[SHULHQFHGDGYHQWXUHUVVKRXOGERXQFHIURPDWOHDVWDFRDVWHU
distance away.
:KHQD0RQVWHULVKLWUHGXFHWKH0RQVWHUÚV+LW3RLQWVE\WKHGDPDJHGRQH
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
0RQVWHUFRDVWHU7KHGDPDJHPD\EHLQFUHDVHGE\D%RQXVD6SHFLDOUXOHRU
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.
:KHQD0RQVWHUÚV+LW3RLQWVUHDFK]HURWKHQLWLVGHIHDWHGDQGSODFHGRXWRISOD\
,IWKHSOD\HUPLVVHV LHWKHFRLQGRHVQüODQGRQWKH0RQVWHUÚVFRDVWHU WKHQ
the player’s character is automatically hit and takes damage (loses Hit Points)
HTXDOWRWKH'DPDJHYDOXHIRUWKDW0RQVWHU7KHUHPD\DOVREHDGGLWLRQDO
GDPDJHRUDQHIIHFWDVOLVWHGRQWKH0RQVWHUÚV6SHFLDOSRZHUV
,IWKHFKDUDFWHUÚV+LW3RLQWVUHDFK]HURWKHQWKDWSOD\HUKDVEHHQNQRFNHGRXW
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
FKDUDFWHUVLQWKHSDUW\DUHKHDOHGDQGUHJDLQWKHLUPD[LPXPKLWSRLQWV WKH
starting number on their Character coasters). The party is then ready for the
QHûHQFRXQWHU
3) Recover the Treasure
7KHSOD\HUZKRGHOLYHUVWKHõQDONLOOLQJEORZRQWKH5RRPÚV0RQVWHULVWKH
‘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,
PD\JLYHDVSHFLDOEHQHõWWRWKHSOD\HUWKDWRZQVWKHP+RZHYHUWKHRZQLQJ
SOD\HUPD\RQO\JDLQWKDWEHQHõWLIWKH\DUHRIWKHUDFHRUFODVVVKRZQRQWKH
OHùHGJHRIWKHWUHDVXUHWLOH LIQüHG 
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
0RQVWHUJXDUGLQJWKHWUDSSHG7UHDVXUH PD\DWWHPSWWRGLVDUPLWRUDVN
DQüKHUSOD\HUWRGRVR,IVXFFHVVúOWKHSOD\HUWKDWGLVDUPHGWKHWUDSJHWV
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
IURPWKHODVWEDWWOHZLOOWU\õUVWIROORZHGE\WKHFKDUDFWHUWRWKHLUOHùHWF,I
DOOFKDUDFWHUVVXFFHVVúOO\DYRLGWKHFXUVHLWDIIHFWVQRRQH2WKHUZLVHWKH
õUVWFKDUDFWHUWRPLVVLVDIIHFWHGE\WKHFXUVH6RPHFXUVHVODVWXQWLOWKH
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.
:KHQWKHODVWPRQVWHUKDVEHHQGHIHDWHG WKH%RVV WKHJDPHHQGV
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.
 ,I\RXDUHNLOOHGLQDEDWWOHDùHUWKHHQFRXQWHU LIWKHUHLVDWOHDVWRQH
VXUYLYRU \RXPD\ÙGULQNDSüLRQÚ DELJGULQN WREHUHVXUUHFWHGDQG
UHDG\IRUWKHQHûURRP
 ,I\RXNLOODPRQVWHU\RXDUHWKHKHURDQGPXVWPDNHDWRDVW
)RUELGGHQ*DPHVUHFRPPHQGVUHVSRQVLEOHGULQNLQJ'RQüGULQNXQVDIH
amounts of alcohol under any circumstances, and never drive when you’ve been
drinking.
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$ùHUSOD\LQJDIHZJDPHVZLWKWKHLQFOXGHG'XQJHRQFRDVWHUV\RXPD\ZDQW
to try your hand at designing your own Dungeons! Using the rules for ‘Creating
WKH'XQJHRQÚLQ6HWXSRQSDJHV\RXFDQEXLOG'XQJHRQVDFFRUGLQJWRWKH
IROORZLQJFRPSOH[LWLHV
'L÷FXOW\

RI/HYHOV

$YHUDJHRI(QFRXQWHUV

Simple . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . .
0HGLXP . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . .
Hard . . . . . . . . . . . . . . .5. . . . . . . . . . . . . . . . . . . . . . 
8VH\RXULPDJLQDWLRQZKHQFRPELQLQJ5RRPV0RQVWHUVDQG7UHDVXUHVWR
build encounters, or do it randomly and see what transpires!

$VPHQWLRQHGDERYHSOD\LQJ'XQJHRQ3DUW\VRORLVTXLWHVLPSOH×MXVWVHOHFW
FKDUDFWHUVDQGERXQFHWKHFRLQIRUHDFKFKDUDFWHUZKHQEDWWOLQJD0RQVWHU
:HUHFRPPHQG127XVLQJWKHRSWLRQDOGULQNLQJUXOHVZKHQSOD\LQJLQVRORPRGH

*DPH'HVLJQDQG&RQFHSW Jason Kapalka & Glenn Drover
$GGLWLRQDO'HVLJQ Dan Vujovic
*UDSKLF'HVLJQ Jacoby O’Connor
$UW0DWW+ROPEHUJ$XJLH3DJDQ 5LFK:HUQHU
3OD\WHVWLQJ-DVRQ.DSDOND-DFN3URYHQ]DOH6LPRQ0RXQVH\'DQ9XMRYLF
-DFRE\2Ú&RQQRU%LOO+XSS3DXO.RHQLJ0LFKDHO.RHQLJ-RKQ%UXVW'DYH
5XWWHU*OHQQ'URYHU&KULVWLQH'URYHU1DWH6FKPROG-HVVL5RVV:DUUHQ+HLVH
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