
One Deck Dungeon: Forest of Shadows 
Print and Play

7/12/2017

WARNING: Web Browser PDF viewers will render this document poorly.

Printing Information: This document is laid out front/back/front/back. 
The top edges should align. Page 2 is left blank in case you have a du-
plex printer.

Other Components: You will need 30 six-sided dice. 8 each of magen-
ta, blue, yellow, and 6 black. 12mm dice are what the challenge boxes 
on cards are designed for.

You will need 15 health tokens, 6 potion tokens, and 8 poison tokens. 

Warning: do not mix up potion and poison tokens. One is a tonic and the other’s a toxic!
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At the end of an Explore turn, the party 
must RESIST POISON. 

To attempt to resist poison, roll one die and 
add 1 to it for each     on an open door. If 
the total is greater than the number of    
on the heroes, you succeed.

Success: No effect.
Failure: Remove one      from one of the 
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4P: Before resisting poison, the party 
must split up into two groups of two 
heroes. Each pair of heroes resists 
poison separately.
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Hunter 1p

Heroic Feat: Spend       to place a         4 (or                to place a 
       6) on any challenge box, ignoring        icons.

OPENING SHOT

Increase a non-        die by 2.

<<< ITEMS

AERA

Druid 1p

Heroic Feat: Spend      to roll       or      , or spend                to roll             
           or            .

TRANSFORMATION

Your       dice can be placed in any color boxes 
on the dungeon card.

<<< ITEMS

LILIA

Warden 1p

Heroic Feat: Roll any or all of your dice stored here.
Store a          here when you claim loot as       . You may store up
to two dice at a time. KNOWLEDGE

Prevent       and spend      . In a boss fight, only 
prevent     .

<<< ITEMS

METHODICAL

Slayer 1p

Heroic Feat: Roll any or all of your dice stored here.
Store a          here when you complete a          encounter. You may 
store up to two dice at a time. MOMENTUM

Increase a       and a      die by 2 each.

<<< ITEMS

WHIRLWIND



Hunter 2p

Heroic Feat: Spend       to place a         4, ignoring        icons.

OPENING SHOT

Your partner increases a die by 2.

<<< ITEMS

FLANK

Druid 2p

Heroic Feat: Spend      to roll       or      .

Choose a color. You and your partner each reroll 
a die of that color.

<<< ITEMS

SYNERGY AURA

TRANSFORMATION

Warden 2p

Heroic Feat: Roll your stored die.
Store a          here when you claim loot as       . You may only 
store one die at a time. KNOWLEDGE

If your partner would take more than one damage, they take 
only one damage instead.

<<< ITEMS

PROTECTOR

Slayer 2p

Heroic Feat: Roll your stored die.
Store a          here when you complete a          encounter. You may 
only store one die at a time. MOMENTUM

If you have a 6 in your pool, your partner may 
reroll any or all of their dice.

<<< ITEMS

RHYTHM



Alchemist 1p

Potion tokens spent from the Turn Reference are placed here, and 
you can spend them. Ignore healing effects when using a potion 
token from here.

For every 2 mana spent (up to 8), roll        or 
roll       .

<<< ITEMS

ENCHANTED KRIS

MIX

X

Turn Reference

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

Draw and add face-down 
doors to the dungeon until 
there are four total doors in 
play. Then, Resist Poison.

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
3) Gather and Roll Dice
        : All          : Matching

ENCOUNTERS

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

POTIONS

CURE
Heal      or      any time a        effect is used or 
a        is gained.

Caliana 1p

Add      X and     X. 
FAERIE FIRE

<<< ITEMS

X

WHIMSICALITY

The first 3 times a        would be placed on Caliana each turn or 
boss round, spend       instead. If Caliana would take damage, 
the game ends.

Any Dungeon
Medium/Hard
Hard only

Hero: 

Name: 

Complete a Floor: 
Level Up: 
Defeat a Boss: 

Start each game with any one Basic Skill.

You have one extra health.

You may have one extra skill or item.

Once per floor, discard an open door.

When you replace an item/skill, heal one damage.

Ignore the first damage from stairs each floor.

Increase your resist poison rolls by 1.

Reroll two dice.

Gain      2 or      2 or      2.

Roll       .

Reduce each large box by 1.

Swap the values of two dice.

Increase a         by 1.

Use two dice to fill a small challenge box.

Reduce each armor box by 1.
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Games played:

Bosses defeated: Golem Tree DragonGiantPoison



Alchemist 2p<<< ITEMS

Potion tokens spent from the Turn Reference are placed here, and 
you can spend them. Ignore healing effects when using a potion 
token from here. MIX

For every 2 mana spent (up to 6), you or your partner 
may roll        or       . DEADLY KRISX

Boss Fight

The boss fight is like a Combat Encounter, 
fought over multiple rounds. In each round:
1) Resist poison
2) Roll Dice
3) Use Skills, Potions, and Place Dice
4) Suffer Consequences
5) Strike the Boss (One damage per         )
6) New Round

There is no Use Heroic Feats step in a boss 
fight. Your experience level’s encounter bonus 
provides          dice during each round.

You can use your potions during any round 
of the boss fight.

POTIONS

CURE
Heal      or      any time a        effect is used or 
a        is gained.

Caliana 2p<<< ITEMS

Add      X OR     X. Your partner may increase one 
of their dice by 1. FAERIE FIREX

WHIMSICALITY

The first 2 times a        would be placed on Caliana each turn or 
boss round, spend       instead. If Caliana would take damage, 
the game ends.

Any Dungeon
Medium/Hard
Hard only

Hero: 

Name: 

Complete a Floor: 
Level Up: 
Defeat a Boss: 

Start each game with any one Basic Skill.

You have one extra health.

You may have one extra skill or item.

Once per floor, discard an open door.

When you replace an item/skill, heal one damage.

Ignore the first damage from stairs each floor.

Increase your resist poison rolls by 1.

Reroll two dice.

Gain      2 or      2 or      2.

Roll       .

Reduce each large box by 1.

Swap the values of two dice.

Increase a         by 1.

Use two dice to fill a small challenge box.

Reduce each armor box by 1.
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Games played:

Bosses defeated: Golem Tree DragonGiantPoison


