Four Against Dungeon Deck

Play just like a reqular 4AD dungeon.
Instead of rolling on tables, draw
cards, using the content in the
appropriate text boxes.

Eg. draw a card to determine the
shape of the Ist room, then draw
another card for its content
(Corridor or Room), then draw a card
and read the box appropriate to its
content. E.g. if there is a combat
encounter, resolve the Combat box. In
all cases, to determine anything (trap,
treasure, etc.) draw a card.

Start generating content from the |st
room.
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LEVELS: Any

MISSION: Delve into the cave under an
enormous rotting stump and slay the
Tentacle Worm that has been kidnapping
villagers. Do not increase its traits or
treasure, as per standard rules on final
Bosses. You may also spend 3 Clues to
encounter it in the next room. The party will
be paid 100xHCL gp if they get rid of the
monster.

LOW CEILINGS: All characters have -l on
Attack rolls. Short characters like dwarves,
halflings, goblins, gnomes, and lutins, and
characters with Light weapons ignore this
penalty.

NARROW CORRIDORS: Heroes can only
move through them one at a time.
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CORRIDOR: CORRIDOR:
Empty: May be Searched Trap

ROOM: ROOM:
Combat Special

[reasure . Gombat

Koots Barrier

o pass the barrier, a hero with a slashing
weapon must destroy it (treat as a L3 target
with | Life: they do not attack). Each time you

hey release clouds of spores (Save vs. La
Paison or |ose | Life; halflings and barbarians

CORRIDOR: CORRIDOR:
Empty: May be Searched Combat

ROOM: ROOM:
Combat Empty: May be Searched

eroes enter this chamber roll DB: on 1-2 the
stream is very strong. Each hero fording it
eceives a L3 hit (lose | Life on a failed Defense rall).

HCL Vermin. They automatically inflict | damage on
the hero that kills one of them. Unless all the ticks
are slain in a single turn, one will crawl under the
clothes of a random hero and inflict | Life each
time that hero rolls an Explosive Die result until
the end of the adventure.

REASURE: A Cat's Eye Gem |
3d6xI0 gp
. —
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CORRIDOR:
Empty: May be Searched

ROOM:
Special

ero leaves a chamber, roll a DB for that hero. On
a |, the hero is moved back to this room.

gison or become unable to heal until | Antidote or

Blessing remaoves the condition. Reactions: Always fight.

CORRIDOR:
Empty: May be Searched

ROOM:
Trap

Gombat

hey release clouds of spores (Save vs. La
pison or lose | Life; halflings and barbarians

HECL+2 MII'IIEII'IS If the hera rolls | on an Attack
oll, the fungi perform | extra attack on their
ext turn. Reactions: | flee, 2+ fight. Treasure.

TREASURE: A Cat's Eye Gem
3d6xI0 gp
1

CORRIDOR:
Combat

ROOM:
Special

Ireasure

Yawning Dip

CORRIDOR:
Trap

ROOM:
Combat

[he room is bare

Buried lotem

A dirty, moldy stone statue of a many-eyed
at. Throw 3 Cat's Eye Gems into its mouth to
get | Clue.

\ CL Mlnluns Reactions: |-4 bribe (3 Food), 3-6
fight to the death.

TREASURE: A Scroll
Random spell from any book of appropriate level
8
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CORRIDOR: ‘ CORRIDOR:
Empty: May be Searched | &3 B Combat

ROOM: ) ROOM:
Special Special

CORRIDOR: CORRIDOR:
Empty: May be Searched Trap

ROOM: ROOM:
Combat Combat

Ghoose

idnapped villagers. Bring it to the village to
eceive an extra reward (a0 gc). On 4-6 the pile
begins to move. Fight Moldy Skeletons (card 3).

Draw a Boss card. Once that Boss has been
defeated, remove it from play. If both are
defeated - play Giant Leech (card 10).

TREASURE: Dirty Goins
dBxHCL gp
12
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TENTACLE WORM: ans

) 4? *\‘\\\\ ‘@ , g
e )

4 p "‘Lto

'LEVEL  LIFE  ATTACKS  TREASURE
HCL+2 HCL+1 Special

Wounded heroes must Save vs. L4 poison
(halfling and barbarians add +1/2 L) or be
paralyzed for db turns. Paralyzed heroes
are automatically hit. Blessing and Antidote
remove paralysis. Reactions: Fights to the
death.

Treasure: Fire Dagger of Luck or a random
Magic Treasure from any book of
appropriate level.

( Advanced Stump of Elemental Evi

FIRE DAGGER
OF LUCK

Light edged weapon. Inflicts | additional fire
damage, and the wearer may rerall any die.
|t the Attack roll or reroll is -2, the trinket's
power is depleted until the next adventure.
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EVIL ELEMENTAL Buss

'LEVEL  LIFE  ATTACKS  TREASURE

HCL HCL 1 Special
A clot of materialized hatred oozing from the
tunnel's ceiling like black fog.

Immune to Sleep, Charm and Stun spells. Always
surprises. Fach turn, roll dB:

I-2 Thick Anger: If elemental hits a hera, that
hero moves to position 4 of the Marching Order.
3-4 Outbreak of Hate: A hero must defend
against an attack or a party member of your
choice loses | Clue or 2 Life.

a-B Blow of Disgust: A random hero must
defend against an attack or lose | Life and drop
items that are in their hands.

Treasure: Lizard Helmet of Life or a random
Magm Treasure from any book of appropriate
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LIZARD HELMET
OF LIFE

Wearer adds + to Saves vs. poison, but on
a roll of | its power is depleted. Usable by
heroes who can wear light or heavy armar.
It worn, it may remove Petrification or
Paralysis 4 times, losing all powers
afterwards.
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