Dungeon delver rules


Dungeon Delvers Game Rules
Adapted from Caverns of Doom and Crypt of the Sorcerer, by Arnold Hendrick with some additions & clarifications, by Mike Monaco

Introduction -- How the game works

Your characters

To begin, select a character figure to represent yourself, and some companions (friends or henchmen), to make a “party” of three or more, depending on the dungeon.  Next you’ll determine the abilities of each character.  Then you will be ready to enter the dungeon. You move your figures, check to see if monsters appear, move the monsters, cast spells, and shoot at or fight the monsters.  The monsters move and attack after your party. This continues until you escape from the dungeon with your loot, or your entire party is killed.
The Monsters

As your characters move through hallways and into rooms, you roll a die and use monster appearance tables to see if any show up. If they do, they are placed on the map and begin moving also. You can play solo, controlling both your characters and the monsters, or you can have one player control the monsters and one or more players control the characters.  

Winning the Game
In the various rooms, the monsters may have hidden various treasures in gold, gems, magic items, etc. Your objective is to bring back as much treasure as possible, which means getting back alive! You may not get through the whole dungeon every time.  Sometimes it might be better strategy to return early if you lose too many characters, or the monsters get too tough, because you’ll probably meet more monsters on the return trip!

A. Creating Characters

Each character is rated for various abilities, determined before the game. It helps to record all data about each character on a piece of paper, for easy reference.  

The five abilities of each character are Speed, Endurance, Fighting Ability, Missiles, and Spells.

Speed: (Spd) This number is the top speed of the character – how many squares he or she can move each turn. Speed is determined for each character with a die roll before the start of the game.

Endurance: (End) This number is how many wounds the character can survive, representing his strength, armor, and constitution. When the number of wounds equals his endurance, the character dies. For example, if his endurance is “2″, the second wound kills the character. Endurance is rolled for each character before the game.

Fighting Ability: (FA) This number is an adjustment to all die rolls made when the character strikes or parries. It represents the character’s fighting skills, quickness, and the quality of his weapons. 

Missiles: Like fighting ability, this is also an adjustment, telling you what to add or subtract from die rolls made to shoot missiles.  The second number, which is in parentheses, tells you how many squares a missile can be shot (count the square of the target, but not the square of the shooter).  A character’s skill with missile weapons, and the type of weapon they shoot or throw, determines this ability.

Spells: This is the number of spells the character knows and can use. Each spell can be used once in an adventure. A character can add more spells by getting magic spell scrolls, but some characters can’t use spells, not even from a scroll. 

Other abilities: Some figures have other special abilities, like the Dwarf’s ability to Disarm traps and the Thief’s Stealth ability.  These are explained below in the rules in the sections on traps and monster appearance.

Items: For each figure, certain items and treasure from the dungeons may or may not be usable.  Generally speaking, figures that begin with spells cannot use heavy metal items like swords and armor.  Similarly the figures that have high fighting abilities, DR+0 or DR+1, cannot learn spells or use scrolls.  Some figures are allowed to use non-metallic armor like leather armor.  Some figures may use missile weapons they find in the dungeon.

Character Continuity: If your personal character survives an expedition in a dungeon and returns alive, he is assumed to recover from any wounds, and can be used on later expeditions. Any wealth and magic items recovered can be used on later expeditions too. In addition, if any of the henchmen characters survive, they can also be used again or left behind and some “new” friends created for the next game. 

B. The Monsters

Monsters in the tomb have abilities similar to characters. Most of these are set, and listed on the monster tables. Any variable monster abilities are NOT determined before the game. Instead they are rolled for each time the monster appears.

How Monsters Appear

At the start of each turn that characters are in a hallway, roll a die and consult the monster table (some dungeons just have one hallway table, others have two – one each for narrow and large hallways). Whenever a character enters a room, immediately roll the die to see if any monsters are “home” using the appropriate room table.  Some rooms always have a monster, and you just roll to see where it is placed or if it has other monsters with it. 

If a monster appears, roll a die again for the exact type of monster, on the same table. Then roll a die for each monster for its exact location. Place the monster on the square that corresponds to this last die roll. If the square is already occupied, the monster appears in an adjacent unoccupied square, or in the next numbered square.

If a monster is already in play, and then appears again in a room or hall, ignore the second appearance unless you have extra monster figures. However, once all the characters have left a hall or room, remove all the monsters in the hall or room, so they can appear again later. This way, one figure can represent a number of different monsters in different places, to keep the game fresh and exciting. Even if a monster is killed in one place, a similar kind of monster could appear in another if the appropriate die result comes up.  

Stealth: Figures with the Stealth ability, if they enter a room or occupy a hall by themselves, subtract one from all monster appearance rolls.  This means a figure with stealth will never encounter wandering monsters in the halls if he is the only adventurer in a hall, and is less likely to find monsters in rooms too.  If monsters do appear, normal die rolls without modifications are used to determine what monsters appear and where.

If a stealthy figure avoided monster appearance in a room, and if any other characters enter the room later, a new monster appearance die roll must be made. If characters enter a hallway, no die roll modifications are made on future rolls, but no extra roll is made.

C. How to Play the Game


You play your adventure in turns. Each turn you move your characters, and then the monsters move after them. Next your characters may strike, shoot missiles, or cast spells. When they are done, monsters can then strike, shoot missiles, or cast spells. Finally, you can search for treasure, if in the right square. Thus, the sequence is:

1. Characters move

2. Monsters move

3. Characters attack (strikes, missiles, and/or spells)

4. Monsters attack (strikes, missiles, and/or spells)

5. Search for treasure

C.1 How To Move
Each figure can move a certain number of squares, equal to its Speed. A figure can move in any direction or combination of directions, including diagonally, and can turn as he moves, if desired. A figure can go slower than full speed.

Normally only one figure is allowed per square. However, some small creatures can fit into a square with any other figure, including each other, for a maximum of two figures in the same square.  If a character or monster is small, this will be indicated in the description on the statistics sheet. 

The map of the dungeon has large, solid walls which nobody can move through. There are doors in some of these walls, through which characters can pass. A monster can never pass through a door, as they only stalk a certain territory – the hall or room they appear in.

Adjacent Squares: Some activities (like fighting) require that a figure be in an “adjacent” square to the target. Squares are adjacent if they are touching, either along an edge or at the corners.  Squares separated by walls are not adjacent.  You will notice some squares are separated from nearby squares by projections or pillars that separate their corners.  If the corners of two squares are separated in this way, diagonal fighting and movement between those squares are prevented.

Obstructed Squares: Some squares in the dungeon are marked with special features such as stairs, furniture, treasure, rubble, etc. Each of these squares counts double to enter. That is, count the square as two. If a figure only has one square of movement left, it cannot enter that square.

Impassable Squares: No figure can enter these squares, but missiles can be thrown/fired over them. Impassable squares include pits, pools, and pillars.  

Traps: Squares marked “trap” are not obstructed (except sometimes when the trap has been sprung, see the trap rules).

Other Figures: Most figures cannot move into a square containing another figure, friendly or enemy. However, small figures can move into a square occupied by just one other figure, and certain monsters may fly or crawl in webs on the ceiling, allowing them to pass over other figures.

C.2 Monster Movement


Most monsters will move as fast as possible, by the most direct route, toward the nearest character.  A monster will stop in the first unoccupied square adjacent to the character to fight. Monsters are basically stupid, and will continue to try to do this, regardless of how suicidal it may be!  Two exceptions are monsters described as “archers” and “spell casters.”  


Archers will stay in their squares and shoot missiles, if any enemies are in range. They will try to move close enough to shoot their missiles.  They will stand and fight if a character moves adjacent to them.  

Spell casters will stay in their square and cast a spell (see magic below).  If already next to a character (fighting), they will attempt to move far away, and avoid attacks from characters so they can again start casting spells.  If unable to get away from characters, they will simply remain in place and fight.  If forced to fight, they will try to move so as to fight the fewest and weakest characters.

Monsters can never leave the hall or room they currently occupy. They cannot move through doors. Therefore, they only go after characters still in their hall or room.  If all characters have left the room or hall, any monster there is removed from play.  

If a monster has a choice of different moves, or two equally close characters to attack, assign each option a die roll result, and roll the die. For example, a monster might have a choice of two different squares to enter. Assign the first a 1,2,3 result, and the second a 4,5,6 result, and roll the die to see which he enters.

Special Monster Movement

Small monsters: Creatures that are small can fit into a square with any other figure, including another small creature, for a maximum of two in a square. A small creature can move through a square already occupied by just one figure.  (Examples: Rats, Giant bats, and Goblins)

Webs: Some creatures live and move in a ceiling web. They can move anywhere in the hallway or room. They ignore obstructions, impassable obstacles, and other figures. Web-crawling creatures can occupy the same square as any other figure, or just move through him. (Example: Giant spiders)

Flying: Flying figures may fly over or past all obstructions, counting each square as one. Flying figures may fly through squares containing friendly figures, but cannot fly into or through a square occupied by an enemy (Examples: Giant bats, Demons).

C.3 Actions

C.3.1. Fighting


If a figure is in the square adjacent to an enemy, or in the same square as an enemy, he can fight that enemy. To fight, a figure “strikes” at the enemy. A figure can only strike once per turn, and only after all figures have finished moving.


To strike, roll a die for the figure, adding or subtracting the appropriate modifier, depending on the Fighting Ability (FA) of the figure. A figure cannot strike through a wall.


Then the enemy gets to “parry” the strike, if he did not shoot a missile or cast a spell. Roll a die for the enemy figure, and add or subtract the appropriate modifier, again depending on the Fighting Ability of the figure. A figure can parry any number of strikes in a turn.


If the strike roll is higher, the difference between the strike and the parry is the number of wounds the strike made on the target. If the strike roll is equal or lower, the strike failed to connect, and there are no wounds.  In other words, combat is resolved as

Strike – Parry = Wounds taken

For example, a Fighter strikes at an Orc. The Fighter’s FA is DR+1, and rolls a “3”, so his strike value totals 4. The Orc parries with its FA (DR+0) and rolls a “2”, so the parry value totals 2. The Fighter has a two point advantage, so he inflicts two wounds on the Orc (4-2=2). If the Orc rolled a 5 instead, the Fighter would inflict no wounds, because the parry would be greater than the strike. Note that the Orc cannot inflict wounds with its parry; it must wait for its turn to strike.

C.3.2. Missiles

Instead of fighting, a figure with missiles may shoot. If a figure strikes or parries during a turn, it cannot shoot missiles. If a figure shoots missiles, it cannot strike, and its parries are all considered zeros.

Missiles have a maximum range, in squares, that counts the target’s square, but not the shooter’s square.

Missiles are shot in a straight line, from the center of the shooter’s square to the center of the target’s square. If this line runs through a wall, door, or square occupied by a figure, the shot is blocked and wasted. Obstacles in a square don’t stop missiles, but give “cover” to a target in that square.

To shoot a missile, the shooting figure simply rolls a die, applies appropriate modifiers, and if the result is “1” or more, inflicts that many wounds on the target. There is no parrying missiles.

For example, a Halfling with a bow (DR-3) rolls a “5” when he shoots an arrow at a target. The result is 2 wounds on the target (5-3=2).

Cover: if a target is in an Obstacle square, he has “cover.” The firer must subtract one extra (-1) from the die roll. Therefore, if a Halfling archer above shot at a monster in cover, with a roll of “5” the result would be 1 wound to the target (5-3-1=1).

Typical missiles are: 

a throwing knife
DR-3(2) 

a bow 


DR-3(5) 

an elfish longbow 
DR-2(6)

a dragon’s breath 
DR-2(4)


C.3.3 Wounds

When the number of wounds equals the endurance value of a figure, that figure dies. Wounds suffered in one fight remain on a figure, so he is weaker for later fights in your adventure.

Optional Rule: Wounds 

Wounds reduce the fighting ability of a figure. When striking or parrying, subtract the current total wounds from the strike or parry value. Thus wounds become an additional modifier in combat. This will make successful adventuring in the dungeon much more difficult and challenging.

In addition, if the wounds total half or more the endurance of the figure, it is presumed extremely weak, and its movement speed is cut in half (fractions are dropped). Thus a character with an endurance of 5 would be reduced to half speed with three or four wounds. If the characters normal speed was 3, half speed would 1 (actually 1 and one half, but the fraction is dropped).

C.3.4. Magic

Instead of fighting or shooting a missile, a character with magic can cast a spell. A figure cannot cast a spell if any enemy is in his square, or in any adjacent square, unless separated by a door or wall.

Before the game starts, a character selects the spells he knows from the spell list. In addition, he may have extra spells from scrolls acquired in past adventures. Each scroll spell can be used once per adventure, like a normal spell.

When a spell is cast, its “magic power” is expended. The character can’t use that spell again in the game. A character could have two or more of the same spell, so that when one is used, another is still available. Between games a character is assumed to rest and acquire magic power again, so his spells can be used again in the next game.

Monsters will only cast spells if they appear in a hallway or room a character enters. Then, each turn it can, the monster casts a spell. To determine which spell, roll the die and consult the Monster Spells table for the proper monster. If the monster is fighting, remember, it cannot cast spells.

Casting: spells are “cast” to any other square by magic. They can go through walls or doors, or around corners. However, a spell can only be cast into a square the caster “knows” – a square he has already entered in the game, or can now see (in a straight line, unblocked by doors or walls). Monsters are presumed to “know” the entire dungeon, and can cast anywhere. However, they are only active and casting spells while characters are in their “territory” – the room or hall the monster appeared in.  Once all characters have left the room or hall, the monster is removed from play and cannot cast spells until it appears again.  

Characters may pick their targets freely, but monsters will generally cast spells on themselves or the closest enemy, as appropriate.  When a monster casts “Ward,” for example, it will cast it on itself, but if it is already under the effect of a Ward spell, it will cast it on the nearest monster.  Since monsters get their spells randomly each round, there will be times when there is no target for a spell.  In that case, move down the column on the monster spell table until you get to a spell it can cast or until you run out of spells, in which case the monster will not cast this turn.

C3.5 Spells

There are a number of spells available to characters and monsters.  Some are restricted to certain character types – this is indicated on the character statistics section.  

Fireball: A missile with unlimited range, fireballs roll DR-1 for wounds to target, resolved just like shooting a missile. 

Sleep: figure(s) in the square hit fall asleep for DR+2 turns, including the turn the spell hits. While asleep the figure cannot do anything, it just stays in the square. Figures asleep can be hit by strikes, missiles, and/or more spells.

Transfer: target figure is moved to any other square the spell could be cast to. Transfer can be any distance, and can be through walls, other figures, etc. Remember, though, that the caster needs to “know” both the departure and arrival square. The transferred figure is not hurt, and continues to act normally before and after.  Figures Transferred into trap squares roll to see if they spring the trap, and figures transferred into pits are lost forever.  The Transfer spell can also be used to rescue a figure from the bottomless pit trap. Monsters cast Transfer at nearest character, who is transferred to the stairway square next to the entrance to the entire dungeon!

Ward: can be cast onto any one figure for DR-1 turns. While in effect, all new wounds inflicted on the figure are ignored. The figure cannot be killed or wounded, no matter how many strikes, missiles or spells that would occur. Non-wounding effects such as transfer, sleep, etc., still apply normally.


Cure: when cast onto any one figure, all wounds are cured, and the endurance of the figure is returned to its original value.

Raise Dead: when cast into an empty square, any one dead figure (of either side) is recreated and fights for the side which raised it (see exception below). Thus a wizard could raise dead monsters to fight for him, or the Evil Sorcerer raise dead characters. A character or monster raised from the dead has one less (-1) endurance because its existence in this world is tenuous. This spell is especially difficult, so roll a die when casting it: 

	1
	spell fails, caster takes one wound from backlash

	2
	spell fails, no effect on caster

	3-5
	spell successful

	6
	spell successful, but figure automatically becomes evil and a monster.


When monsters cast Raise Dead, they do not need to roll.  The most recently killed figure is raised and appears in a random square (roll the die).

Ward Magic: can be cast onto any one figure for DR+1 turns. While in effect, no magic spells can affect the figure. Any magic cast into the figure’s square is ignored (unless another figure is present).

Turn Undead: when cast into any square in a hallway or room, all undead creatures (Skeletons, Vampires, Zombies, etc.) and Raised Dead in the entire room or hallway are removed, and remain gone for DR+0 turns. If characters are still present in the room or hallway after that, the turned undead return, and a die is rolled for each for new appearance squares. 

Hypnotism: Only monsters can cast this spell. The figure this spell is cast against becomes a monster for DR+0 turns. During this time it is treated as a monster, starting with the turn after the spell hits. Characters may strike or shoot missiles at a friend which has become a monster temporarily.

Some monster spell tables include “resting” as a result. In this case, no spell is cast this turn -- the monster is recharging his magic.

Optional rule: Magic Resistance

Magic spells don’t always work. Whenever a spell is cast, roll a die.  If a “6” comes up, the spell fails. This is not needed when a Raise Dead spell is used, as a failure possibility already occurs with that spell.  Some characters and monsters have greater magic resistance.  If a spell is cast against a figure with greater magic resistance, a “5” or “6” instead of a normal “6” means the spell doesn’t work. Monsters that get to roll for the spells available to them, characters who always begin with at least one spell, Dwarves, and similar figures may have this greater magic resistance. However, if a figure casts a spell onto himself, it will always work, since the magic resistance is reversed and works to the advantage of the magic user.

D. Traps, hazards, and special rules

D.1 Rockfalls and hazards

A common dungeon hazard is a “rockfall” --  heaps of fallen rocks which shift and move underfoot, twisting ankles, tripping people, and so on. A rockfall square is an obstacle to movement and provides cover from missiles.  In addition, each time a figure enters the square, roll the die. A result of “6” means the rocks shift underfoot and the figure takes one wound point due to sprains and breaks. A rockfall affects both characters and monsters.  

Other hazards are described in the rules for the different dungeons.

D.2. Traps


When any figure enters a “trap” square, even a monster, roll a die and consult the “Springing the trap” column on the Springing and Disarming Traps Table to determine what happens. Once a trap is sprung or proved a fake, no more rolls are made for the trap during the game. Otherwise, roll again every time an opportunity occurs (a new figure enters the square).

Characters with the “Disarm traps” ability (for example, Dwarves who are experts at underground construction) can stop in a square next to a trap in the hopes of disarming or springing it without risk. Consult the “Disarming the trap” column to see happens.

Once a trap is sprung, or proved a fake trap, no more rolls are made the trap during the game. Otherwise, roll again every time an opportunity occurs (a new figure enters the square, a character with Disarm Traps is in the next square, etc.) until the trap is sprung, disarmed, or determined to be fake.

Monsters can spring traps also.

Trap effects

If a trap is sprung, roll on the Trap results table.  Some results may result in instant death, and some trap results may be avoided as described on the table.

Springing and disarming trap table

	Die roll
	Springing the trap
	Disarming the trap

	1
	Fake trap, no effect
	Fake trap, no effect

	2
	Fake trap, no effect
	Fake trap, no effect

	3
	Trap does not spring 
	Trap disarmed

	4
	Trap does not spring
	Trap does not spring but is not disarmed

	5
	Trap does not spring
	Trap does not spring but is not disarmed

	6
	Trap sprung
	Trap sprung


Trap results table

	Die roll
	Result

	1
	Falling Block – entire roof collapses; a giant stone now blocks the passage so no figure can enter the square. If a figure is in square when block falls, it is killed unless it makes a special dash to an empty adjacent square. The dashing figure takes DR-2 wounds, but figures with the Stealth ability do not suffer any wounds.

	2
	Bottomless Pit – entire floor collapses, no figure can enter the square. If a figure is in square when floor falls, it is lost in the pit and is killed. Exceptions are (a) figures with the Stealth ability, who can escape to an empty adjacent square, (b) figures saved by a Transfer spell (immediately cast by the falling figure or another figure that can see the trap square), transferring the figure out of trap, and (c) flying figures, which do not fall.  

	3
	Thousand Knives – spring from concealed positions and rake hallway. Any figure in square is killed, but the knives are all used. Passage through the trap is now free and safe.

	4
	Pendulum blade – swings through the square.  Any figure in the square is killed, unless they can dash to an adjacent empty square.  Dashing figures take DR-3 damage, except for figures with Stealth (who slip past the blades taking no damage) or which are Small (who are too short to be hit by the blade).  The blade will continue to swing in the square but can be avoided by carefully crawling underneath the blade (this makes the square count as two for movement).  Small and Stealthy figures don’t need to crawl.

	5
	Teleportation trap – Any figure in the trap square is transferred as if the Transfer spell had been cast on them, transferring back to the beginning of the dungeon.  Monsters are removed from play if no adventurers are in the entrance area.  If you are using the magic resistance optional rule, magic resistance can prevent this trap from affecting the figure.  The trap will continue to transfer any figure that enters this square.

	6
	Poison gas – fills the square and any figure in the trap square or adjacent to the trap square takes DR damage from the poison before it dissipates.  Passage through the trap square is now free and safe.


D.3 Treasure
If a character spends an entire turn in a square, he can announce that he is “searching for treasure.” A character cannot search for treasure if he does anything else that turn (including any fighting, parrying, shooting missiles, casting spells, moving, etc.) If the character is in one of the squares named on the treasure tables, and no other character has already searched that square, roll once to see what he finds in that square. 

Anything a character finds he can keep, or share with other characters, as desired.  Be sure to note which figure is carrying each treasure found.

Looting bodies: If a character with treasure is subsequently killed, any figure can enter the square with the body, and by spending a whole turn there, recover the loot. Monsters will automatically try to do this, but only if there are no characters available to attack instead. If a monster recovers the loot, the loot is out of the game for that adventure unless that monster is killed.  The dead monster can then be looted to recover the treasure. Monsters with loot will attempt to flee the room or hall they are in, and this is the only time monsters can leave the room or hall they appeared in.  Once a monster flees to a room or hall with no adventurers in it, the monster disappears and the treasure is out of the game for that adventure.

E. Expanding Your Game

You can add new characters and monsters for more variety, using toys or figures made for use with other games like Dungeons & Dragons.  Generally speaking, characters with a Fighting Ability of DR+0 or DR+1 should not be able to cast spells; spell casting characters should have lower scores overall.  Try to balance new characters with the existing ones, so that characters with special abilities like Stealth, missiles or spell casting have weaker Fighting Ability and Endurance.

As you become more familiar with these rules, you may decide to add new spells.  They should be no more powerful than those already described, unless they take longer to cast (two turns or more) or require more spell “slots” to memorize (more powerful spell may count as two or three spell choices). For example you could add a Counterspell that cancels another spell already cast, or a Flight spell that allows a figure to fly for DR turns, an Invisibility spell to give a character Stealth, or you could create more powerful Sleep and Fireball spells that affect more than one square….    


You can design you own dungeons, tombs, and more for new adventure places. Create an entire secret world! Set better traps, create new hazards, have secret doors (only detectable by lucky characters or magic), multiple levels with stairways and chutes, pits where you fall from one dungeon into another, etc.

You can even create a fantasy world where these adventures happen. Between expeditions characters can use their gold to “buy” special items, such as magic scrolls or swords (available from time to time, say), or armor. In your world leather armor at 10 gold pieces might add one to endurance, mail armor at 40 gold would add two, and a suit of plate armor at 150 gold would add three, but reduce speed by one. As a general rule, if a character can use magic spells, he should be unable to use big metal items such as swords or armor.  Similarly you might let adventurers buy missile weapons.  As the characters become more powerful, you may need to increase the power or number of monsters that appear, so that the game remains challenging.  

E.1 Additional Players 

You can play this game with others, each taking a different character. This might even result in characters fighting each other over treasure, going off in different directions, etc.  Use the number of characters allowed in a party to determine how many figures each player uses.  For example, the Crypt of the Sorcerer uses three characters, so with two players each should have a personal character and one henchman. If three or four play, each should be a separate character.  The maximum number of characters may be exceeded but this balanced by the fact that the players may not cooperate and may split up.  Extra monster figures should be available if the normal number of characters is exceeded.

Instead of all characters playing at the same time, in each turn, during the character movement and fighting steps, figures move and fight in order of their “quickness” the quickest going first. Quickness is determined at the start of the game, along with other abilities using a DR+0 for each figure.

You can apply quickness to monsters also, so that a monster might move and strike before or after characters, depending on quickness. Monsters are generally slow and stupid, so they us a DR-1 quickness roll.  More intelligent monsters (the Sorcerer, Dragon, etc.) could use the standard DR+0 roll for quickness.

One player can even control the monsters. Once monsters appear, this player can move them as if they were his own characters. He has total freedom in where to move them and who to strike, as if the monsters were characters. Monsters may now pass through doors, chase characters from room to room, etc. The monster player may keep any monster in play as long as desired, even if the characters have passed onward, although the monster can always be removed to let it appear again (as a new monster) somewhere else. The best way is to get more figures, so monsters can remain once they appear, until they are killed. This can make the dungeon a much deadlier place, and help balance the game against characters with considerable wealth and magic accumulated from earlier expeditions.

E.2 Delving Deeper

You can become a “dungeon master,” with you own dungeons, and a complete stock of monsters, magic and special things in them. Then one or more players can form “adventuring groups” and try to survive adventures in your dungeon.  At that point you may want to move on to a more sophisticated fantasy role-playing game such as Labyrinth Lord or Swords & Wizardry, both of which are available as free PDF files from their publishers (Goblinoid Games and Mythmere, respectively).  Another popular choice, of course, is Dungeons and Dragons.
Dungeon Delvers adventure record sheet
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 (Track monster Endurance for each encounter in the space below)
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(Track monster Endurance for each encounter in the space below)
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