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HERO BACKPACK
The Hero Backpack is where 1.ou

can store your extra loot and

treasure. It also has a piace for your
Princess Coins, Loot Deck, and

Treasure l)eck, as well as handy
reference information for Heroes.

LOOT CARDS
When you slay monsters, you earn

loot that your Heroes can equip.

TREASURE CARDS
Tieasure chests and some monsters

provide,vour Heroes with treasure

that give them powerful bonuses.

RELIC CARDS
Relic cards are ltems that can only
be used by dungeon bosses, making
them even more terrifying in battle.

MIGHTY MONSTER
CHART
The Mighty Monster Chart advances

yourgameforward. As the game

progresses the C.onsul usesthe chart

to spawn monsters, gainbonuses,

and-ultimately-spawn the Dungeon

Boss. It also provides useful reference

information for the Consul's Tirrn.

MIGHTY MONSTER
REFERENCE CARDS
These reference cards help you remember

which bonuses the Consul has unlocked

during the game.

BOSS EQUIPMENT AND RULES
I)ungeon bosses and mini-bosses may include unique

treasure, relics, mighty monster charts, and rules cards

(such as the Boss Fight card) that may be used in any

game in rvhich they are played.

SUPER DUNGEON DICE
Super Dungeon: Explore uses

a unique dice mechanic of ruby,

sapphire, and emerald dice. You

can get sets ofthese dice from
ninjadivision.com.

DUNGEON TILES
Super Dungeon: Explore is

played using dungeon tiles

marked with a f-inch square

grid. A standardtile is 12x12

inches. You will need three tiles

for a standard, 3-4 Hero game of
Super Dungeon: Explore.

DEVIL ISLA}.ID
LEGENDS CAMPAIGN RULES
Devil lsland is a unique narrative campaign featuring

the Heroes and monsters from the shadowy island of
Kagejima. The narrative Devil Island campaign also

utilizes individual Hero goal cards and Consul Power-

Ups that are not used in a standard game of Super

Dungeonr Explore. After you have familiarized yourself
with the rules in this booh join Momotaro and his brave

band of animal Heroes to defeat Bomechan and Clan liin!
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NAME: The model's name.

shootinsstar: #,@g*11, c, t,s

Coordinated Strike: $, if this a(tion
succeeds, every f riendly mo lel may als >

CARD
MO\TEMENT POINTS: Spend
one point to mo1'e oile square.

ACTION POINTS: Spend action
points to perfor m Basic Actions
listed on the Hero Reference Card
or Unique Actions listed on the
model's card.

ATTACK ICONS: An attribute
with an attack icon may be used
to make a basic attack offensive
action. The number is the range
in squares.

5p mebeeuacks useffi-f 
m^g e"acks r,rseU[IUL

/ tnli.rU. erkcks use EEDf,

TYPE: The rnodel's t,vpe. Some
game eftects onl1. affect specific
model tvpes.

EQUIPMENT SLOTS: Each

Hero has four colored-crystal
equipment slots. Heroes may
equip one equipment card of
the corresponding color on each
side. (Heroes only.)

AFFINITY: The color of Goddess
Cn'stals the model has affinitl.
rrith. Some garle effects onll'
affect specific affinities.

ABILITIES: Special Abilities the

modei possesses. Abilities' rules are

on the back of the model's card.

UNIQUE ACTIONS: Actions
onlr. the model rna,v use. Spend

Ihe rumber of action points
sholr,n to use the action.

@ n"a actions are offensive
actions and cause a r.ound.

Q*p etue actions are support
actions and do not cause a

rr'ound.

make a basic offensive actio r against tl e

POTION: Dlinking a

potion grirnts the model
a free unique action
ofthe sarne color as

the potion. Spend the

ruumlrer of potion tokens

shor,r'n to drink a potion.
Green potions grant
blue support actions,

but mar, only be used

during the Consul's

Turnl (Heroes onll'.)

ATTRIBUTE DICE:
Roli the color and

nun-iber of dice shown
when making combat

or action rolls. ifthe
-/\-attribute has a \_J star,

add the nurnber in the
star to a11,r- roll made

using that atlribute. If
the attr ibute onil has

a star. the number is
a.lx'als considered the

result of the n-rodel's roll
for that attribute.

rt
Sl DEFENSE ICON: An
attribute u.ith a defense icon
may be used ithen making a

defense roll.

POTION QUANTITY: The
rttri-rinturtt rtunthel o[ 1.61;n,',
tokens a Hero mav har,e.
(Heroes onli'.)

HEARTS: \\'her.r a rnodel
suffers a rvound put a rvound
token orr its card. Once the
number oiu'ound tokens equal
the model's hearts, the model is
destrol'ed.

There are seyeral tvpes ofgame cards used in Super

Dungeon. tr4ake sure eyer,y plaler clearly understands horv

to read their cards before beginning the game. The diagrams

provide an oliervielr' of each card. When necessary, turther
details on the use of these cards and other cards are

provided in relevant sections later in the rules.

GAME CARDS
Every n.rodel is represelted b,v a game card. The model's

card details all of the inlbrmation necessarl' to play the

model, including its mor.ement, actions, abillties, attributes,

and hearts. N,lost elernents of Hero and monster cards are

identical; an,v differences are called out specificail1,.

6
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GAME
1. CHOOSE CONSUT PTAYER

SETUP

One piayer plays the Consul and controls all of the

monsters during the garne. The Consul chooses one

dungeon boss, one rlir-ri-boss, and three spawning

points. Each spawning point has a list of monsters;

gather these monsters together to forrn the Consul's

spawning pool. When only using the contents of this
box, the Consul simply takes all of the monster models

and cards shou,n below.

2. SELECT HEROES
The remaining players play a party of Heroes. Choose

three or four Hero models and their cards. Super

Dungeon: Explore plays equallywell with a party of
either three or four Heroes, so feel free to use whichever

will work better for your group.

Each Hero player must control at least one Hero. Any
additional Hero models beyond the number of Hero

players can be controlled by a single player, or by all the

players cooperatively.
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Princess Coins:
Place all Princess

Coins ar.ailabie to the
parti. here. As the,v

are used, take them
off and place them
on tl-re card of the
Hero that used thern,
defense icon up.

Backpack: Excess

loot and tleasure that
the partv has, but is
not cunent11. using,

ls 
s.loled here:

Quick Reference:

A hand,v-dand.v

rel-erence fol the
Heroes to look at lor
reminders on hon'to
use the backpackl

lAcKpAcx
Iri!, .rr,i! 1..! drl nli{r. l.r.

s

TREASURE DICK

Loot Deck P1ace the
Loot Deck here so all
players can reach it.

Treasure Deck:
Place the Treasure

Deck here so all
plavers can r-each it.

BACKPACK DASHBOARD
The backpack has lots of helpful resources for players. Have a look over it to familiarize yourself!

Loot Tracker:
During the Hero
turn, as monsters
are destrot.ed,

place them on the
loot tracker'. This
provides an easli \{:ay

to determine horv
much loot to draw
during power-u1-r.

Once loot is drarsn,
leturn the monsters
to the spal\'ning pool.

UIIHG TI{I BACKPACK
. lqlf lo.t i.c tasue iom d. b!.ktr.l JLr!!

. Dr..ri fls L!.r 
'. 

J'rs !o.1i.6u."
. Dufl"( th. [rs 1'rkun,J'r.triJ tr.rnu]nberoi.irds n, herl

on. Hd.D rqkle, th. nu,n!$.icfdi dis.id.J

OPENING TREASUR: CHESTS
D'r{ a nu.rber.iti.!r!(.Jris.qual n ll, ril. rh..lt' h.n
r.lupird alh.os. or?.id rni d\irJ th. Nn

cErTtcAt succEss
DurS J d of.nstr? dn,. iidr oftli"i roll,: ir. il iu. !:r
trNn .n . rh& AilL rE d.ierder! r.X ilF .leienid 1d.n on"
.idilonrl w,ud. Sfdntr{t,!( no ilor sds adlilionil,nnunt

1. CARDS, DICE,
AND TOKENS
Place the backpack dashboard u,ithin easy reach ofthe
Hero players. Shufile the loot deck and treasure deck

and place them on their locations on the backpack.

IOOT DECK TREASURE DECK
Place all tokens and dice within easy reach ofevery
player. Give each Hero player a Hero reference card.

Give the Consul player the Mighty Monster Reference

Cards, Relic Cards, and Mighty Monster Chart which

corresponds to the number of Heroes being played face

up. Place the dungeon boss model on the start space on

the Mighty Monster Chart.

I'{IGHTY I"IONSTER
REFERENCE CARD

RELIC DECK
HERO REFERENCE

CARD

DOU BLE-SIDED I'{IGHTY MONSTER
CHART

ro

@ri

LOOT DECX

i:
I

:l

.j..

.,1
ti.

:i,,.
:.! ...i,

.::.: |:

..)ral

, t, ...r1

ir.:.]: r ;





FULL GAME SETUP
Below is a set up of a 3-4 Hero game. Note that the Consul player has spawned the first spawn

point with 8 Skull-Points worth of monsters.

Three Dungeon Tiles
Reference Cards Dungeon Boss

Mighty
Monster
Charl

Start Token &
Hero Setup

Con sul
Spawn
Point *

::t
Monster Game

CardsHero Game
Cards

f)ice
Backpack

Dashboard
Tokens

Princess
Coin

Tokens

Loot Treasure

?::\ D::K

Treasure
Chest

Tokens

5. HEROES ENTER
DUNGEON
The Heroes place the Start Token in the first tile on any square

that is adjacent to a dungeon exit. Place all Heroes in a square

on, or adjacent to, the Start Token.

Place one potion
token on each

Hero's game card.

Place a flumber of Princess Coin tokens on the backpack
equal to the number of Heroes ln the party plus one

(three Heroes receit e tbur Princess Coins, four Heroes

receive fir,e, etc.). 7. TIME TO EXPLORE!
The game is all set up. Time to start slaying some

monstersl The Heroes always take first turn.

l2
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ACTIVATION
A model's activation consists of five parts: upkeep,

mor,ement, actions, remove status effects, and end

activation. Upkeep is always resolved at the beginning
of a model's activation. After its upkeep, a model ma,v

spend movement points, action points, and drink
potions (if a Hero) in an1. order the player wishes. Once

the model has completed all of its chosen actions and

mor.ement, remove all status effect tokens from the

rnodel. After this is done, end the modei's activation
(if an,v efects are triggered by the rnodel ending its

activation, they happen norv).

A model may alternate between spending movement

and action points however its player wishes, so long as

the total number ofpoints spent ofeach type does not
exceed the model's maximum.

UPKEEP
Resolve each upkeep step in the following order:

1. If a Hero, add an activation token to the Hero's card.

2. End effects from the model's previous activation,

such as potions or auras.

3. Apply healing effects, such as Tough.

4. Applydamaging effects, such as S fir".

5. Apply all other game effects the model is subject to in
the order of its player's choice.

@& MOVEMENT POTNTS
A model may spend one movement point to rtove into one

adjacent square, including diagonals. A model may freely

move through tokens, templates, and friendly models. A
model may not move through enemy models (either by

moving over the square the enemy model is occupying,

or moving diagonally between two squares occupied by

enemy models), move into a square which it does not have

line of slght to, or end its movement in a square occupied

by another model. (See Line of Sight, page 15).

\{hen rnoving a large model u,ith a base that occupies

more than one square, count mo\.ement eractlv as though

it were a small model. At the end of its mor.e place the

model so that at least part oi its base occupies the last

square counted. This may be used to "squeeze" through
narro\\r singie square areas. Hou,errer, no part of its base

may be placed ia a square further than the last square

counted, so as to gairi additional movement.

\
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2. CHECK RANGE
Aii actions have a maximum range indicated by a number

on its attack icon i&Melee, ,fr ltagic, "t &Missile.
Instead ofan attack icon, support actions possess a 4(
Support Range. Only models that are lvithin range of an

action may be targeted by the action.

To see if a target is u.ithin range, count the number of
squares betneen the model performing the action and the

target model, including the square the target occup[s5.

If the nunber is equal to or less than the action's range,

the model rray be targeted b,v the action. If the target is

further than the action's rar-rge, the n-rodei rna,v not be

targeted. A different target must be chosen.

If the action has an area eliect, it will not list a number
range u,ith the icon, the area efect is used instead (See

Area Efects, page 19).

5. MAKE OFFENSE ROLL
AU E offensive actions require an ofiense roll.

The attribute used to make the ro11 is indicated by the

action's attack icon: # W,f Uru,
f, W. The number and color of the dice a rnodel

rolls are based on this attribute, in addition to any

bonus dice it has frorn equipment, potions, or other
effects. A model must include all of these effects when

making its ofense roll.

@ Support actions never require an ofense ro11,

unless the action indicates otherwise. If no offense roll
is indicated, skip directly to 6. Resolve Effects. If the

support action does require an ofense and defense roll,
the action wlll specify which attributes are used.

Count the total number of stars that u,ere rolled, plus an,v

bonus stars the modei may have for the attribute. Anv
blank faces, hearts, or potions rolled do not count as stars.

4. TARGET MAKES
DEFENSE ROLL
The target of the action must attempt to stop the action by

making a defense roll.

lhe model may use any single attribute on its card with a

$ d.f.rrr. icon to make its defense roll. The number and

color of the dice a model rolls are based on this attribute,
in addition to any bonus dice it has from equipment,

potions, or other efects. A model must include all of
these effects when making its defense rol1.

Count the total number of stars that were rolled, plus any

bonus stars the model may have for the attribute. Any
blank faces, hearts, or potions rolled do not count as stars.

5. COMPARE RESULTS
Compare the number of stars rolled for the ofense roll
and defense rol1.

The offense roll wins if it has more stars than the defense

roll. The defense roll wins if it has an equal number or
more stars than the offense ro11.

6. RESOLVE EFFECTS
After the winner of the ro11 has been determined
resolve all ofthe effects ofthe action according to the

result ofthe roll.

l5
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I love hearts and potions,
but be sure ta share them
with the Hero wha needs
them most. I'll even share
my favorite Super Slurpy
Grape Soda!
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YOU HAVE DIED
Over the course of a game, models will suffer wounds
and be healed. Some may even be destroyed and then
resurrected!

Every model has a number of ! hearts indicated on

its card. Whenever a model suffers a wound p1".. u !
wound token on its card. Whenever a model heals a

wound, remove awound token from its card.

When a model has a number of wound tokens equal to its
hearts, the model is destroyed. Immediately remove all
wound and status effect tokens from the model's card and

remove the model from the dungeon.

DESTROYING HEROES
Hero models are returned to the Hero player. A destro,ved

Hero may not receive new equipment or potion tokens

until it is returned to play,, however it retains all tokens

(other than wounds and status effects) and equipment

that it had when it was destrol,ed.

If a Hero is destroyed, and the party does r.tot have

enough rernaining Princess Coins to revir.e the Hero, the

Consul 'n ins the game.

DESTROYING SPAWNING
POINTS
When a spawning point is destroyed, place its model on
the backpackt loot tracker, so that it is easy to remember

and tally the rewards for the turn during the power-

up phase. Destroying spawning points limits where in
the dungeon the Consul may spawn monsters, but it
does not affect the spawning pool in any way; monsters
which were added to the spawning pool due to the

destroyed spawning point may still be spawned from
other spawning points. After the turn's rewards have been

determined, spawning point models can be returned to

the game box.

DESTROYING MONSTERS
When a monster is destroyed, place its model on the

backpack's loot tracker, so that it is easy to remember and

tally the rewards for the turn during the power-up phase.

After the turn's rewards have been determined, monster

models are returned to the spawning pool.

r8 -.-':,:::xMrl

Place destroyed monsters and spawning
points on the handy-dandy loot tracker on
the party's backpack dasbboard to more
easily rcmember the Heroes'rewards during
the Power-Up phase!
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POWER.UP
During the pou,er-up phase both the Heroes and the

Consul have an opportunity to escalate the power level

of the dungeon. Resolve each step of power-up in the

order indicated.

I. REWARDS
The party earns rewards for its accomplishments during
the activation phase. The partyplaces earned rewards in
the backpack. Rewards maybe used by any Hero. Draw
cards according to the Rewards Chart to the right.

There is no maximum on the amount of loot or treasure

cards the Heroes may draw in a turn. Heroes draw one

loot for every full three skull points of 8-Bit monsters

destroyed in one turn; ifthe Heroes only destroy one or
two skull points worth of 8-Bit monsters, they do not
carry over to subsequent turns.

The party may not draw loot cards for monsters that were

d-estrol'ed during the Consul Turn (such as from Fire
F\
(i) or Backlash) or that possess the Insignificant abilit,v.

Retards for destroying spaivning points or nhich result

in treasure cards may be drarvn as normal, regardless of
the turn it nas destroyed.

ffi*=ffi
For every three skall points of 8-Bit

monsters destroyed draw 7 loot card.

For each 16-Bit monster destroyed
draw 2 loot cards,

El

For each mini-boss or Super monster
destroyeddraw 1 treasure card,

EI mflfl

SPAWNINGPOINTS
For each spawningpoint destroyed draw loot
cards equal to the tile aumber it was on plus

one, (e.g. two for thefirst tile, threefor the

seco nd, four fo r the third).

EI ffitg

BAOBAOTY
For eachboobooty datroyed draw anumber of

treasure mrds equal to the tile on which the boo booty

was spawned (one for the first tile, two for the second

tile, and threefor the third tile). The Heroes select one

treasure card a,nd discard the rest.

t= ffi
rh{fl

Some Heroes mfly have actions
or abilities that allow them
to draw additional treasure
cards. These actions and
abilities increase the number
of treasure cards Heroes may
choose from when selecting a
single treasure; they da not
provide separate treasure
draws. Only a single tressure
may be chosefl, as usual.

20
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4. MIGI{TY MONSTERS
(coNSuL TURN ONLY)

\.{hen a space is reached that provides a bonus to the

monsters in the dungeon, take the appropriate n-rightv

monster reference card and place it next to the monsters'

cards as a reminder to use the bonus. The Consul can also

place a spare token on the space as a further reminder.
As the game progresses the Consul's u'rath will grow,

increasing the strength ofthe rronsters in the dungeon

and summoning monsters, mini-bosses and the por,r,erful

dungeon boss.

Advance the consul coin token along the

mighty monster chart one space at the end

ofevery Consul Turn.

Most spaces will trigger some sort of effect, such as

spau,ning new monsters, providing bonuses for the

monsters in the dungeon, or boss sighting.

if a space on the Mighty Monster Chart causes several

things to happen, appi,v them in the following order:

1. Spawn monsters and bosses.

2. Applydice and status efect bonuses.

3. Resoive boss sightings.

I'|IGHTY t'lON STER CHART

Start: Place the dungeon boss here at the

start of the game.

6&r
8-Bit The Consul may spawn 8-Bit
monsters this turn.

l6-Bit: The Consul mav spawn 16-Bit

monsters this turn.

l

Boss Sighting: Boss sighting this turn

Mini-Boss: Spal.n rnini-boss this turn.

I

Bonuses: Monsters gain the chosen bonus.

@Effi

@
l,itGHTY l.{o}tsTER

80l.lus

&d!-i 
'{.$."-*-,.

Place the Mighty Monster
reference cards next to the

monster cards for easy reference.

START

@ffi

sPAlltlt
DUNCION

BOSS

STANDARD MODE

ACTIVAT]ON
Nlonn.r n !be a.tilJtd !r ini.rd?r
. AII SUIrlR iid 8-Bit morne$ thai began

rhe ilrn if fh\ u:!br i.tirated ir 1ree.

. Ut ro tiursluil l.inil.a16-B,in!)nslers
nN be ictlril.d.

coNsuL Powtn uP
i. lldrvHen,e!$rF de$nJ!.d. H..oesspend

:. Adranci Nlirhrr \b.(e.chdrr orespire
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Dungeon Bossr Spawn the dungeon boss this turn.
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The dungeon boss is a terrible and powerful foe which

guards its dungeon ferocir:usly When the dungeon boss

spa\rns, the boss light begins.

ACTIVATION
For most purposes, the dungeon boss activates in the

same manner as other super monsters.

SPAUINING POINTS
AND RELICS
Once the boss fight starts, all remaining spawning
points channel their energy to the dungeon boss.

When the dungeon boss spawns, it may choose

and equip up to one relic equipment card for each

spawning point remaining in the dungeon. A11

spawning points are then removed. (Heroes do not get

loot for spawning points removed in this way.)

Tuck the relic card underneath the dungeon boss's card

until on1,v the name and abilities of the relic are showing.

(This takes up an equipment slot and works just like
equipping ioot or treasure to Heroes.) The dungeon boss

gains all the abiiities and bonuses listed on the relic card

eractly as though the,v u'ere printed on the rr-rode1's card.

Some relics may have a portrait of a specific dungeon boss

on its card; if it does, it may onl,v be chosen by the shorvn

dungeon boss.

BOSS FIGHT
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THE
MIGHTY
MONSTER
CHART
Once the dungeon boss is on

the dungeon, the Consul is

no longer able to advance the

Mighty Monster Chart. This

step is simply skipped during
the Consul's power-up phase.

BOSS FIGHT
CARD
A dungeon boss spawning is a

momentous event, and triggers events

that can change the nature ofthe
dungeon. Every dungeon boss includes

a boss fight card, Iisting unique rules that al1ect the game

once the dungeon boss has sparvned.

BOSS SPAUTN
Immediately after the boss spawns, resolve any effects

listed under Boss Spawn.

TIMEOUT
Immediatel.v after the boss has a number of wound tokens

equal to, or greater than, halfofthe number ofhearts on

its card, a timeout is triggered. Before any further actiotts

are carried out, perform all of the following steps:

1. The party ma)'choose one Hero and discard anr'

number of equipment cards from the backpack. The

chosen Hero Heals 1 (pg. 25) for each equipment

card discarded in this war.

2. The dungeon boss becomes immune to critical success

for the remainder of the game. It n'ill not su1ler

additional u,ounds or effects due to critical success.

3. Resolve any timeout effects listed on the Boss

Fight card.

A timeout is onl,v triggered once, even if the boss later

heals and then sufers enough wounds to trigger a

timeout additional times.
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AFFINITY
Every model has an alfinity with one or more of the

Goddess Crystals of Crystalia. A model may gain benefits

or suffer penalties based on its affinity. If a model has two
affinities, it is affected by affinity based game effects if
either affinity matches. If this results in a model gaining
both a benefit and a penalty, only the penalty is applied.

To use an area e$ect, first determine which models are

in squares that wiil be affected. Squares that the user

cannot draw line of sight to are not a{fected. \{hen
determining the squares u,hich will be affected by an area

effect, rnodels (friendl,v and enemli are not considered to
block line of sight. A11 rnodels that are rvithin the area are

considered to be affected simultaneously.

With the exception of Burst X, area ellects replace the

range of an action.

Ifthe area effect action requires an offense ro11, the n.rodel

using the action makes a single roll. Every model u'ithin
the area is allolr.ed to make a defense roll.

Friendl,v models, including the user, are not affected

b,v area effects unless they are S Aog,r.nt or ffi
Dangerous actions.

If a modei is affected by tra,o area effects simultaneoush'
the efiects are cumulative as long as the actions'
names are different, even if their effects are the same.

If the actions'names are the same, the effects are not
cumulative. For exarnple, the Royal Paladin ma1, use the

Iron Halo action as many times as it likes, but onI1'one

dice bonus from lron Halo will ever apply (the Paladin is
just rvasting action points by taking Iron Halo again).

BOO BOOTY 
;

Boo booty are a special type of monster. In addition to
its game card, each boo booty has a treasure card that is

shuffled into the Treasure Deck.

When a boo booty is drawn, replace the treasure chest

token with the boo booty token and game card. Any
additional treasure cards that were drawn are discarded.

A boo booty token is treated exactly as ifit were a

monster model and may be activated as normal. When a
boo booty is destroyed, the Heroes may draw a number
ofcards from the Treasure Deck during power-up equal
to the tile on which the boo booty was spawned (one

for the first tile, two for the second tile, and three for
the third tile). The Heroes select one treasure card and

discard the rest.

A boo booty is only spawned rthen treasure chests are

opened. Ifanother action or eI1ect causes a boo booty
card to be drawn, such as destroying a mini-boss (or even

defeating another boo bootl), discard the boo booty card
and draw again.
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Watch out little
,nonsters. Make sure
to stay spread out
whenever a Hero
with an area effect is
around-utiless you
want to get roasted!
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AREA EFFECTS
Some actions can hit multiple models all at tire same

time. These actions are called area effects.
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TANCE X
A Lance effect draws a straight line directly awal' from
the user's square along a distance of X. Every model

aiong this line is affected. Lance effects rnay not be

used along diagonals.

utAvE x
A Wave effect is centered on the user's square and

affects every square within X squares ofthe user,

including the user's square.

SWEEP X
A sweep efect hits every model within X squares of a

single side ofthe usert square along a straight line. Sweep

effects may not be used along diagonals.
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AURA X
An Aura efect is centered on the user's square and afects

every square within X squares of the user, including the

user's square. Auras remain in play, centered on and

moving with the user, until their next upkeep.
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RULE PRIORITY
If a game card, game eflect, or ability has a rule that is

contrary to the rules in this rulebook, the card or ability
always takes precedence.

SHAPESHIFT
A model with the Shapeshift

ability has trvo cards and two
models, one representing
its original form and one

representing its shapeshift

form. A rnodel alway's begins

the garne or is spawned using

its original form.

When the model is activated, it may choose to shapeshift

into its alternate form during its upkeep. Replace its card

with the card of its new form. Replace the model on the

dungeon map with the newform's model. The new model

must occupy at least one square that the previous model

occupied. If there is no room to place the new model it
maynot shapeshift.

The model retains all tokens and equipment it possesses

regardless of its form. The shapeshift form retains the

same model type as the original form.

Monsters that shapeshift are considered in play, and may

not spawn, as long as one of its forms is on the dungeon

map. Heroes do not draw loot when a monster shapeshifts

from one form into another. When spawning a monster

with shapeshift, the Consul must check to see which form
costs more skull points and pay that amount (the monster

still spawns in its original form, even if its shapeshift

form is more skull points).

STATUS EFFECTS
Status effects are negative effects that cause a model
to suffer a disadvantage. Status effects are typically
caused by actions. When this is the case, the model

only suffers the status effect if the action was

successful. When a model suffers a status effect, place

the appropriate status effect token on the model's card.

The modei suffers the effect until the token is removed,

at which point the effects immediately end. At the end

of a model's activation remove all status effect tokens

from it. A model may suffer multiple status effects but
rnay only ever have one of the sarne type. Status effects

are listed on the back cover for easv reference.

Note that a rnodel with a status effect listed in its
abilities causes the effect when completing a successful

offensive action, it does not suffer the effect. (L]niess

caused by another garne effectl)

TRAPS
Traps are a classic part ofany dungeon dive, and

the rules outlined here are designed to give you the
opportunity to add them to Super Dungeon: Explore
These rules are optional and must be agreed to by all
players before the game.

To add traps to 1'our dungeon, the Consul rolis I trto
red dice after Step 3 of Game Setup (after building the

dungeon). The number of stars rolled will be tl.re number

of trap tokens used in this game. The Consul takes their
collection oftrap tokens, places them face dou'n and then

shuftles them before selecting a number of trap tokens

equal to the number of stars roiled. In this H,a)-, er-en the

Consul does not know what dangers the traps holdl

The Consul then places the traps in the dungeon. Trr'tr

trap tokens ma,y not be placed rvithin four squares oi
each other. However, trap tokens may occup)'the sar.ne

square as other tokens, such as treasure chest tokens.

During the game, if a Hero enters a square adjacent to,

or containing, a trap token, flip it over and appll' the

effect. Monsters may rtove over or onto trap tokens but

r"rever interacl wilh lhem iu any rtay.

If there is a status eflect on the trap token, place it on

the Hero's card and the Hero gains that status eftect.

Status effects gained from traps do not go arr'a,v u'her.t

a Hero's actir.ation ends; they ma,v only be removed bv

rolling hearts, using potions, etc. However, if the trap
token <loes not have a status effect and iastead hat (p
then the Hero has effectively dismantled the trap and

may make use of the parts. Unless specified otheru'ise

by the adventure, the party will draw one additional
loot during the Power-Up phase.

Trap Token Fire effect, Bane effect d, Loot drqw.
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Remember, yau may use hearts
you roll to remove ststus effects

as well as remove waunds. Use

those hearts wisely! a!-l
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GAME.SIZE :

Super Dungeon: Explore easily scales to larger games

involving more players. When playing a 5 or 6 Hero
game, use four garne tiles instead of the usual three. The

fourth tile is added during setup. It must be connected to
the third tile, and may not be connected to the first tile.
Draw one additional treasure card for treasure chests and

boo booty encountered on the fourth tile than was drawn
in the third tile. The Heroes draw five loot for destroying
the spawning point on the fourth tile.

The Consul also selects one additional spawning point and

one ad&tional mini-boss. (Potentially two mini-bosses can

be spawned by the 5-6 Hero Mighty Monster Chart)

When the Consul spawns monsters at the start of the

game, spawn 8 skull points of S-Bit monsters from both
the first and the second spawning point (16 skull points of
8-Bit monsters total) instead of only spawning monsters

from the first spawning point.

During the Hero Turn, three Heroes activate instead of
two before proceeding to power-up. This reduces wait
time for players and helps to balance the Heroes against
the difficulty of the 5-6 Hero Mighfy Monster Chart.

Finally, simply use the Mighty Monster Chart for 5-6

Heroes and you're ready to go!

It is worth noting that this set only comes with three
spawning points, so expanding to a game this large will
require at least one expansion. A game of this size will
take significantly more time, so be prepared for an

entire evening ofSuper Dungeon: Explore!

SQUARE DUNGEONS
When playinga5-6 Hero game, you will have enough

tiles to creite a square dungeon instead ofa linear one.

Using such a square setup is an optional rule and must be

agreed to by all players. Designate a f,rst, second, third,
and fourth tile as usual for the purposes ofBoss Sightings

and placing the Start Token. When using such a board

setup, all spawning points and treasure chests grant loot
and treasure as ifthey were located on the second tile.

A square setup may interfere with certain expansion

components, such as those found in Pet Parade, but that's

why itt an optional rule. Ifyour group enjoys it, feel free

to make it work for you.

,2

MIGHTY MONSTER CHART
FOR 5-6 HEROES
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RESCUE THE PRINCE
A fiendish dungeon boss has made off with a
moderately handsome prince. Rescue him ard bring

him home!

SETUP
At the end of step 3. Build Dungeon, the Consul places

the prince token in any open square in the dungeon.

Then, one of the Hero players may move the prince

token up to 4 squares.

SPECIAL RUTES
A Hero adjacent to the prince token may use the Interact

basic action to remove the prince token from the dungeon

and place it on the Hero's card. A Hero carrying the

prince token may not Dash, and may not be placed using

actions or abilities (though it may be pushed, compelled,

etc.). At the end of the Hero Tirrn, if there is a Hero

carrying the prince token and the Hero did not activate,

it maymove up to 5 squares (following the normal rules

for movement).

1f a Hero carrying the prince token is destro,ved or

othern ise removed from the dungeon, place the prince

token on the square the Hero had previousl,v occupied.

Ever,v time a Hero targets the prince token rqith the

Interact actiot-t, the Consul must irnmediately advance

the N{ight,v Nlonster Chart, if able. Resolve all effects

of adr.ancilrg the Mighty Monster Chart (inciuding

spatning) immediately

HERO VICTORY
If a Hero carrying the prince token enters the same

square as the Start Token, the Heroes immediately win
the game.

CONSUL VICTORY
Ifone or more Heroes are destroyed, and the party does

not have enough remaining Princess Coins to revive all

destroyed Heroes, the Consul immediately wins.
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REFERENCE

T{ERO TURN SUMMARY STAIUS EFFECTS (PAGE 30)

Perform the following:
. Complete one Hero activation.
. Cornplete a second Hero activation.
. Poner-Up Phase.

CONSUL TURN SUMMARY
Perform the following:
. Activate all 8-Bit and super monsters that began the

Consul Turn in play for free.

. Activate up to 4 skull points of 16-Bit monsters, or 8-Bit

and super monsters spawned during this turn. (Monsters

may be activated in any order. e.g. mixing free and skull
point activations.)

. Power-Up Phase. (Remember to advance the Mighty

Monster Chart!)

ACTION ICONS (PAGE 15)

@ Offensive Action: Inflict a single wound if successful.

@ Support Action: Do not inflict wounds, only effects.

ft| Augment: May only target or affect friendll' models.

ffi D"t g..oos: May target and will afiect friendly and enemy models.

$ D"f"rrr.t May use attribute for defense rol1.

BASIC ACTIONS troo',rr
@ Magic Attactc aF Make an offensive action usingWIUL

@ tvt"l"" Attrckr tr@ Make an ofensive action using$R

@ ltissile Attack S m"X"an offensive action usingDfX

6D Dash: Move two squares.

@ Op"n Chest Open an adjacent Treasure Chest'

POTIONS ttoor,rr
Once per turn a Hero ma,v spend a Potion token to make a

potion action without spending action points'

@ S,rppo.t Potion: Make the listed @ suPPort action.

J Otr"rr.ir" Potion: Make the iisted @ offensive action.

@ a*".g"ncyPotion: Make the listed ffisupport action.

Green potions may only be used during the Consul's Turn.
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Ag BANE: A model sufering Bane discards the highest

result rolled anytime it makes a defense roll.

FIRE: A model suffering Fire suffers one wound

during its upkeep.

HEX: A model sufering Hex discards the highest

result rolled arytime it makes an offense ro11'

dl
\,$"/

E
tt ICE: A model suffering Ice may not use unique

actions.

-$, xNocxDoWN: A model suffering Knockdown

may not move or perform any other action until it
spends one action point or all of its movement points

to remove the Knockdown token'

6 POISON: A model suffering Poison reduces its total

number of action points by 1, to a minimum of 1.

@ SLOW: A model suffering Slot'halves its movement

points, rounding up.

fi nAUouLE: A model affected by Immobile may not

move during its next activation.

E. IMMUNE: STATUS EFFECTS: A model that is

Immune: Status Effects can never suffer the negative

effects of status effects. If a model that is suffering a

status effect gains Immune: Status Effects remove all

status effect tokens immediatelY.

13 IfrtuufvE X: A model t'ith Immune X is iumune to

the negative status effect shorvn by the icon. If a model

that is sufering a status effect gains Immune X to that

efect retnove the status effect token immediately e.g.

A model rvith @ is immune ro @ Poiror-,.


