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The Quest
Each of the Quests are designed for a group of 2 to
6 adventurers.
Each Quest has a specific Quest Objective. The
game ends when that Objective has been achieved,
or if the Quest fails!
To win, however, it will not be enough to simply
achieve the Objective; you will need to earn more
Victory Points than the other players! To obtain
Victory Points, players must achieve their
individual Character Goals shown on the cards in
the ‘Nine Alignment’s Deck’.

Whilst each of the Adventurers will work together to complete

the Quest, they will each be working towards their own
individual Goals! Who can be sure which character may slip
away at the wrong moment on a quest of their own, or to save
themselves at the expense of their fellow Adventurers?

Every Quest inludes:

How to win
Each objective shown on the cards of the ‘Nine
Alignment Deck’ corresponds to a certain number
of Victory Points (VP). At the end of the game,
reveal your objectives, check which ones have
been achieved, and count up the number of
Victory Points you have achieved.
Plus, as each Quest is unique, there may therefore
be other ways of earning PV.
Whoever has the most Victory Points is the
winner!

By the end of the Quest, one or more characters will emerge as 
the victor! It is up to you to plan your strategy and choose 
whether you will fight alone towards personal glory, or forge 
alliances that will require you to share the victory with your 
companions.
But be careful! Even the most trusted brother in arms could be a

treacherous double agent!

Introduction
the Game is a board game based on the “System Reference Document 5.1”, 

without narrator and totally compatible with the 5e.
Challenge your friends in a competitive, action and strategy Dungeon Crawler! Choose one of the many 
characters and prepare to face monstrous creatures, form alliances, prepare cunning plots, discover lost 
ltreasures and carry out dangerous raids into the darkness! 

- Characters Cards

- One or more maps
On each map, you will find all the elements needed to build the dungeon, the access points
from which adventurers will be able to enter, any other ways out, the position of the

Encounter Tokens and Treasure Tokens. All maps can be made using the Easy
Dungeon system!

Fate Cards ensure that 
every game is exciting and 

unpredictable! Each card 
details one of many 

unexpected events that 
could change to course of 

the game in an instant.

Treasure Cards
contain objects with
supernatural powers.

The Encounter Deck, describes
the creatures, their battle tactics
and their special abilities.

Nine Alignment’s Deck, on which the true
objective of your character is shown. None of
the adventurers will be pursuing the same
objective, but some goals are compatible and
allow alliances.



01 – Prepare for Adventure
There are a few, easy steps you need to follow to

start a game:
- Choose the Quest
- Draw a card from the Nine Alignments Deck
- Choose a Character
-Roll for the Initiative

A set of dice is required to play

Nine Alignments Deck
Every Character has a ‘moral alignment’. The Goals,
which you will randomly draw at the beginning of the
game, are guided by each moral alignment, and
represents the true purpose of your adventurer.
Draw a card from the Nine Alignments Deck before
starting the mission and do not reveal it to anyone
until the end of the game!
Each of the different Goals shown on the cards
of the Nine Alignments Deck corresponds to a
certain number of Victory Points (PV). At the
end of the game, reveal your goals, check which
ones have been achieved and count the victory
points you earned.

Characters
A skilled fighter? A devoted cleric? A shrewd and
deadly thief? Choose which character you prefer to
face the mission with.
Every adventurer has some peculiarities that are
shown on his card. Character skills can be crucial
in achieving your goals and winning the game.

ACTIOND and BONUS ACTIONS

The melee and ranged
attacks, spells, tricks and
other special abilities, are
classified as either Actions
or Bonus Actions. Here are
listed all the possible
actions that an adventurer
can perform in their turn.

HIT POINT (HP)

As your character suffers 
or recovers wounds, mark 
it here. 
The symbols
are used to keep track of 
failed or successful death 
throws.

ARMOR CLASS (AC)

Indicates how hard it is to 
hit the character. Its value 
indicates the score an 
attack must reach to harm 
the character

CLASS PRIVILEGES

Special abilities 
available to the class 
of the Character.

SAVING THROW (ST)

Inside this column
the ST modifiers are
recorded, linked to
each ability .

SPELLS and TRICKS

If a character has the
ability to cast spells
or carry out a trick,
these are described in
these boxes.

Counter

Character Card

SPEED

Indicates how far a 
character can move, in 
squares

INITIATIVE MODIFIER

The value you need to add 
to your initiative throw

description of 
the goals
and related
points earned

Character’s 
alignment
description

Some objectives are cumulative, others exclude the 
previous ones, others are progressive.

Nine Alignment Deck



To decide which player will choose their Character
first, all players must roll a 20-sided dice (D20).
Whoever gets the highest result gets to make first
choice of the available characters. Then it will be
the turn of the player who scored the second
highest roll, and so on. If two or more players get
the same result, those players must re-roll their
scores until there is a clear order.

Make note of the score each Player rolls – this will be needed to
determine the Initiative order later! Take the Character Card you
chose and the corresponding Counter.

Initiative
An Initiative Score establishes the order in which the
Adventurers will act.
Add each Character’s Initiative Modifier, shown on
the Character Card, to the roll made previously for
Character selection, creating each Character’s
Initiative Score. The player with the highest Initiative
Score will act first, then the second and so on,
through to the lowest result.

02 – Play the Quest
And now, let the adventure begin!

Each game is divided into rounds. Each round
consists of a number of turns. Each player acts in
their turn. The Round ends when all players have
acted, completing their turns.
The player who obtained the highest Initiative
Score goes first.
The access routes to the dungeon are indicated on
the map (access squares). Each player can decide
where to put their character, starting with the
player with the highest Initiative score, and so on.
Place the character's Counter on any unoccupied
access square.

Quit the Dungeon
It is possible to exit the dungeon at any time
during the game, by moving over an access squares
and declaring that you want to exit the game. If an
adventurer does so, they are removed from the
game and may take no further part in the Quest.

Once the Counters are all placed, one player must
draw a card from the Fate Deck, as explained in
the section below. This card details one of many
strange events that may be encountered in the
dungeon. Read the card aloud, and follow any
instructions given on the card.
You are now ready to begin the first round.
Every adventurer, in their turn, can do the
following things:
- move
- perform only one action
- perform only one bonus action
Once first player has completed all the actions he
wish or is able to make, it is the next player's turn,
and so on, always following the Initiative Score
order. All players will continue to act in this order,
round after round, until the end of the game.

End of the Game
The game ends when one of the following
conditions occurs:
- the Quest is completed.
- an event occurs which makes it impossible for
the characters to complete the Quest.
- there are no more Fate deck’s cards to draw.
- all adventurers are out of the game.

Access Squares
Characters begin play 
by occupying one of the 
squares around the 
numbered square.

Number indicates 
the maximum 
characters allowed 
to enter from that 
access.
During the game, to 
quit the Quest, you 
have to return to  
one of these squares.

Round 1

Take place following 
the  initiative  results 

to avoid confusion, 
but mark the score 

obtained by each 
player. It will be 

needed later, when 
you have to move 

together with  
creatures  you’ll find 

on the way

Bobby Solo

23

Little Tony

18

Jimmy Fontana

11

Al Carosio

7



03 – Fate Deck
Each of the cards that make up the Fate Deck
describes a random event, something unexpected,
that occurs in the dungeon whilst the adventurers
explore it.

Each card shows:

what is 
happening

what  you 
have to do

how to 
do it

At the start of each round, one player must
draw a Fate card, and read it to their
companions to discover what has occurred.
Follow the instructions given on the card. In the
first round, the player with the highest Initiative
order score will draw first. The Fate Deck passes
to the second player, who will draw again during
the second round, before any player takes their
turn. This will then move on to the next player in
the third round, and so on, until the end of the
game.
Some cards describe an event over which the
adventurers have no control; in this case, simply
follow the instructions as described.
In other cases, the player who drew the card will
have the opportunity to decide how to manage
the event. The player can compare with the
companions, to decide the right strategy to
follow. But remember, the player who caught
the card is the only one who can decide what
to do.

If your adventurer is incapacitated or
unconscious (see Descending to 0 Hit Points on p.
13), you cannot draw from Fate Deck and must
pass the hand to the next player.
After each card has been read, it must be discarded.
Unless otherwise specified on the card, the effects
of a card do not cancel those of previously drawn
cards.

Fate Cards and Creatures
Some of the Fate Cards bring the adventurers
face-to-face with the creatures that inhabit the
dungeon. Such cards will specify where to place
the first creature (see Placing Creatures on p. 6).

04 – Encounter Deck
Throughout each Quest, there will be many
occasions where the players must draw a card
from the Encounter Deck (For example, when an
adventurer has activated an Encounter Token, or
is instructed to do so via a Fate card, etc.). Each
card described one or more creatures, their
attack modes and any treasures they are carrying.

Bobby 
Solo

23

Little 
Tony

18

Jimmy 
Fontana

11

Al Carosio

7

Bobby 
Solo

23

Little 
Tony

18

Jimmy 
Fontana

11

Al Carosio

7

FIRST ROUND
Bobby draws from the deck of Fate

SECOND ROUND 
Now it's Little's turn to draw

Counter

Name and 
Alignment

Dice roll modifiers

Actions that can be 
performed during the 

Turn, weapon roll 
modifiers and 

damage caused

Treasures
carried

Description
of how their will act

Armor Class, Initiative
Modifier, Speed and Hit 

Points

Number of
Creatures

The creatures can be friendly, indifferent or
hostile. If they are friendly or indifferent you will
find described on the card how they will behave. If
instead they should be hostile, prepare weapons,
for it's time to fight!
A creature, if attacked, always becomes hostile
towards the attacker.



Place the Creatures
When a card is drawn from the Encounter Deck,
one or more creatures emerges from their hiding
place. Place their counter in the indicated square. If
the Encounter Card indicates that more then one
creature appears, place any more creatures near
the first one, occupying the adjacent squares first.
Roll a dice to determine which one.

In the fury of battle, it is impossible to predict
every possible scenario. A card may place a
creature in a square that is occupied, or on the far
side of a solid wall, or in some other way that
would not make sense in the context of the
adventure.
If the square you have been instructed to place the
creature is occupied, you must move the creature
to the nearest equivalent empty square. If at all
possible, this should be a square in which the
creature can carry out any actions described on the
Fate or Encounter Card. If available, you must
place the creature in one of the squares adjacent to
the intended square. If the adjacent squares are
also unavailable, you should then place the
creature two or more squares away. If there are a
number of squares equally available, roll a dice to
decide in which one to place the creature.

For example, a Fate Card informs you that a creature leaps out of
the dark and attacks your character! The card instructs you to
place the creature in the square directly in front of your
Character. However, that square is occupied. The creature could
instead be placed in one of the front diagonal squares, or to one
side of the Character – any square in which the creature could
still ‘leap out and attack’. It would be against the ‘spirit’ of the
card to place the creature on the far side of an impassible wall,
therefore players should always try to place creatures in such a
way as to allow the ‘narrative’ of the Quest to proceed as
intended.

First Creature

Second Creature

Thitd Creature

Adventurers

Encounter Token
The Encounter Tokens indicate
the squares where monstrous
creatures await adventurers,
hiding in the dark.
They are activated when an
adventurer enters a 3-square
radius from that occupied by
the Token.

To activate the token it is not necessary to be in
line with an adventurer.

The meeting marker occupies the square, so it is not
possible to cross it or stand on that square

When an adventurer approaches and activate a
Token, you temporarily interrupt the
adventurer's movement and draw a card from
the Encounter Deck. Place the creature's tokens,
then finish the movement and any other actions
on the adventurer's turn.
The first creature must be placed instead of the
Token.

First Creature

Second Creature
Third Creature



Creatures Initiative

Some cards indicate that more creatures appear. In
this case, roll once for all creatures and consider
them at the same level of initiative.

Undecided? Roll a Dice!
attempting to apply a game rule, it is possible that
there will be several equally valid interpretations.
For example you have to place a creature's counter
on the board, but there are more equidistant
squares. Or a creature has to attack, but there are
more adventurers at the same distance.
In all these cases, roll a die to choose the various
options.

Attack Mode
Any hostile creatures will move towards the
nearest adventurer within line of sight, provided
that they are not incapacitated or have lost
consciousness, and attempt to attack them in close
combat (see Distances, Line of Sight and Areas of
Effect on page 9).
Any non-hostile creature in line of sight is a valid
target for attacks by hostile creatures against the
adventurer group.
Once the Hostile Creature’s target has been
identified, the creature will continue to attack their
target until the target’s Hit Points are reduced to 0,
or another target is becomes closer.
If there are no adventurers in a hostile creature’s
line of sight, the creature remains stationary.

Some creatures have special abilities or favorite
strategies. If an alternative attack mode is
described on the Creature Card, follow the
instructions on the card. If this is not applicable for
some reason, follow the rules governing creatures
as described above.

Encounter Sheet
Encounter Sheet is a tool to aid the players in
managing the creatures encountered in the game.
Using the Encounter Sheet, you can keep track of the
HP of each creature, note down who they are each
attacking, and, if the card indicates that more
creatures appear, order their actions. The creatures,
will all act at the same level of initiative, but not
simultaneously.

Add the Encounter Sheet to the initiative circle, indicating the

point within the Round they will take their actions.

Make Creatures Act
The player with the initiative score immediately
above that of the creatures is responsible for
moving the creatures, making any attacks they will
make, as described above, and rolling the dice on
their behalf. The player simply follows the rules
described above, or as detailed on the Encounter
or Creature Cards.
In the event that a situation arises where the rules
are not clear as to how a Creature should act, then
the controlling player must make the decision on
their behalf.

Rules Exceptions
Some of the explanations given on the cards may
go against the basic rules of the game. When this
happens, always give priority to the information
on the card.

Bobby Solo

23

CREATURE 19

Little 
Tony

18

Jimmy 
Fontana

11

Al Carosio

7

Roll an initiative dice
and add the modifiers
shown on the card.
The result indicates
when the creature is
acting on the round.
Enter your turn in
order to initiative ‘s
roll established at the
start of the game.

Defeat a creature
Some Quest award Victory Points to those who
strike the death blow to a creature.
Each time you remove a creature from the game,
take its counter and place it next to your card. This
will allow you to keep track of the creatures your
character has killed.

I II



05 - Treasures
During the exploration of the dungeon you may
find Treasures: magic potions, weapons, enchanted
objects, etc.
Each of these objects corresponds to a Card and a
Token. When you get a Treasure, take the card that
describes it and place it next to your Character
card.

The positions of some Treasures are shown on the
map. The mission will give you an indication of
which Tokens to use. Mix them well and, without
turning them over, position them so you don't
know which treasure is stored at each location.
A Treasure Token does not occupy the square, it is
possible to both to pass through and to stop on
that square.

If a Treasure is dropped, whether because its
owner is removed from the game or because he
decides to abandon it, mark the point on the map
with the corresponding Treasure Token. That
treasure may then be collected by another player,
should they wish to do so.

Collecting a Treasure is a bonus action, which an
adventurer can take once he has occupied the
square where the Treasure is located. Remove the
Token and take the card that describes the
Treasure.

Selling a Treasure that you own to another
adventurer is a bonus action. The adventurer must
occupy a square adjacent to yours. The adventurer
receiving the Treasury has not to use any action to
take it.

Stealing a Treasure from a non-consenting
creature or adventurer is a bonus action, but you
can only do so if the adventurer is incapacitated or
unconscious and occupy an adjacent square.

Using Treasure iI is enough to carry it. The effect
is described on the card. Some treasures, such as
magic wands, need to perform an action whenever
you want to activate them.

Creatures and Treasures
Some creatures carry a Treasure. They may be
able to use it or maybe carry it with them just
because… it sparkles!
On each of the Encounter Cards, you will find
details as to whether the creature holds a
Treasure, and which specific treasure that may be.
If you defeat the creature, place the corresponding
Treasure token in the square that the creature
previously occupied. That treasure may then be
collected by any adventurer who wishes to do so,
providing they are spend the required action to do
so!.
In the event that the card indicates that more than
one creatures appear, place the Treasure Token in
the square previously occupied by the last creature
generated by the Encounter Card. If multiple
creatures are removed at the same time, roll a dice
to decide which of them held the Treasure.

Types of Treasures
There are different types of Treasures, each with
their own particular characteristics. Unless
otherwise specified, only the owner can use or
benefit from the advantages provided by a
Treasure Card.
A Magical Object can have different functions. To
use it, is enough to get it.

Potions and Scrolls can only be used once, but
their effects can be transferred to another creature
as long as it is within the indicated range.
Wands must be activated. The type of action is
specified on the card.
Weapons give the ability to perform particular
attack actions. Use the bonuses and damage
specified on the card.
Once the authorized uses of the Treasury are
exhausted, the Card must be discarded.

Token

Treasure Card

Kind of Trasure

Effects



06 - Distances, Line of Sight and Areas of        
Effect
The distances are calculated in squares in order
to make the movement simple and intuitive.
Whether you are making a movement, drawing

the radius of a spell and so on, a distance is always
calculated in the same way:
- each square in a straight line is 1
- the squares diagonally after the first count 2

The distance equals the sum of the values of the
squares

Line of sight is useful for understanding what an
adventurer or creature can see. It is not possible to
see through solid objects, but to ensure that a
target is not visible, the square it occupies must be
hidden by the obstacle that stands in between.
Creatures and adventurers do not block line of
sight.

Areas of Effect: Each time a given radius is
indicated, this indicates all the squares that can be
reached with an equivalent movement.

in vista

non in vista

Radius 1

Radius 2

Radius 3

A line extends
from its point of
origin on a
straight path
along its entire
length. The
covered area is
formed by all the
squares touched
by the line. The
point of origin of
the line is not
included in its
area of effect,
unless you decide
otherwise.

A cone extends
from its point of
origin in a
direction of your
choice. The width
of a cone at a
given point is
equal to the
distance of that
point from the
origin.

The area of effect of a cone specifies its maximum
length. The point of origin of the cone is not
included in its area of effect, unless you decide
otherwise.



In compliance with the Open Gaming License,
Version 1.0a, which authorizes the copying,
modification and distribution of the file known as
System Reference Document 5.1, chapters 07-
08-09-10 are an extract from this document.
The reasons why we chose to use an already well
known and widely tested system to govern several
key game dynamics are as follows :
- Is a familiar system to those who are already
experienced players.
- introduce new recruits to the most famous role-
playing game in the world who never tried.
- allow, with advanced rules, to customize the
game.
As already mentioned, chapters 07 to 10 are an
excerpt from the System Reference Document 5.1.
We made this decision as this is a board game,
whose dynamics do not require the complexity of a
full role-playing game. Only the parts shown here
are functional to the game.
Some parts of the chapters listed above refer to
rules that we decided not to use. Therefore, those
sections have been removed, or replaced. In order
to be clear, the original text was reported as
published in the System Reference Document 5.1,
where possible. Where sections were removed,
this has been indicated with a (..). Where sections
have been edited, this is indicated in italic text.

07 - The Round
A typical combat encounter is a clash between two
sides, a flurry of weapon swings, feints, parries,
footwork, and spellcasting. The game organizes the
chaos of combat into a cycle of rounds and turns. A
round represents about 6 seconds in the game
world. During a round, each participant in a battle
takes a turn. The order of turns is determined at
the beginning of the game, when everyone rolls
initiative. Once everyone has taken a turn, the fight
continues to the next round if neither side has
defeated the other.

Your Turn
On your turn, you can move a distance up to your
speed and take one action. You decide whether to
move first or take your action first. You can forgo
moving, taking an action, or doing anything at all
on your turn.

Bonus Actions
Various class features, spells, and other abilities
let you take an additional action on your turn
called a bonus action. You can take only one bonus
action on your turn, so you must choose which
bonus action to use when you have more than one
available.
You choose when to take a bonus action during
your turn, unless the bonus action’s timing is
specified, and anything that deprives you of your
ability to take actions also prevents you from
taking a bonus action.

You can open or close a door as a bonus action.
Just remember to mark on the map if the door is
open or closed for the line of sight. Open doors do
not block the line of sight in any way.

Reactions
Certain special abilities, spells, and situations
allow you to take a special action called a reaction.
A reaction is an instant response to a trigger of
some kind, which can occur on your turn or on
someone else’s. The opportunity attack is the most
common type of reaction.
When you take a reaction, you can’t take another

one until the start of your next turn. If the reaction
interrupts another creature’s turn, that creature
can continue its turn right after the reaction.

Movement
In combat, characters and monsters are in
constant motion, often using movement and
position to gain the upper hand.
On your turn, you can move a distance up to your
speed. You can use as much or as little of your
speed as you like on your turn. You can move either
in a straight line or diagonally, but remember that
in this case the squares after the first one are
double.
However you’re moving, you deduct the distance
of each part of your move from your speed until it
is used up or until you are done moving.
A square can only be occupied by one creature at a
time. You can therefore neither cross nor stand in a
busy square.



Breaking Up Your Move
You can break up your movement on your turn,

using some of your speed before and after your
action. For example, if you have a speed of 6
squares, you can move 2 squares, perform your
action, and then move 4 squares (30 feet, you can move

10 feet, take your action, and then move 20 feet).

Moving between Attacks
If you take an action that includes more than one
weapon attack, you can break up your movement
even further by moving between those attacks.
For example, a thief who makes two attacks with
two weapons and has 6 squares speed, could move
2 squares, attack, move 4 squares and then attack
again (a fighter who can make two attacks with the Extra

Attack feature and who has a speed of 25 feet could move 10

feet, make an attack, move 15 feet, and then attack again).

Actions
During your turn you can take one of the following
actions:

Attack
The most common action to take in combat is the
Attack action, whether you are swinging a sword,
firing an arrow from a bow, or brawling with your
fists.
With this action, you make one melee or ranged

attack. See the “08-Making an Attack” section for
the rules that govern attacks.

Cast a Spell
Spellcasters such as wizards and clerics, as well
as many monsters, have access to spells and can
use them to great effect in combat. Each spell has
a casting time, which specifies whether the caster
must use an action, a reaction, or a bonus action.
Casting a spell is, therefore, not necessarily an
action. Most spells do have a casting time of 1
action. See the "10-Casting a Spell“ section for
specific rules.

Dash
When you take the Dash action, you gain extra

movement for the current turn. The increase
equals your speed, after applying any modifiers.
With a speed of 6 squares, for example, you can
move up to 6 squares more on your turn if you
dash.

Any increase or decrease to your speed changes
this additional movement by the same amount. If
your speed of 6 squares is reduced to 3 squares,
for instance, you can move up to 3 squares this
turn if you dash.

Dodge
When you take the Dodge action, you focus

entirely on avoiding attacks. Until the start of your
next turn, any attack roll made against you has
disadvantage, and you make Dexterity saving
throws with advantage. You lose this benefit if you
are incapacitated or if your speed drops to 0.

08 – Making an Attack
Whether you’re striking with a melee weapon,

firing a weapon at range, or making an attack roll
as part of a spell, an attack has a simple structure:

1. Choose a target. Pick a target within the line
of sight and in your attack’s range: a creature,
an object, or a location.

2. Resolve the attack. You make the attack roll.
On a hit, you roll damage, unless the
particular attack has rules that specify
otherwise. Some attacks cause special effects
in addition to or instead of damage. The
creatures cause a fixed number of damage, as
described on their card.

Advantage and Disadvantage
Sometimes a special ability or spell tells you that
you have advantage or disadvantage on an ability
check, a saving throw, or an attack roll. When that
happens, you roll a second d20 when you make
the roll. Use the higher of the two rolls if you have
advantage, and use the lower roll if you have
disadvantage. For example, if you have
disadvantage and roll a 17 and a 5, you use the 5.
If you instead have advantage and roll those
numbers, you use the 17.



Attack Rolls
When you make an attack, your attack roll

determines whether the attack hits or misses. To
make an attack roll, roll a d20 and add the
appropriate modifiers. If the total of the roll plus
modifiers equals or exceeds the target’s Armor
Class (AC), the attack hits. The characters and
monsters AC is marked on their card (The AC of a

character is determined at character creation, whereas the AC
of a monster is in its stat block).

Modifiers to the Roll
The modifiers that each character must apply when
making a hit roll are shown on his card.
When a monster makes a hit roll, use the modifier

provided in its card.

Some spells also require a hit roll. The modifier
used for this kind of attack is already on the
character card.

Saving Throw
A saving throw—also called a save—represents an
attempt to resist a spell, a trap, a poison, a disease,
or a similar threat. You don’t normally decide to
make a saving throw; you are forced to make one
because your character or monster is at risk of
harm.
To make a saving throw, roll a d20 and add the
appropriate ability modifier. For example, you use
your Dexterity modifier for a Dexterity saving
throw.
If the result is equal to or higher than the Difficulty
Class, the saving throw is successful.
The Difficulty Class (DC) of a saving throw is
determined by the effect.
The result of a successful or failed saving throw is
also detailed in the effect that allows the save.
Usually, a successful save means that a creature
suffers no harm, or reduced harm, from an effect.

Ranged Attacks
When you make a ranged attack, you fire a bow or

a crossbow, hurl a handaxe, or otherwise send
projectiles to strike a foe at a distance. A monster
might shoot spines from its tail. Many spells also
involve making a ranged attack.

Range
You can make ranged attacks only against targets

within a specified range.
If a ranged attack, such as one made with a spell,
has a single range, you can’t attack a target beyond
this range.
Some ranged attacks, such as those made with a
longbow or a shortbow, have two ranges. The
smaller number is the normal range, and the larger
number is the long range. Your attack roll has
disadvantage when your target is beyond normal
range, and you can’t attack a target beyond the
long range, while you can't attack a target beyond
the long range.

Ranged Attacks in Close Combat
Aiming a ranged attack is more difficult when a
foe is next to you. When you make a ranged attack
with a weapon, a spell, or some other means, you
have disadvantage on the attack roll if you are in a
square adjacent to the one occupied (within 5 feet) of
a hostile creature who isn’t incapacitated.

Melee Attacks
Used in hand--to--hand combat, a melee attack
allows you to attack a foe in an adjacent square
(within your reach).

A melee attack typically uses a handheld weapon
such as a sword, a warhammer, or an axe.
A typical monster makes a melee attack when it
strikes with its claws, horns, teeth, tentacles, or
other body part.
A few spells also involve making a melee attack.

09 – Damage and Healing
Injury and the risk of death are constant
companions of those who explore fantasy gaming
worlds. The thrust of a sword, a well-placed arrow,
or a blast of flame from a Burning Hands spell all
have the potential to damage, or even kill, the
hardiest of creatures.

Hit Points
Hit points represent a combination of physical and
mental durability, the will to live, and luck.
Creatures with more hit points are more difficult to
kill. Those with fewer hit points are more fragile.



A creature’s current hit points (usually just called
hit points or HP) can be any number from the
creature’s hit point maximum down to 0. This
number changes frequently as a creature takes
damage or receives healing.
Whenever a creature takes damage, that damage

is subtracted from its hit points. The loss of hit
points has no effect on a creature’s capabilities
until the creature drops to 0 hit points.

Damage Rolls
Each weapon, spell, and harmful monster ability
specifies the damage it deals. You roll the damage
die or dice, add any modifiers, and apply the
damage to your target. Magic weapons, special
abilities, and other factors can grant a bonus to
damage.
When attacking with a weapon, you add the

modifier you find on the character card to the
damage roll.
A spell tells you which dice to roll for damage and
whether to add any modifiers.
If a spell or other effect deals damage to more
than one target at the same time, roll the damage
once for all of them. For example, when a wizard
casts Burning, the spell’s damage is rolled once for
all creatures caught in the blast.

Damage Resistance and Vulnerability
Some creatures and objects are exceedingly
difficult or unusually easy to hurt with certain
types of damage.
If a creature or an object has resistance to a
damage type, damage of that type is halved against
it. If a creature or an object has vulnerability to a
damage type, damage of that type is doubled
against it.
Resistance and then vulnerability are applied after
all other modifiers to damage.

Healing
Unless it results in death, damage isn’t permanent.
Some special abilities can restore a creature’s hit
points, and magical methods such as a Cure
Wounds spell or a Healing Potion can remove
damage in an instant.
When a creature receives healing of any kind, hit

points regained are added to its current hit points.
A creature’s hit points can’t exceed its hit point 

maximum, so any hit points regained in excess of 
this number are lost. 
For example, a Alena grants Kamal 8 hit points of 
healing. Kamal has 5 current hit points and has a hit 
point maximum of 10, Kamal regains 5 hit points from 
Alena, not 8.

Dropping to 0 Hit Point
When a character drops to 0 hit points he is 
incapacitated. This means that his movement is 
halved and he cannot perform actions of any kind, 
including bonus actions or reactions.

A creature / monster that drops to 0 hit points is 
removed from the game.

Falling Unconscious
To be unconscious means:

-he cannot perform actions, move or talk, and he is
unaware of what is happening around him
-drops anything you hold and falls prone
-the save rolls for Strength and Dexterity fail
automatically
-Any attack roll against the character have an
advantage

Death Saving Throws
Whenever you start your turn with 0 hit points,

you must make a special saving throw, called a
death saving throw, to determine whether you
creep closer to death or hang onto life. Unlike
other saving throws, this one isn’t tied to any
ability score. You are in the hands of fate now.

Roll a d20. If the roll is 10 or higher, you succeed.
Otherwise, you fail. A success or failure has no
effect by itself. On your third success, you gain 1 hit
point. On your third failure, you die. The successes
and failures don’t need to be consecutive; keep
track of both until you collect three of a kind. The
number of both is reset to zero when you regain
any hit points or become stable.

Damage at 0 Hit Point
If you take any damage while you have 0 hit
points, you suffer a death saving throw failure.



10 – Casting a Spell
When a character casts any spell, the same basic

rules are followed, regardless of the character’s
class or the spell’s effects.

Casting Time
Most spells require a single action to cast, but

some spells require a bonus action or a reaction.

Targets
A typical spell requires you to pick one or more
targets to be affected by the spell’s magic. A spell’s
description tells you whether the spell targets
creatures, objects, or a point of origin for an area of
effect (described below).

A Clear Path to the Target
To target something, you must have a clear path to

it. The target must, therefore, be in line of sight.

Targeting Yourself
If a spell targets a creature of your choice, you can
choose yourself, unless the creature must be
hostile or specifically a creature other than you. If
you are in the area of effect of a spell you cast, you
can target yourself.

Saving Throws
Many spells specify that a target can make a
saving throw to avoid some or all of a spell’s
effects. The spell specifies the ability that the target
uses for the save and what happens on a success or
failure.
The DC to resist one of your spells is shown on the
character sheet, while in the case of monsters or
objects in the card that describes them (equals 8 + your

spellcasting ability modifier + your proficiency bonus + any
special modifiers).

Attack Rolls
Some spells require the caster to make an attack
roll to determine whether the spell effect hits the
intended target. Your attack bonus with a spell
attack is shown on the character card (equals your

spellcasting ability modifier + your proficiency bonus).

Most spells that require attack rolls involve ranged
attacks. Remember that you have disadvantage on
a ranged attack roll if you are in an adjacent square
(within 5 feet) of a hostile creature that isn’t
incapacitated.

Areas of Effect
Spells such as Burning Hands cover an area,
allowing them to affect multiple creatures at once.
A spell’s description specifies its area of effect,
which typically has one of five different shapes:
cone, line, or range (06-Areas of Effect _p 9).
Every area of effect has a point of origin, a
location from which the spell’s energy erupts. The
rules for each shape specify how you position its
point of origin. Typically, a point of origin is a point
in space, but some spells have an area whose
origin is a creature or an object.
A spell’s effect expands in straight lines from the
point of origin.

A spell expands to the limit of its area, even at points 
where the caster has no line of sight, unless there are 
solid obstacles that completely block it.

Hit

Not hit
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