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Average Party Level Damage/Healing 

1-4 1  

5-10 D4 

11-16 D8 

17-20 D12 

Class Resource Spent Damage Die 

Reduction 

Spell Slot 1 per spell slot 

level 

Ki Points 1 per 2 Ki points 

Rage 1 per Rage 

Channel Divinity 1 per Channeling 

Sorcery Points 1 per 2 Sorcery 

points 

Superiority Dice 1 per Superiority 

Die 

Bardic Inspiration 1 per Inspiration 

Channel Divinity 1 per Channeling 
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 First Room: Ace♦, Ace♠, 7♣, 7♠    Fight 7♠ barehanded, take 7 HP damage 

 

     
 Pick up Ace♦      Fight Ace♠, take 0 damage 

 

     
 Second Room: Ace♣, 3♦, 7♣, 8♣    Run!  
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 Shuffle       New Room: 4♣,  8♣ , 3♥,  3♦ 

 

     
 Fight 8♣,  Fight 4♣, no damage           Pick up 3♦, replacing the A♦ which is discarded 

 

     
 Next Room: 9♦, 7♣, 3♥, 7♦    Fight 7♣ with 3♦, take 4 HP Damage (7-3=4) 
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 Drink 3♥, to regain 3 HP           Pick up 7♦to replace 3♦ 

         Next Room: 9♦, 6♦, 9♣, 2♣ 

 

     
Fight 9♣ with 7♦, 2 damage. Fight 2♣. Pick up 6♦   Fight Joker with 6♦, 9 damage. Drink 8♥, Fight 5♣ 

 Next Room: 9♦, Joker, 5♣, 8♥    Next Room: 9♦, 9♥, 9♣, 2♦ 

 

     
Pick up 2♦, Fight 9♣ for 7 damage, drink 9♥              Pick up 9♦, fight A♣ for 5 damage, drink 2♥ 

 Next Room: 9♦, K♠, 2♥, A♣    Next Room: 5♠, K♠, Joker, Q♣ 
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 Too strong! Run!      Shuffle and deal new room. 

 

    
 Next Room: 6♠, 10♦, Q♠, K♣    Pick up 10♦ and go to the next room.  

With 9♦, Fight Q♠ for 3 dmg, 6♠ for 0 dmg   Next Room: 9♠, 10♥, 7♥, K♣ 

 

     
Drink 10♥ to restore 10 HP     With 10♦, fight K♣ for 3 damage 
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 Drink 7♥ to restore 7 HP     Next Room: 9♠, J♠, 8♦, 3♣ 

                     With 10♦, fight J♠ for 1 dmg, 9♠ & 3♣ for 0 dmg 

 

     
 Next Room: Q♣, 8♠, 8♦, 5♠     Next Room:, 5♥, 4♦, 6♣, 5♠ 

Pick up 8♦, fight Q♣ for 4 dmg, 8♠ for 0 dmg        Drink 5♥, With 8♦, fight 6♣ and 5♠ for 0 dmg 

 

     
 Next Room: 4♥, 4♦, 3♠,  4♠     Next Room:, 4♥,  J♣, K♠, 10♠ 

With 8♦, fight 4♠ and 3♠ for 0 dmg, Pick up 4♦           Fight K♠ for 9 dmg, drink 5♥, fight J♣ for 6 dmg 
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 Next Room: 6♥, Joker, 5♦, 10♠     Last Room! Joker, 2♠, 10♠, J♥ 

Drink 6♥, with 4♦ fight 10♠ for 6dmg, Pick up 5♦            

 

 

     
 Drink J♥ to restore 11 HP     With 5♦ fight Joker for 10 dmg 

         Fight 2♠ for 0 dmg. Escaped the dungeon! 

     

         Final Score: 7 (Party HP remaining) 


