
Infinity Dungeon - a Level 9 Games Casual RPG by D. Brad Talton Jr. 

����������	�
����
a Level 99 Games RPG by D. Brad Talton Jr. 

 

�
 

Permission is granted to reproduce this document for personal use only. This document may not be 
transferred, posted, mailed or sold without explicit written permission from Level 99 Games. 

 
The latest version of this document can be downloaded freely at 

www.lvl99games.com/infinitydungeon�  



Infinity Dungeon - a Level 9 Games Casual RPG by D. Brad Talton Jr. 


�������  

In Infinity Dungeon, the player characters take 
on the role of raiders exploring a lost dungeon 
or unknown size, trying to claim as much 
treasure as they can. The players will be armed 
with spells and magical tools that are randomly 
generated, making each experience unique and 
each encounter fantastic. 
 
Like most role-playing games, there is no 
definite 'winner' at the end of the dungeon. As 
long as everyone has fun, you should consider 
your game a success. If you or your players 
have not played any social role-playing games 
before, you may want to think of Infinite 
Dungeon as a cooperative storytelling exercise, 
rather than a competitive game. 
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Infinity Dungeon is a casual role-playing game 
that can be played with just a single d6, this 
rulebook, some paper and pencils, and the 
iPhone utility applications RPG Dungeon 
Room, RPG Treasure Box, and RPG 
Spellbook, available from Level 99 Games in 
the app store. 
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Read these entire rules before starting the game. 
 
For each player, you will need a character sheet. You can make the character sheets in advance, or you 
can give them to the players to make by themselves before the game starts. A character sheet does not 
need to be fancy—you can use a simple piece 
of paper. Alternatively, you can print copies of 
the character sheet provided at the end of this 
document. 
 
Next, use the application RPG SpellBook to fill 
in your character sheet. Randomly generate five 
spells for each player. Assign these spells the 
numbers 1, 2, 3, 4, and 5, one number per spell, 
with no number being used twice. These 
numbers are called Effective Power (EP) and 
will be used to determine how strong the spells 
are. Naturally, higher numbers symbolize a 
more effective spell. 
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Finally, use the application RPG Treasure Box to randomly generate three pieces of equipment. Assign 
these equipments the numbers 2, 3, and 4 respectively, one number per piece, with no number used 
twice. Make sure that no two pieces of equipment cover the same area (a player can't have two helmets 
or two pairs of boots). The exception to this rule is weapons, of which a player can carry two, and 
trinkets (cards, necklaces, rings, bandanas, etc.) of which a player can carry any number. 
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Once each player is set up with 5 spells and 3 pieces of equipment, you are ready to begin the game. 
 
Elect one player as the Game Master. He will be controlling the dungeon. He reveals a room (see 
Revealing a Room below), and designates it as the starting point of the dungeon. After the first room, 
play proceeds in turns, until the players decide that they have delved far enough into the dungeon, or 
are unable to continue with their current resources of magic and tools. 

Revealing a Room 
The player who is the Game Master should open the RPG Dungeon Room application, randomly 
generate a room, and read the result silently to himself. Then he should open the RPG Treasure Box 
application and generate one treasure box. Once he is familiar with the room and its treasures, he 
should read its description to the players, taking care to blend in the description of traps and treasures 
with the room, without giving away their nature. 

Taking Turns 
At this point, the players are free to enter the room and explore. Play begins with the player to the GM's 
left. If there are aggressive monsters in the room, they attack the player whose turn it is currently, until 
they are defeated. If a player begins his turn and there are no monsters in the room, he may take any of 
the following actions: 
�  Interact with an object (attempt to pick up something). 
�  Attack a non-aggressive monster. 
�  Leave the room and enter a new room (or go back to a previous room). 
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Interacting with Traps 
If a player tries to take an object, and that object turns out to be a trap, then the trap springs on that 
player! The GM should read the trap's entire entry to
decide on and use one of his spells or equipment pieces to try and evade the trap, explaining how the 
powers of the equipment or spell nullify the effects of the trap.
 
After the explanation is made, the 
roll is lower than or equal to the EP of the player's action, then the player gets away from the trap 
unharmed. If the trap's roll is higher, then the player takes damage equal to the dif
EP and the trap's roll. 
 
The spell or equipment piece used to defend against the trap is spent, and cannot be used for the rest of 
the dungeon. 

Picking Up Treasures 
When a player picks up an item, and the item is a treasure, it is 
item is a magical treasure (a piece of equipment) then he may immediately equip it and use it in later 
encounters in the dungeon. A player cannot pick up equipment that he cannot immediately equip. A 
player can only carry two weapons, and one of each other type of equipment (except trinkets, of which 
he can carry any number). If a player has spent equipment, or equipment he does not wish to use, he 
may drop the old equipment in order to pick up the new.

Once the player picks up a piece of equipment, roll a d6 and subtract 1. This roll is the new effective 
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If a player tries to take an object, and that object turns out to be a trap, then the trap springs on that 
player! The GM should read the trap's entire entry to the player aloud, for all to hear. The player must 
decide on and use one of his spells or equipment pieces to try and evade the trap, explaining how the 
powers of the equipment or spell nullify the effects of the trap. 

After the explanation is made, the GM should roll a d6, subtracting 2 from the results. If the modified 
roll is lower than or equal to the EP of the player's action, then the player gets away from the trap 
unharmed. If the trap's roll is higher, then the player takes damage equal to the dif

The spell or equipment piece used to defend against the trap is spent, and cannot be used for the rest of 

When a player picks up an item, and the item is a treasure, it is added to the player's inventory. If the 
item is a magical treasure (a piece of equipment) then he may immediately equip it and use it in later 
encounters in the dungeon. A player cannot pick up equipment that he cannot immediately equip. A 

carry two weapons, and one of each other type of equipment (except trinkets, of which 
he can carry any number). If a player has spent equipment, or equipment he does not wish to use, he 
may drop the old equipment in order to pick up the new. 

r picks up a piece of equipment, roll a d6 and subtract 1. This roll is the new effective 
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the player aloud, for all to hear. The player must 

decide on and use one of his spells or equipment pieces to try and evade the trap, explaining how the 

GM should roll a d6, subtracting 2 from the results. If the modified 
roll is lower than or equal to the EP of the player's action, then the player gets away from the trap 
unharmed. If the trap's roll is higher, then the player takes damage equal to the difference between his 

The spell or equipment piece used to defend against the trap is spent, and cannot be used for the rest of 

 

added to the player's inventory. If the 
item is a magical treasure (a piece of equipment) then he may immediately equip it and use it in later 
encounters in the dungeon. A player cannot pick up equipment that he cannot immediately equip. A 

carry two weapons, and one of each other type of equipment (except trinkets, of which 
he can carry any number). If a player has spent equipment, or equipment he does not wish to use, he 

r picks up a piece of equipment, roll a d6 and subtract 1. This roll is the new effective 
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power of the equipment. If the 
result is a 0, re-roll until a 
number higher than zero results. 
If a player finds that his new 
equipment is weaker than the 
equipment he discarded, he may 
not switch back immediately, but 
may choose to do so on his next 
turn. Once equipment's EP is 
rolled, it remains the same for the 
rest of the game, no matter how 
many times it is dropped or 
picked up. 

Entering a New Room 
When a player chooses to reveal 
a new room, any number of 
players in the same room as he is 
may choose to move along with 
him into the new room. The GM 
reveals a new room in the same 
way as described above, and any 
aggressive monsters in the room 
will attack the player. He may 
then (if he comes out of the 
monster encounter unscathed), 
make any other action except 
revealing a new room. 

Fighting Monsters 
Monsters are a feature of many rooms, and come in two varieties, aggressive and passive. Aggressive 
monsters will attack players, while passive monsters will only interfere if provoked, and may even be 
spoken to or interacted with without direct combat. From a monster's description, it will likely be 
obvious which variety it is. 

Aggressive Monsters 
As long as an aggressive monster is in the room, it will attack the player whose turn it currently is, 
before that player is able to make any action. If the player defeats or matches the aggressive monster, 
he may make another action of his choice before ending his turn. 

Passive Monsters 
Passive monsters will not attack unless provoked. Players can interact with, trade with, talk to, or fight 
these passive monsters. What the monsters do and say in each situation is up to the current GM. They 
may decide to simply fight, or perhaps run away, or offer gifts, bribes, or threats. 
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Fighting 
To determine the result of an attack with a monster, a player chooses one of his spells or equipments, 
and describes how he will use that spell or equipment to defeat the monster. Then the GM rolls a d6 
and subtracts 1 for it (add 1 instead for 'boss' monsters). Compare the player's EP to the monster's 
modified dice result to determine the result of battle: 

�  Player < Monster – the player does not defeat the monster, and takes damage equal to the 
difference between the monster's dice and his own. 

�  Player = Monster – the player and monster have matched powers, and no one has emerged the 
victor. The monster is not defeated, but it has been held off. If this is an aggressive monster, the player 
take another action (other than fighting) this turn. 

�  Player > Monster – the monster is 
killed or otherwise rendered incapable of 
fighting further, and is considered defeated. 
The player may pick up any equipment or 
treasure the monster was guarding. If this was 
a passive monster, the player's turn ends after 
he picks up any equipment or treasures. 

Helping Others 
Sometimes its good to have help 
from your allies. When a player in 
the same room is battling a monster, 
you can contribute your spells or 
equipments to the effort. Just say that you're helping, 
choose one piece of your gear or one spell, and describe 
how you're going to use it to aid your ally's attack (or aid 
in his defense from a trap). The EP of your spell or tool is 
added to your ally's action. 

Special Bonuses 
When multiple players combine their powers, they may be 
awarded a synergy bonus at the discretion of the GM 
alone. The synergy bonus grants an additional +1 to the 
total EP of the action. Synergy bonuses should be awarded 
to actions that complement each other. For example, one 
spell might create a pond of poisonous water, while another 
might make monsters extremely thirsty. Together, these two 
spell complement each other well enough that their joint 
effect is more useful than the sum of its parts. 

Effectiveness Bonus 
When an action seems almost tailor-made to solve the problem 
at hand, the GM may award an effectiveness bonus. The 
effectiveness bonus grants an additional +1 to the total EP of an 
action. Effectiveness bonuses should be awarded to actions that 
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work especially well. Using a lightning bolt to clear a pool of snakes, or a spell that blots out the moon 
to weaken a werewolf, or gear that makes you younger to counteract a trap that makes you older, would 
all be examples of situations deserving an Effe

Resting and Recovering 
If a player is standing in the entrance of the dungeon, he may use his action to rest and recover. He 
recovers all of his hit points, and gains one new spell. The new spell should be randomly generated 
with spellbook. To determine the power of the new spell, roll a six sided dice, re
player cannot know more than 5 spells at one time, and he cannot forget spells in orderto learn new 
ones. The only way to get more is to

come from somewhere, after all.
 
Unless an action a player wants to take would contradict the rules in this guide, or seriously unbalance 
the game, it's usually alright to let it happen. Having some rooms with special additional effects li
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work especially well. Using a lightning bolt to clear a pool of snakes, or a spell that blots out the moon 
to weaken a werewolf, or gear that makes you younger to counteract a trap that makes you older, would 
all be examples of situations deserving an Effectiveness bonus. 

If a player is standing in the entrance of the dungeon, he may use his action to rest and recover. He 
recovers all of his hit points, and gains one new spell. The new spell should be randomly generated 

. To determine the power of the new spell, roll a six sided dice, re
player cannot know more than 5 spells at one time, and he cannot forget spells in orderto learn new 
ones. The only way to get more is to 

Dying 
If a player's hit points are reduced to 0 or below, he is 
teleported back to the entrance of the dungeon. On his 
next turn, he skips a turn to rest, then is restored to 
health with 1 hit point. There is no other penalty for 
dying. 

Improvised Events 
The important thing to rememb
is that if something makes even a little bit of sense, it's 
good to incorporate it into the game.

�  Can players use the library room you just 
revealed to learn new spells? 

It makes sense, so why not? They can use this 
room just like the dungeon entrance for spells (not 
life). 

 
�  Can they try to trick the demon into flying 

away with an illusion spell? 
If the dice are right. Just roll an attack 

encounter as normal, using the illusion's EP.
 
�  Can they roast the dragon they just killed and 

eat it to recover some life? 
That seems reasonable, spend an action to 

recover 1d6-1 hit points. 
 
�  Can they use the magical workbench to 

recharge a piece of equipment?
Sure, if they spend a spell of equal or higher level 
than the gear they're fixing. The ma

come from somewhere, after all. 

Unless an action a player wants to take would contradict the rules in this guide, or seriously unbalance 
the game, it's usually alright to let it happen. Having some rooms with special additional effects li
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work especially well. Using a lightning bolt to clear a pool of snakes, or a spell that blots out the moon 
to weaken a werewolf, or gear that makes you younger to counteract a trap that makes you older, would 

If a player is standing in the entrance of the dungeon, he may use his action to rest and recover. He 
recovers all of his hit points, and gains one new spell. The new spell should be randomly generated 

. To determine the power of the new spell, roll a six sided dice, re-rolling any zeros. A 
player cannot know more than 5 spells at one time, and he cannot forget spells in orderto learn new 

ts are reduced to 0 or below, he is 
teleported back to the entrance of the dungeon. On his 
next turn, he skips a turn to rest, then is restored to 
health with 1 hit point. There is no other penalty for 

The important thing to remember in role playing games 
is that if something makes even a little bit of sense, it's 
good to incorporate it into the game. 

Can players use the library room you just 

It makes sense, so why not? They can use this 
the dungeon entrance for spells (not 

Can they try to trick the demon into flying 

If the dice are right. Just roll an attack 
encounter as normal, using the illusion's EP. 

Can they roast the dragon they just killed and 

That seems reasonable, spend an action to 

Can they use the magical workbench to 
recharge a piece of equipment? 
Sure, if they spend a spell of equal or higher level 
than the gear they're fixing. The magic power has to 

Unless an action a player wants to take would contradict the rules in this guide, or seriously unbalance 
the game, it's usually alright to let it happen. Having some rooms with special additional effects like 
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mentioned above makes the dungeon more interesting and thus more fun. The general rule is to stick as 
close to the base rules as possible while doing what makes sense and is fun to the players. If it comes 
down to it, though, scrap the rules. The GM's d
scenarios, and cannot be overturned by later GM's.

Switching GM's 
When the GM's turn would start, he passes his 
GM-ship to the player on his right, and play 
continues as normal. 

Dice Roll Reference 

Situation Roll 

Trap Attack 1d6 - 2

Normal Monster Attack 1d6 -1 

Boss Monster Attack 1d6 +1 

New Equipment 1d6 -1, reroll zeroes

New Spell 1d6 -1, reroll zeroes
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mentioned above makes the dungeon more interesting and thus more fun. The general rule is to stick as 
close to the base rules as possible while doing what makes sense and is fun to the players. If it comes 
down to it, though, scrap the rules. The GM's decision should be the ultimate final word in these 
scenarios, and cannot be overturned by later GM's. 

When the GM's turn would start, he passes his 
ship to the player on his right, and play 
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Character Name   Race  

Owner Name   Class  

Hit points  Build  

 Gender  

   Age  

Spells  

EP Spell Name Effect 

  ______________________________________________________________ 
 

  ______________________________________________________________ 
 

  ______________________________________________________________ 
 

  ______________________________________________________________ 
 

  ______________________________________________________________ 
 

Equipment  

EP Spell Name Effect 

  
(Left Hand) 

______________________________________________________________ 
 

  
(Right Hand) 

______________________________________________________________ 
 

  
(Body) 

______________________________________________________________ 
 

  
(Legs) 

______________________________________________________________ 
 

  
(Head) 

______________________________________________________________ 
 

  
(Arms) 

______________________________________________________________ 

  
(Trinket) 

______________________________________________________________ 

  
(Trinket) 

______________________________________________________________ 

 



Infinity Dungeon - a Level 9 Games Casual RPG by D. Brad Talton Jr. 

��������

 

Lead Designer, Book Artist, and Programmer D. Brad Talton Jr. 

Playtesting Kevin W. Bridgeman 

Steven J. Pettit Jr. 

  

�
 ����

Permission is granted to reproduce this document for personal use only. This document may not be 
transferred, posted, mailed or sold without explicit written permission from Level 99 Games. 
 
Please report any abuse, sale, or republishing of this document to kiyoshi.kyokai@gmail.com 

!��
"!����

 
The latest version of this document can be downloaded freely at 
www.lvl99games.com/infinitydungeon, along with other tools and game aids. 

 
If you’ve enjoyed Infinity Dungeon, please visit www.lvl99games.com and check out our other games 
and products, many of which are free! 


