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-+ 250 cartes

+ 250 Cards

- 5 Double-Sided Hero Mats - 5 plateaux Héros
(10 Heroes total) recto-verso (10 Héros au total)
+ 5 Boss Mats (5 Bosses total)  + 5 plateaux Boss (5 boss au total)

'WELCOME TO

i 5-MINUTE DUNGEON

In this game, you'll join forces with your fellow players to fight your
way through five dungeons filled with deadly obstacles and dangerous monsters!

You'll choose to play as one of ten heroes, each with their own special cards
and abilities.

In 5-Minute Dungeon, there are no turns. Everybody races against the clock to slap down symbols
that match the current card from the Dungeon.

You're all in it together. Either your party conquers the dungeon and moves onto the next one, or
you all perish! Good luck!

‘See how to play at 5MINUTEDUNGEON.COM/HOWTOPLAY

- Select which hero you want to play as. Place your Hero Mat in front of you with your
chosen hero face up.

- Grab the deck that's the same color as your Hero Mat, shuffle it, and place it on the
"Draw Pile" space on your Hero Mat, face down.

- Draw a starting hand from your deck. The number of cards you draw depends on how
many people are playing:

Number of Players | Starting Hand Size | FOR TWO-PLAYER GAMES
You'll need additional cards. Each of

2 players 5 cards you should select a second deck and
shuffle both decks together. You will
only play with one Hero Mat.

4 or 5 players 3 cards (<,
: &

3 players 4 cards




‘F’lace the Boss Mat for the dungeon you are attempting in the center of the table. Start

with the Baby Barbarian (Boss #1). If you defeat it, you'll move on to the Grime Reaper (Boss #2),
“and so on through to The Dungeon Master (Boss #5).

 Count out the number of Door Cards as indicated on the bottom of

the Boss Mat. zo g
Add 2 Challenge Cards per player in your party. Challenge Cards look like Door

Cards, but have a horned skull on the back.

» Shuffle and place the cards on top of the Boss Mat so that they hide
the boss' symbols.

For more information, see "What's in the Dungeon?" on page 4 of the instructions.

START YOUR ADVENTURE!
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You'll need a timer that can be set to 5 minutes and is easily paused and restarted. Set the timer to
5 minutes and start it when you turn over the first card in the Dungeon.

DOWNLOAD THE TIMER APP
For the best 5-Minute Dungeon experience, download

the free timer app at 5minutedungeon.com/Timer.
Available for both Android and iOS devices.

£ Download on the GFT ITON
¢ App Store P> Google play

Télécharger dans I'App Store Disponible sur Google Play

DEFEA NG THE DUNGEON

[ ‘There are three ways to deal w1th most cardsin thé Dungeon:
- 1. MATCHING SYMBOLS

Defeat a DOOR CARD by playing Resource Cards to the center of
the table (NOT to the Discard Pile) until all the symbols are matched.
They don't all have to come from the same player.

RESOURCE CARDS: SCROLL, JUMP, SWORD, AND

- 2.USE ACTION CARDS

= Yéﬁ can also defeat a Door Card with certain Action Cards.
Like Resource Cards, Action Cards are swept away when used and
are NOT placed on your Discard Pile.

~ 3. USE SPECIAL ABILITIES

Each hero. has a special ability they can use to help
M«&Qgﬁﬁem as described on the bottom of their Hero Mat.

1 4
DISCARD' 1

To use your abmty discard 3 cards face up to the
Discard Pile space on your Hero Mat, announce your
to the party, and perform the action on your Hero Mat.
You ca your Special Ability as many times as you wish,
~ but you must beable to discard 3 cards from your hand.

© SPECIAL ABILITY




NOTE:

« If you don't have 3 cards to discard, you can't use your ability.

« If your ability allows you to defeat a certain Door Card type
(Monster, Obstacle or Person), then you can only use your ability
when facing a Door Card of that type.

* Using an ability does not count as playing a card. That means you
can use your ability while time is paused without restarting
the clock!

'REFILLING YOUR HAND

— Anytime you play or discard cardé, immediately refill your hand back to its
starting size. If at any time you have more cards in your hand than your starting hand size, do
NOT refill your hand until you have fewer cards than your starting hand size.

RUNNING OUT OF CARDS

If you're out of cards in your hand and draw pile, you can't do anything until one of the following
cards brings you back into the game:

Al players
pass your hand
to another player.

HrzvesT

_ I? you defeat all the Door Cards, Challenge Cards and the Baby Barbarian, you've conquered the
first Dungeon. Congratulations! Your adventure is not over yet, though. You'll have to fight
through four more dungeons and ultimately defeat The Dungeon Master to win the game!

PREPARING THE NEXT DUNGEON

* Gather all of the cards and sort them back into their respective decks. Return the Hero
Decks to the appropriate players.

* Put the Boss Mat for the next Dungeon in the center of the table.

» Construct the Dungeon for the new boss as indicated in "Preparing the Dungeon,” above.

* Reset the timer to 5 minutes and go defeat the new Dungeon!

Want to mix it up?
In between dungeons, you can choose new heroes, add players or remove players.

" LOSING

There are three ways the dungeon can get the best of your party:

« If time runs out before you or your party defeat the Dungeon Boss; or

« If all players run out of cards; or

« If your party is unable to match the symbols of a card in the Dungeon and cannot use
a hero ability or action card to defeat it. If you find yourself in any of these situations,
your party has perished! Start over at Baby Barbarian (Boss #1) and try again.
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BOSS MATS
The final challenge to conquer a Dungeon!
BOSS NUMBER: (This is #10f 5.)

" SYMBOLS: You need these Resource Cards
to defeat this boss.

" # OF DOOR CARDS: in this Dungeon.

DOOR CARDS

Each door reveals something your party must defeat to continuel!

SYMBOLS: You need these Resource Cards to defeat
ﬂms monster

PE: This could be a Monster, Obstacle or Person. Some
ecial cards and abilities let you defeat cards based on the
ype without matching the symbols.

ALLENGE CARDS

hallenge Cards have a horned skull on the back.
here are two in each Dungeon for each player in the game.

/ INI-BOSSES: These have more symbols to defeat and can't be
defeated using a hero's Special Ability.

VENTS: When you flip over an Event, your team must
mmediately do whatever the card says. Only the Action Card
- CANCEL and HOLY HAND GRENADE can prevent your party
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Five Minute Dungeon is a trademark of Wiggles 3D Incorporated. / Five Minute Dungeon est une
marque de commerce de Wiggles 3D Incorporated. - © 2016. All rights reserved. / Tous droits
réserves. Manufactured and distributed under license by Spin Master Ltd. Spin Master logo TM & ©
2016 Spin Master Ltd. All rights reserved./ Produit fabriqué et distribué sous licence par Spin Master
Ltd. Logo de Spin Master TM & © 2016 Spin Master Ltd. Tous droits réservés. 225 King Street West,
Toronto, ON, M5V 3M2 Canada www.spinmaster.com / www.spinmastergames.com

All players:
Discard a card § R 5 3 i
S « Meets CPSC Safety Requirements. + App may not work with all devices, check website for details.

Spin Master reserves the right to withdraw the app and/or website Sminutedungeon.com at any given
time and without notice. Apple and the Apple logo are trademarks of Apple Inc., registered in the U.S.
and other countries. App Store is a service mark of Apple Inc. Google Play is a trademark of Google Inc.
/- Conforme aux exigences de sécurité de la CPSC. - L'application peut ne pas fonctionner avec tous
J_ les appareils ; consulter le site Internet pour en savoir plus. Spin Master se réserve le droit de
Cardinals supprimer l'application et/ou le site Sminutedungeon.com a tout moment et sans préavis. Apple et le
Cardinal Logo/Logo Cardinal & |56 Apple sont des marques de commerce déposées d'Apple, Inc. aux Etats-Unis et dans d'autres

o ’304”““3‘?’::?":?’#:3?3; pays. App Store est une marque de service d'Apple Inc. Google Play est une marque de commerce de
: Google Inc.

www.cardinalgames.com
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Spin Master International, B.V.
./Tous droits réservés.
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