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The SOLO Crafting, Enchanting and 
Adventuring tabletop game. 

(OH, LOOK! IT’S MADE TO LOOK LIKE IT’S PRINTED ON ANCIENT, 

WATER-STAINED PARCHMENT. HOW ORIGINAL!) 
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Greetings, pathetic humanoid mortal! 

I would introduce myself using a ‘name’ but attempting 
to comprehend it would likely cause your puny brain box 
to collapse in upon itself. Entertaining as that may be… it 
is probably best that we come up with a name that is less 

likely to lead to a brain-splatter mess.  

You can call me Colossal Ken. 

You probably didn’t know this, but being all-powerful 
and living for a crazy long time can be REALLY boring – 

think ‘never-ending novel plague quarantine lockdown’ 
boring. 

The GOOD NEWS – for me, anyway – is that I have chosen 
you to entertain me for the next tiny fraction of my 

existence. 

I will be your guide during your Mistress Mandara’s 
Magnificent Emporium of blah, blah, blah Adventures 

(since the only thing you seem skilled at ‘guiding’ is too 
many foodstuffs into your over-eager gobber). You are 
NOT required to follow my guidance. Feel free to tweak 

or alter or change the ‘rules’ as you see fit. The goal is for 
ME to have fun and YOU yelling at inanimate objects isn’t 

terribly entertaining (unless it involves a TV showing 
cable news – that $#!+ is CRAZY!). 

Have fun! … ‘cause if you don’t, I’ll squish your head like 
a grape!  

– Yours in Colossal Mayhem, Colossal Ken 
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SUPER DUPER BASICS 

Your auntie, Mistress Mandara, founded a highly successful 
Emporium where she crafted magical arms and armour along 

with other spiffy stuff.  

Some bad stuff happened. She lost all her retirement savings 
and is on the verge of losing her beloved Emporium, too. 

She is counting on YOU to help her with one last, big PUSH to 
refill her retirement coffers so she can ride off into the sunset… 

NOT hating your guts. 

 

What?!? Entertaining ME ain’t good enough for ‘ya? You need 
something else to strive for?!? 

The Goal is to secure the best Retirement that you can for 
Mistress Mandara. There are multiple outcomes (think of them 

as Victory Conditions) ranging from a retirement filled with 
misery and hard labour until she perishes all the way to the 

Mistress’ Ultimate Goal of retiring on the Coconut Coast with a 
bevy of cabana boys.  
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Crafting and selling run-of-the-mill enchanted stuff just won’t cut it for this 

Colossal Endeavor. In order to ‘win one for the Mistress’ you will need to take on 
Masterwork Commissions from some fairly colorful customers. 

A Masterwork Commission is a specific request by a customer for you to craft a 
unique magical item. Completing a Masterwork Commission generates a small 
amount of Gold to help finance the crafting of other items. More importantly, 

however, completing Masterwork Commissions also generates Prestige that can be 
used by Mistress Mandara to buy her way into a retirement home. The higher the 

Prestige, the better the Retirement Home. 

A Game of The Magnificent Emporium is similar to a game of solitaire – you keep 
playing until you run out of ‘moves’. The game is done after you have either 

completed 3 Masterwork Commissions OR have run out of items to craft (usually 
because you run out of Gold and / or Adventurers). 
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Setup the Game Pieces like this:

 

Few Important Setup Points 

1. At the start of the game, the Brokerage House, Marketplace and Adventurer’s 
Guild will all be Tier I.  

This means that two (2) Basic Crafting Commissions will be available in the 
Brokerage House, two (2) Common Crafting Tokens will be available in the 
Marketplace and one (1) Adventurer will be available in the Adventurer’s Guild. 

2.  You start with 20 Gold (yikes, you’re poor!) and 0 / ZIP / ZERO / ZED Prestige 
(personally, I’m surprised it’s THAT high). 

3. The Basic Crafting Commission Deck needs to be separated into THREE (3) 
SEPARATE DECKS BEFORE BEING RECOMBINED INTO A SINGLE DECK. 

The Common Cards (with green orbs) will be ON THE TOP, the Rare Cards (with 
blue orbs) will be IN THE MIDDLE, and the Epic Cards (with purple orbs) will be 
ON THE BOTTOM. The VERY BOTTOM CARD is always the Legendary Augment 
Card. 
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4. The Delve Deck should be shuffled and split into two (2) decks of roughly equal 
size. The two deck halves essentially become the last two cards of your hand (3x 
Basic Crafting Commission Cards plus 2x Delve Cards makes a card hand of five 
(5) cards). Delve Cards that need to be discarded (whether because they were 
successfully completed OR failed) are discarded OFF THE BOARD. 

5. Divide the Masterwork Commission Deck into three (3) decks – Rare, Epic and 
Legendary. Place the Rare Deck (with the blue orb) in the leftmost spot, the Epic 
Deck (with the purple orb) in the middle spot and the Legendary Deck (with the 
orange orb) in the rightmost spot. 

Step 0 (optional): Discard any number of Crafting Tokens from your hand to the 
drawstring bag and replace with a like number. You may only do this ONCE. 

The Emporium is a solitaire game. The game is played either until you “run out of 
moves” or you complete three (3) Masterwork Commissions. There are no Rounds 
of play and any Action can be taken at any time and in any order (even the dumb 
actions that cause you to lose super fast!). 

There should ALWAYS be a full (up to its current Tier Level) Brokerage House, a full 
(up to its current Tier Level) Marketplace, a full (up to its current Tier Level) 
Adventurer’s Guild, a full Player hand (consisting of 3x Basic Crafting Commission 
Cards, 2x Delve Cards and 5x Basic Crafting Components), and three (3) 
Masterwork Commissions visible. 

At any time during play, you can perform any of the following Actions: 

1. Shop at the Marketplace 

2. Complete a Crafting Commission (Basic Crafting Commission OR Masterwork 
Crafting Commission) 

3. Upgrade a Facility (Brokerage House, Marketplace, or Adventurer’s Guild) 

4. Hire an Adventurer 

5. Send an Adventurer to their death…err, to Explore a Delve. 

This is, basically, THE ENTIRE GAME in a nutshell! 
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At any time during play, you can perform any of the following Actions: 

1. Shop at the Marketplace 

2. Complete a Crafting Commission (Basic Crafting Commission OR Masterwork 
Crafting Commission) 

3. Upgrade a Facility (Brokerage House, Marketplace, or Adventurer’s Guild) 

4. Hire an Adventurer 

5. Send an Adventurer to their death…err, to Explore a Delve. 

 

 

Purchase Basic Crafting Component Tokens at the Marketplace for the value listed 
on the Token. 

Your hand cannot exceed a total of five (5) Tokens UNLESS specified by a Card 
Effect or a Loot Reward. 

That’s it. What else did you think was gonna happen at the Marketplace?!? 
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Basic Crafting Commissions and Masterwork Crafting Commissions are 
completed in the exact same way – by combining the two (2) Crafting 

Components listed on the Crafting Commission Card (think of these Cards as 
Recipe Cards listing the necessary Crafting Ingredients).  

There are two types of Crafting Components: Basic Crafting Component TOKENS 
and COMPLETED Basic Crafting Commission CARDS. 

 

Simply combine the listed Components to ‘craft’ the item.  

: Combine two (2) Basic Crafting Tokens to Complete a Basic Crafting 
Commission. 

: Combine one (1) Basic Crafting Token with one (1) COMPLETED Crafting 
Commission to Complete another Basic Crafting Commission.  

: Combine two (2) COMPLETED Crafting Commissions to Craft a Masterwork 
Commission.  

: Combine one (1) COMPLETED Crafting Commission with one (1) Basic Crafting 
Token to Craft a Masterwork Commission.   

 

 

 

 

  
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Once a Commission has been completed, 

1. Collect the Reward (Gold ONLY for Basic Crafting Commissions and Gold + 
Prestige for Masterwork Crafting Commissions). 

2. Randomly draw Tokens from the drawstring to replenish your hand back to a 
maximum of five (5) Tokens (do this BEFORE discarding used Tokens!). 

3. Draw Commission Card(s) to replenish any cards removed from your hand, 
the Brokerage House or empty Masterwork Commission Slots. 

4. KEEP all Basic Crafting Commission Cards (simply set them aside). You can 
use these cards as ‘recipes’ for future crafting. HOWEVER, you ONLY collect the 

Gold reward after the FIRST successful crafting. NO CHEATING!!! 

5. Discard Basic Crafting Component Tokens back to the drawstring bag (do 
this AFTER you have replenished your Token hand from the drawstring bag). 

 

To Upgrade a Facility, simply pay the Gold cost listed for the Upgrade you wish to 
undertake. 

The Brokerage House, Marketplace and Adventurer’s Guild can all be Upgraded. 
Upgrading these facilities makes more items available at one time (e.g., 4x Common 

Crafting Component Tokens available in the Marketplace at Tier II and 6x Tokens 
available after unlocking Tier III). 

After Upgrading, IMMEDIATELY fill any newly-unlocked ‘empty slots’ (Commissions 
in the case of the Brokerage House, Tokens in the case of the Marketplace, and 

Adventurers in the case of the Adventurer’s Guild). 
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Adventurers can be hired by paying the Gold cost listed 
on their card. 

Adventurers come in varying skill levels (kinda like 
Game Designers – ranging from horrible all the way up 

to Colossal Ken-ness): Green (green orb), Seasoned 
(blue orb) and Veteran (purple orb).  

NOTE: The color of the Colossal Ken Skill Orb is NOT 
visible to Squishies like you. Even IMAGINING the 

awesomeness of the color would cause your brain to 
melt. Wanna give it a try? 

The combat effectiveness of each Adventurer is 
indicated by the dice level in the upper right. The 

combat effectiveness ranges from 2d6 to 4d6. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

You may hire as many Adventurers as you like. Adventurer cards have no impact 
on your hand size. Each Adventurer has gained one or two Skills that can be used 

to help them negotiate the challenges ahead of them.  

Ha! Like THAT’s gonna help!!!  
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Exploring Delves requires that you have hired at least one Adventurer. 

Choose a Delve Card from your hand. 

 

There are three (3) phases to each Delve: 

NOTE: The Find the Delve Location and   Roll Tables are OPTIONAL. 
They are included to add ‘flavour’ to the Adventuring. The Dice Rolls that are 
NECESSARY to Resolve the three Phases are listed on the Delve Cards (Find and 
Explore are on the FRONT and the Boss Monster is on the BACK). 

Find the Delve Location: Locate the entrance to the fabled and long-lost Delve. This 
often involves super exciting stuff like GOING TO THE LIBRARY! 

1. Roll on the Find the Delve Location Roll Table (2d6). This reveals the Find 
Challenge that the Adventurer needs to overcome to Find the Delve location.  

 

2. Resolve the Find Challenge using the Dice Resolution Mechanics below. The 
DIFFICULTY of this Challenge is determined by the Compass Rose / Magnifying 
Glass icon Dice (upper left corner of the Delve Card).  

3. If the Adventurer FAILS to Find the location of the Delve, the Delve Card is 
discarded, but the Adventurer lives to ‘find’ another day (VERY few 
Adventurers die from paper cuts while exploring libraries or thumbing 
through musty, old maps!). 
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 Conquer Exploration Obstacles in search of the treasure that you 
seek. 

1. Roll on the . This reveals the Exploration 
Obstacle that the Adventurer must overcome on their way to the hidden 
treasure.  

2. Resolve the Exploration Obstacle using the Dice Resolution Mechanics below. 
The DIFFICULTY of this Obstacle is determined by the Glowing Lantern icon 
Dice (upper right corner of the Delve Card). 

 

3. If the Adventurer FAILS to overcome the Exploration Obstacle, they are lost 
forever – whether they starve to death or are squished by a big rock or eaten 
by denizens of the Delve. Don’t worry: *I* will find whatever gruesome fate 
that befalls them wildly entertaining! 

a. The Adventurer Card is discarded. 

b. You can CHOOSE to discard the Delve Card OR keep it and try again with a 
different Adventurer. If you choose to attempt the Delve again, you can 
SKIP the ‘Find’ part of the Delve and go straight to the Exploration Obstacle 
(DO NOT ROLL again on the Explore the Delve Table).  

Battle the Boss Monster: Successfully complete a Combat Encounter to defeat the 
baddies guarding the goodies. You didn’t think this would be EASY, did you?!? Ha! 
You DID, didn’t you?!? That’s hilarious! Keep it up. 

1. If the Adventurer successfully overcomes the Exploration Obstacle, Flip the 
Delve Card Over to reveal the Boss Monster Combat Encounter. The battle is 
on! 

 


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2. Resolve the Combat Encounter using the Dice Resolution Mechanics below. 
The DIFFICULTY of this Encounter is determined by the Shield icon Dice (upper 
right corner of the Boss Monster Card). 

3. If the Adventurer FAILS to overcome the Combat Encounter, they are lost 
forever – probably INSIDE the belly of the beast that pummeled them! Yuck. 

a. The Adventurer Card is discarded. 

b. The Delve Card is discarded. The Delve CANNOT be attempted again at this 
point (even with a new Adventurer). 

4. If the Adventurer SUCCEEDS in besting the Boss Monster,  

a. Roll on the Loot the Boss Monster Roll Table (3d6). 

 

b. Collect and record any BONUS Rewards (Gold or Prestige) listed on the Boss 
Monster Card. 

c. Discard the Delve Card (unless you want to clean it up and turn it into an 
AirBnB – those city-Squishies will throw away Gold on ANYTHING!). 

d. Keep the Adventurer Card (you could REALLY use the friends – just sayin’). 

Find the Delve Location Challenges,  and Battle the 
Boss Monster Combat Encounters are all resolved in a very similar way.  

You know, by rolling dice and stuff. 
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The Adventurer has a Dice Pool (2d6, 3d6 or 4d6) indicated on the top 
right of their card. 

 

The Adventurer’s Opponent also has a Dice Pool (on the Delve Card). 

The Find the Delve Location Challenge 
is indicated in the UPPER LEFT of the 
Delve Card. Look for the Compass Rose 
/ Magnifying Glass icon.  

 

The  
is indicated in the UPPER 

RIGHT of the Delve Card. Look 
for the Glowing Lantern icon. 

 

The Battle the Boss Monster 
Combat Encounter is 

indicated in the UPPER RIGHT 
of the Boss Monster Card. 

 

In this example, Sparkles the Dark Elf has a Dice Pool of 3d6. The Find the Delve 
Location Challenge Dice Pool is 4d6. The  Dice Pool is 

4d6. The Battle the Boss Monster Combat Encounter Dice Pool is 3d6. 
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Adventurers also have Skills that they can use to alter the outcome of the dice rolls 
(some skills are used BEFORE rolling and others are used AFTER the dice rolls have 

been made). 

 

An Adventurer Skills 
Reference Card is 

included for… well, 
reference. 

Each Skill may only be 
used ONCE PER DELVE 
UNLESS THE SKILL IS 

PRECEDED BY THE 
INFINITY SYMBOL (∞). 

 

Step 1.  Roll Both Dice Pools: Roll BOTH the Adventurer’s Dice and the Opponent’s 
Dice (but don’t mix ‘em up, dummy!). Remember, an ‘opponent’ can be Find 
Challenge,  OR a Combat Encounter. 

Step 2. Show Off Your Skillz (optional): Since the winner of the Round is 
determined by which side possesses the highest SINGLE die, the Adventurer 
may choose to use a Skill to alter the outcome of the Round’s roll. A Skill may 
ONLY BE USED ONCE during a Delve UNLESS it is marked INFINITE (∞). 

Step 3. Adjust the Dice Pools: Each Round of the Encounter will result in the loss of 
a die from one or both dice pools (yes, even on a tie) according to the 
following Rules: 

Resolving Find the Delve Location Challenge & : 

When Adventurer Wins: Obstacle LOSES 2x Pool Dice. 

When Obstacle Wins: Adventurer LOSES 1x Pool die (because the effort 
exhausts the Adventurer). 

On a Tie: Obstacle LOSES 2x Pool Dice AND Adventurer LOSSES 1x Pool Die 
(because the Adventurer has made some headway, BUT has ALSO been 
exhausted by the effort). 
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Resolving Battle the Boss Monster Combat Encounter: 

When Adventurer Wins: Boss Monster LOSES 1x Pool Die (the bad guy 
should do more cardio). 

When Enemy Wins: Adventurer LOSES 1x Pool die (because the bad guy 
beat the crud outta your wannabe hero). 

On a Tie: Boss Monster LOSES 1x Pool Die AND Adventurer LOSSES 1x Pool 
Die (that’s what happens when you bop your heads together). 

Step 4. Press on Until Win or Lose: Continue rolling dice until the Adventurer either 
Succeeds or Fails! 

SUCCESS: The Find Challenge,  or Combat Encounter 
is defeated when the Adventurer reduces the Opponent Dice Pool to 
ZERO. This happens EVEN IF the Adventurer AND the Opponent lose all 
their dice in the same Final Round (“Whoa! That was close!”). 

FAILURE: Failure takes different forms depending on whether it is a Find 
Challenge,  or Combat Encounter. See “Send Your 
Adventurer to Their Death… err, to Explore a Delve” above for details on 
failure. In short: 

Adventurers that FAIL a Find Challenge survive. The Delve can be 
attempted again (by the same Adventurer or a different 
Adventurer). 

Adventurers that FAIL an  die, BUT the Delve 
can be attempted by a different Adventurer. 

Adventurers that FAIL a Combat Encounter die. The Delve Card is 
discarded. The Delve CANNOT be attempted again. 
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Feel free to email your Crafting and Adventuring results to 
Ken@ColossalEndeavors.com so I can decide whether or not you are worthy of ANY 
consideration from me. You can also email any rules questions, also. Just don’t be 
surprised if some of the answers are heavily laced with snark and / or humorous 

insults (“Your mother was a hamster, and your father smelt of elderberries!”). 

 

THE END 
(THANK YOU from the bottom of my cold, black heart.) 

Don’t listen to him. THANK YOU for supporting me in this crazy Adventure! I am 
forever in your debt! 

(by “forever”, he means “the day after tomorrow” and by “in your debt” he means “up 
to and including the amount of your most recent Kickstarter Pledge and not a penny 

more and only until you get your darn game – at which point WE’RE EVEN!”) 

Yours in Colossal Mayhem, 

Ken Erickson (and, somewhat irritatingly, Colossal Ken) 

Colossal Endeavors 


