
Here are your templates for the "standees" used in The Cloud Dungeon.
They're printed on the back cover of the book. Feel free to print these on
thicker paper, or make your own out of card stock or construction paper!
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Share away!
Andhegames.com is where this book came from. It all belongs 
to Andrew Miller; feel free to copy and distribute. Don’t sell it, 
though - make your own cool book, and sell that. It’s more fun.

Print away!
The purchase of this book includes the rights to print out 
unlimited copies of the PDF, as many as you need, forever. If 
you need the up-to-date PDF for this book, you can find it 
here: andhegames.com/diypdf

More stuff:
Get more games, brand new character sets and other printa-
bles here: andhegames.com/store

Thank you for buying The Cloud Dungeon. Your money helps 
make more awesome handmade games that inspire creativity.

EXTRAS:
In the back of the book, you’ll find additional characters, weapon 
sets, and more goodies, thanks to backers and pre-orderers!

Make your own DIY Story!
I’ve made The Cloud Dungeon a great game experience, but I’m 
also building a new format for producing games. I’ve assembled 
template files, fonts, free images, style and formatting guide-
lines so you can create your own DIY game experience, which 
you are free to give away to anyone and everyone. E-mail it 
to me, and I’ll help show it off. 
Find it all at: www.andhegames.com/diy-adventure-tools
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Don’t turn the page 
until you’re ready to play!

HALT!

Supplies Needed:



4

A few things to remember when playing: 

1. Feel free to bend the rules. Don’t 
worry about getting everything exactly 
right. Just have fun.

2. Don’t save any unpurchased items. Only 
save gold.

3. If you need to take a break from 
the game, place everyone’s characters 
and items in separate envelopes. Save 
the gold and your decision card, and pack 
everything else up in the book. Discard 
any loose pieces.

4. With a team decision, if you can’t 
agree, assign a number to each choice 
and roll a die to determine the course 
of action. Or just compromise. :-)
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Lay out all character pages, 
everyone may choose one 
character. You may reduce 
your health by 2 to pick a 
pet! The pet may take dam-
age for you, and is mostly 

for fun. :-)Quirk:
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Quirk:
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Quirk:



10



11

Quirk:
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Quirk:
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Quirk:
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Quirk:
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Cut that out!
Cut out your character card and the matching standee 
from the back cover. Cut your standees out at the dotted 
lines, and fold at the solid lines.

Name names
Be sure to add a name. If you can’t think of anything, 
simply take the first syllable of your favorite food, and 
add it to the last syllable of your hometown’s name.

Abilities
You have starting numbers for your abilities. Roll a die for each ability, 
and add that number to the starting number. Write the new number in 
the next empty box. 

Smarts: 1+5=6
Strength: 3+3=6
Sanity: 3 +4=7

Health Tabs
See those dotted lines on the side of your card? 
Cut each line to create tabs. These are your 
health tabs. Each time you lose any health, tear that 
many tabs off of your card.
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Who are you?
Roll dice to determine your quirks. One quirk from each table.
If you have two different numbers, you can pick which number is the column, 
and which is the row.

Example: If you roll a 1 and a 5 for the first table, you may select 
either Father was a shape shifter or Has an extra nose.

You can draw your quirks 
on the card and standee! 
You can write them on your 
card, but you don’t have to. 

Quirks are for creating 
your unique character: they 
have no affect on game 
play. Probably.

When you get weapons and armor, 
cut out weapons and armor and 
glue/tape them to your character.
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-
1 2 3 4 5 6

1
On fire Being slowly eaten 

by tiny cows
Has an imaginary 
tiger friend

Is a pirate Has an extra nose Is afraid of every-
thing

2
Has a mole on face 
in strange shape

Is half orc Has musical instru-
ment stuck in head.

Has a funny talking 
hat

Has a third eyeball Loves bunnies, 
spikes, or spiky 
bunnies

3
Has many body 
piercings

Out of control body 
hair

Is transforming into 
a bush

Not human Has tentacles Has a animal that 
rides on shoulder. 
Best friend.

4
Broken nose Is a cyborg Has lizard skin Has unibrow Has talking cater-

pillars for eyebrows. 
May be a witch

5
Father was a shape 
shifter

Has googlidipip Afraid of the dark, 
wears candle on 
head

Being slowly eaten 
by tiny camels

Has a friendly talk-
ing ant friend

Has giant earlobes

6
Wears an eye patch, 
not on an eye

Has a fake fore-
head on head

It’s a wig A zombie Infected by alien 
virus

Stomach growls

-
1 2 3 4 5 6

1
Carries a banana 
peel

DNA crossed with a 
porcupine

Twitchy Drinks too much 
espresso out of 
tiny little cups

Very, very insane Fell in love with a 
rock

2
Being attacked by 
tiny snakes

Acne problem Skin is made of 
sandpaper

Caught head in 
chandelier

Has spikes Allergic to himself

3
Allergic to all 
clothing

Has one really long 
side burn

Disco fever Actual fever Sweats gravy Has an evil glint 
in eye

4
Has a wonky glass 
eye

Has an extra finger One of their organs 
actually functions 
on outside of body

Pointy ears Normal ears Constant hallucinating 

5
Elbow is hurting 
a bit

Body part pierced 
against parents 
wishes

Tribal tattoos on 
face

Really big nostrils Knows Greek Obsessed with fin-
gernails

6
Striped skin Spiky teeth Talking knees Being slowly eaten 

by tiny sharks
So sad right now Really needs to 

shower

Pick 
one 
from 
here

...and 
here



22

Decision Cards
Cut out one decision card for the whole table. Simply 
circle the letter/number pairs when indicated by the story.

When the game calls for a smarts/strength/
sanity roll, refer to the instructions on your 
decision card.

Pick a starting item:
1. Live chicken
2. Rusty nail
3. Action figure

Cut your starting item out, and place it next to your 
character card, or attach to character.

Gold
Each player should add up 
their three stats, and com-
pare the number to the 
chart to the right, col-
lecting the amount of gold 
indicated.

Total of 
all stats:

Starting 
gold:

0-14 7
15-19 5
20+ 3



23
Decision Card

HOW TO MAKE A STRENGTH/
SMARTS/SANITY ROLL:
Roll two dice and compare 
the number to whatever stat 
you’re rolling for. If the rolled 
number is equal or lower, the 
roll is a success. If the rolled 
number is higher, the roll is a 
failure. 

A1
Gave him 
money

A2
Didn’t give 
him money

A3
Bought him 
food

A4
You all 
obeyed the 
sign

A5
Some didn’t 
obey the 
sign

B1
PANIC!

B2
Secret

B3
DON’T 
PANIC!

B4
You’re 
sorry.

B5
You aren’t 
sorry.

Select one:
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Into the clouds
 You and your fellow greedy friends are about the set out on an ad-
venture in a cloud dungeon. The long-dead queen of the cloud kingdom, 
Tyrannie, stored all of her wealth and riches in the cloud dungeon.

She devised a chemical process for thickening and stabilizing the clouds, 
leading to the ability to build a country in the sky.

That country is now called The Yonder, and you’re headed there to seek 
your fortune. Good for you.



As you step onto the thick clouds, you immediately begin 
to slowly sink . Once you’re into your ankles, the down-
ward motion seems to slow and stop.
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There’s a vendor nearby, who is selling cloud boots. Needed, or fancy 
waste of money? You decide!

? TEAM DECISION:
Option 1. Pay up! Pay two gold each to get your cloud boots. Seems pric-
ey, but it may be worth it.

Option 2. Haggle. It’ll take time, though. You might sink more.

Option 3. Ask if he has cheaper cloud boots available.

(Make your decision before turning the page)
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R Results!
IF YOU PAID UP (option 1):
Each pay two gold into the pot, and cut out some cloud 
boots! You have a bounce in your step.

IF YOU HAGGLED (option 2):
You’re not in a very strong position to bargain. You slowly 
sink to your waist in the cloud. You try to appear calm.

Each make a smarts roll (refer to HOW TO MAKE A 
ROLL on your decision card), to determine how well 
you haggle.

No failed rolls (for the entire party): You all give the 
vendor puppy eyes, and he melts into a puddle of pity. 
He gives you the boots for free.

1 + failed rolls: pay one gold each, per failed roll, 
maximum four gold. You each must cut out a pair of 
cloud boots! 

Example: if three of you failed your rolls, 
you each pay three gold.

I F YOU ASKED FOR CHEAPER BOOTS (option 3):
He goes to search in the back, but while you’re waiting, you  
fall out of the sky, breaking your legs pretty badly. Cut 
out some leg casts, and place them on your character. Re-
duce your sanity by 1, and your health by 1.
Perk: leg casts are fair replacements for cloud boots. You 
smugly hobble past the vendor with all of your gold jingling 
in your pocket.
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leg casts
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CLOUD NINE
The evil Queen built the cloud dungeon primarily as a 
revenue-generating operation. 

Basically, the cloud dungeon was a massive, massive tourist trap.

The town that grew around the dungeon was named, optimistically, 
Cloud 9. Sadly, as the Cloud 9 dungeon lost hordes of tourists to a 
new line of fancy digital dungeons, Cloud 9 was ruined, leaving the 
townspeople poor.

It’s a cheerful place.
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As you pass through the city gates, 
a hobo shambles up to your group 
and coughs, holding out his hand. He 
wants some money. 
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? TEAM DECISION:
Should we help the man out and give him some 
cash? 

Option 1: Each give him cash.

Option 2: Don’t give him cash. 

Option 3: Buy him food. He might be hungry.

(Make your decision before turning the page)
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 R Results!
IF YOU GAVE HIM CASH (option 1): 
Each player with gold chips in one coin. The old fel-
low chuckles to himself, then turns and walks off 
towards the dungeon. 
(Circle A1 on your decision card!)

IF YOU DIDN’T GIVE HIM CASH (option 2): 
When you ignore him, he mutters to himself and 
ducks down an alley. 
(Circle A2 on your decision card)

IF YOU BOUGHT HIM FOOD (option 3): 
Pay one coin (everyone roll one die, lowest number 
has to pay). You walk over to a vendor, and buy 
a fish sandwich for the fellow. 
He doesn’t look too happy.
(Circle A3 on your decision card)
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The Dungeon

As you walk the layer 
of garbage that covers 
the street in Cloud 9, 
you see many hopelessly 
poor people. 

You glance up at the 
towering Cloud 9 dun-
geon. The dark cloudy 
top briefly glows purple 
and yellow with flashing 
lightning.

WORK=$
There are a few odd jobs to be had, pretty much they 
all amount to killing slime rats. They’re a terrible pest. 
You get paid by the pound!



The person with the highest sanity goes 
first. Play proceeds clockwise.

sanity

Cut out a number of rats 2 times the 
number of players, and place them face-
down on the table, within reach of all 
players. (select whichever rats you want)

On your turn:

Flip one rat face-up, if any are still face-down. IF NONE 
ARE FACE-DOWN, THE GAME ENDS.

Then pick ONE of the following:

Flip a second rat face-up, if any are still 
face-down. You MUST fight only this rat.

Select any face-up rat to fight.

Do a roll according to the rat you’re fighting (strength or smarts, as listed on the rat’s card)

success failure

You killed the rat! Tear up  the card 
and collect the bounty!

The rat’s slightly smarter or stronger 
than you. Leave the rat face-up on the 
table.

JUST FOR FUN: you may pay one gold to save a rat you’ve defeated from death, and he will 
become your devoted pet!
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Refer to HOW TO MAKE A 
ROLL on your decision card
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THE MARKET
You come to the marketplace, and there’s a lot of armor 
to buy! Select and pay for what you want.

Each piece of armor provides 1 or 2 points of protection. 
Fill in the matching number of armor tabs on your charac-
ter card, and cut the dotted lines on the tabs. They count 
as 1 extra health each.

Helmets: 2 gold. 
+1  +1 stat of 
choice.

Chest plates: 
2 gold. +2 

Leggings: 
2 gold. +2

Giant hamster ball. 
1 gold. -2 sanity, +3
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Dungeon ho!
You approach a small gateway, better maintained than the gates 
that provide entry into Cloud 9. 

It’s the entrance to Cloud 9 Dungeon.

End of chapter 1: If you wish, place everyone’s characters and items in 
separate envelopes. Save the gold and your decision card, and pack everything 
else up in the book. Discard any loose pieces. Otherwise, continue! 


