
SAMPLE FLOOR PLAN, PART OF FIRST LEVEL 

Each new room or area is given a code number 
and a record made on a separate page of what i t  con- 
tains, treasure, monsters, hidden items, etc. Place a few 
special items first, then randomly assign treasure and 
monsters to the other rooms using the selection 
provided in the game or appropriate tables. Many 
rooms should be empty. Roll a 6-sided die for each 
room. A roll of 1 or 2 indicates that some monster is 
there. Ochre jellies, green slime, black puddings, etc. 
are randomly distributed, lusually without treasure, 
most often in corridors and passageways. Wandering 
monsters are usually determined randomly as the 
game progresses. Traps should not be of the "Zap! 
You're dead!" variety but those which a character 
might avoid or overcome with some quick thinking and 
a little luck. Falling into a relatively shallow pit would 
do damage 'only on a roll of 5 or 6 (1-6 hit points at 
most) but will delay the party while they get the trap- 
ped character out. Hidden rooms, movable walls, tele- 
portation devices, illusion rooms, dead ends, etc., make 
interesting variations. 

Since the game (and the dungeons) are limited 
only by the imagination of the Dungeon Master and the 
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(He knows there is nothing they can hear, 
but he carefully rolls a concealed die.) "He 
doesn't hear anything." 
"The fighting man will open the door. He's 
got his sword out, ready to strike. The Half- 
ling and the thief are right behind him." 
(Rolls) "A 2, the door bursts open. You see a 
room, L-shaped, 20 feet wide. From the door 
i t  runs due east 30 or so feet and then the 
other leg of the L runs north. (They must en- 
ter and carefully examine to map a room.) 
You don't see anyone in the room in front of 
you." 
"Anything else in the room?" 
"Some trash along the walls. A small wood- 
en chest on the floor in the middle of the 
room." 
"Aha! The fighting man and the halfling 
will enter the room. 'he dwarf will hold the 
door. The others will watch the corridor." 
"O.K." 
"The halfling says, 'Careful, it may be boo- 
by-trapped!' " 
"The fighter kicked the chest with his boot." 
"It is  knocked over. The lid comes open. A 
thousand gold pieces spill out!" 
"Good! The fighter. . ." 
"Around the corner come four orcs. 'Sur- 
face dwellers! K i l l  them, cut them to mince- 
meat! Pound them to hamburger!"' 
"The fighting man i s  ready. He swings (rolls 
die). An 18!" 
"It's a hit. Roll your damage." 
(Rolls a six-sided die) "A four." 
"He's dead. You cut him in half. The second 
orc is on you. He swings. . ." (the fight con- 
tinues until all four orcs lie dead.) 
"We search the other half of the room. 
Everybody fi l l  your packs and pockets with 
the gold." 
"Other half of the room is the same dimen- 
sions as the first one, 40 feet. You find four 
bunks, a table and benches." 
"We search for more treasuye." 
"Nope. Nothing of value." 
"How about doors?" 
"No doors in either part of the room." 
"The elf and the dwarf will search for secret 
doors. The rest of the party comes into the 
room and we shut the door. The halfling will 
stay at the door and listen." 
(After determining which piart of the room is 
being searched he rolls a secret die) "The 
elf finds a secret door in the northernmost 10 
foot wall section in the eoistern half of the 
L." 
"Does he hear anything?" 
(Carefully rolling a secret die for end-of- 
turn wandering monster) "No. But the half- 
ling guarding the door reports hearing slith- 
ering noises outside." 
"Hey, everybody, I hear slithering noises!" 
"Let the elf try to open his !secret door. Half- 
ling, spike that door of yours shut!" 
"The elf opens the secret door. It's a dark 
passage, only three feet wide, running 
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straight north." 
"See anything?" 
"Passage is empty as far as he can see." 
"'With his infravision?" 
"Right, with h is in f rav i s i o n ." 
"O.K., everybody, into the secret passage." 
"In what order?" 
"Elf in front. Fighter behind him. Dwarf will 
close the door and bring up the rear." 
"You've proceeded north 100 feet when the 
elf comes to a stop." 
"'What's the matter?" 
"He sees a gelatinous cube filling the 
passage 60 feet ahead." 
"Crom's devils! Somebody get a torch 
alight. Dwarf, go back to the door and listen 
ior noises in the room we iust left!" 
"Dwarf says, 'There's a hollow space under 
the floor here somewhere."' 
"'O.K., Elf,  squeeze back down the corridor 
(and see if you can find a trap door. Where's 
that torch?" 

mebody "Here i t  is." 
A .  "The gelatinous cube begins to slide slowly 

down the passage toward you . . . ' I  

This example could be played with maps and pen- 
and paper. if miniature figures are used, they can be 
.anged in battle order on the table top and the 
)vement through passages and rooms imagined, the 
xes rearranged for combat or other changes of for- 
ition. Figures are available for all the character types 
Dungeons 4% Dragons as well as for most of the mon- 
rs. 

Obviously, the success of an expedition depends 
the Dungeon Master and his creation, the dungeon. 

iny gamesters start with a trip across country to get to 
3 entrance to the dungeon - a trip apt to be punc- 
ited by attacks by brigands or wandering monsters or 
irked by strange and unusual encounters. The party 
?n enters the underworld, tries to capture the 
iximum treasure with the minimal risk and escape 
ve. The Dungeon Master should have all this com- 
?tely mapped out, hit points and attack die rolls 
lculated and recorded, so that the game will proceed 
JSf rapidly at the exciting moments when the enemy 
encountered. Do not hesitate to have lawful or help- 
, charalcters chance by at times, your adventurers may 
ed a little help! 

The imnninnrv oniverse of Dunaeons 8 Draaons 

to be furl and the rules modified if the players desire. 
Do not hesitate to invent, create and experiment with 
new ideas. Imagination i s  the key to a goad game. En- 
ioy! 

Sample Dungeon 

Bac:kground - 100 years ago the s,orcerer Zenopus 
built a tsower on the low hills overlooking Portown. The 
tower was close to the sea clifr west of the town and, 
appropriately, next door to the graveyard. 

Rumor has i t  that the magician made extensive 
cellars and tunnels underneath the tower. The town is  
located on the ruins of a much older city of doubtful 
history land Zenopus was said to excavate in his cellars 
in search of ancient treasures. 

Fifty years ago, on a cold wintry night, the wizard's 
tower was suddenly engulfed in green flame. Several 
of his human servants escaped the holocaust, saying 
their rnaster had been destroyed by some powerful 
force he had unleashed in the depths of the tower. 
Needless to say the tower stood vacant fora while after 
this, but then the neighbors and the night watchmen 
comploined that ghostly blue lights appeared in the 
windows at night, that ghastly screams could be heard 
emanating from the tower ot all hours, and goblin 
figures could be seen dancina on the tower roof in the 
moonlight. Finally the authorities had a catapult rolled 
through the streets of the town and the tower was bat- 
tered to rubble. This stopped the tiauntings but the 
townsfolk continue to shun the ruins,. The entrance to 
the old dungeons can be easily located as a flight of 
broad stone steps leading down into darkness, but the 
few adventurous souls who hove descended into crypts 
below the ruin have either reported only empty stone 
corrid'ors or have failed to return at all. 

Other magic-users have moved into the town but 
the site of the old tower remains abandoned. 
Whispered tales are told of fabulous treasure and un- 
speakable monsters in the underground passages 
below the hilltop, and the story tellers are always 
careful to point out that the reputed dungeons lie in 
close proximity to the foundations of the older, pre- 
humcin city, to the graveyard, and to the sea. 

F'ortown is  a small but busy city 'linking the caravan 
routes from the south to the merchsclnt ships that dare 
the pirate-infested waters of the Northern Sea. Humans 
and non-humans from all over the globe meet here. At 
the Green Dragon Inn, the players of the game gather 
their characters for an assault on the fabulous passages 
beneath the ruined Wizard's tower. 
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beds as there 'ore occupants. The occupants are goblins. 
There are at /east three goblins. The Dungeon Master 
should increase the number of goblins if the party of 
adventurers is a large one - i.e., if more than three are 
in the party, have five goblins, more than five, seven or 
eight goblins, etc. 

The goblins wear leather armor and carry swords 
and daggers. They can each take one 8-sided die of 
hits, minus one point, i.e. roll a regular hit die, subtract 
one - the result is the goblin's hits. If one is rolled do 
not subtract. If half their number is killed, the other(s) 
will try to escape through one of the doors or surrender. 
If surrender is accepted the captured goblins will offer 
to lead the party to a treasure but will, in reality, try to 
guide them to one of the dangerous trap rooms and 
then run. 

There are small wooden chests under each bed 
and several leather sacks hanging on pegs along the 
wall. Most of the sacks contain iunk, dirty clothes, old 
bones, etc., but two contain coins, 500 silver pieces 
each. There are several cloaks hanging on pegs and in 
a pocket of one cloak there is  a magical potion of 
growth in a glass vial. One of the chests contains an ad- 
ditional 2000 copper pieces but the chest i s  booby- 
trapped and an opening releases a cloud of sleep gas 
filling an area 6 X 6 X 6 feet. Anyone within this area 
who fails to make his saving throw against poison falls 
deeply asleep for a number of turns. The Dungeon 
Master determines the exact number of turns of un- 
consciousness by secret roll of a 6-sided die, subtracting 
a 1 if the character has a high constitution. 

5 - This is a 50 ft. X 50 ft. room with a north door 
and an open door at the south end. The four deep 
niches in the walls can be seen from the north doorway 
but they are covered with cobwebs and nothing can be 

\r/ithin them. The room is totally dark and the floor 
d with an inch of undisturbed dust. 
.e are four skeletons in the niches. They do not 
iless someone advances over ten feet into the 
en they all rush out and attack until destroyed 
I a\way. A first level cleric must roll a 7 or more 
I 6-sided dice to turn them and then make a 
roll to see how many are turned away. If 
hey run out the door at the end of the room far- 
n the cleric. 
.e is no treasure in this room. 

- C i s  an empty corridor. All corridors in this 
I are 10 feet wide and 10 feet high. (The magic- 
xret corridor ( S  to F) is 5 feet by 5 feet.) 
)er than at the end of 3 turns a wandering mon- 
i t  (appear - corridors are likely places for this 
m. 

- An almost empty room with a 6 ft. tall stone 
I the center. There is a door in the middle of 
1 1 1 ,  north, south, east and west. The statue is 
le door by which the party just entered. Doors 
)om always open from the outside, but at the 
l e  the statue will rotate on its base to face the 
dloor. Once i t  has been opened, the door starts 

y shut, activated by a powerful spring in the 
- it  will stay open to allow the party to enter. 
' alpens outward into the corridor. 

From inside the room all doors are firmly held shut 
except the one the statue is  facing - that door can be 
easily opened. To open any door, then, .bhe statue must 
be rotated on its base ( i t  turns eosily) until it faces the 
door. Then the door opens easily. Doors can not be 
forced open, they are held by the equivalent of a "wiz- 
ard lock." 

E - Room E is always an empty room. The size of 
the rooms and the number of doors i s  variable, as 
shown ori the Dungeon Master's map. 

F - This i s  a magic-user's room. He is an evil 
thaumaturgist (fourth level) who has been trying to 
take over the dungeon level. The room is 50 ft. by 60 
ft. There is a large door in the scuth wall and a smaller 
one in the north wall. The magic-user himself i s  stand- 
ing behind a work table in the southwest corner. 
Near him isa Second level fightiig man whom he holds 
under a charm spell. Actuaily this man is one of the 
smugglers from the sea cave whose curiosity allowed 
him to wander too far into the underground. 

The fighter is basically reutral but will attack 
fiercely on command from the magic-user. Armor class 
5 (chainmail), he carries a magic + 1 sword. He wears 
a ieweled belt (stolen) with rubies worth 1000 gold 
pieces. 
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The? thaumaturgist (4th level magic-user) knows six 
spells: read magic, charm person, magic missile, 
protection from good (he is lawful evil), wizard lock 
and web. He carries a scroll of levitatilm. When caught 
in this room he will (a) direct the fighter to attack, and 
(b) try to exit through the secret door behind him. While 
doing this there is a 50% chance that he will drop the 
magic scroll. If magic is throwrl at him his saving throw 
is better than that of magic-users of the third level, add + 1 to h is  saving throw score. 
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If he ccin get out the door he will put ai wizard lock on it 
and ruii up the stairs to his tower. The rest of room F is 
occupied by 3 stone statues of men. They are men 
turned to stone by the magic-user wii h a special wand 
which he has in his tower. He will use the wand on 
anybody entering his hideaway. 

G - Gloomy. Piles of rocks and rubbish four feet 
high cover the floor. There is  a door in the center of 
every wall except the north. 

There are 2-8 giant rats in the room, but they are 
hiding in the shadows and not easily seen. An elf or a 
dwarf might spot them (on a roll of say 1 or 2 on a six- 
sided die). They will attack if the room is entered. 

The rats are armor class 7 (leather), have 2 hit 
points each, and have a treasure. Concealed in a mass 
of old bones, chewed leather straps and bits of armor in 
i ts nest i s  a belt attached to which is 13 silver dagger (50 
gold piece value) in a sheath and a bag containing 50 
electrum pieces. It takes a turn of ccireful searching in 
the refuse to come up with these things. 



H - A room 80 ft. X 50 ft., with doors in the north 
and south walls. There is a river running through the 
room, 50 ft. wide. It enters and exits through holes in 
the east and west wall with less than a foot of air space 
over the water. The channel is 10 feet deep and the 
current i s  swift. Anyone falling in will be swept away 
unless he has a strength of 15 or better. Men in metal 
armor will sink to the bottom if they fall in. They may be 
able to shed their armor (50% chance) in one turn and 
get to the surface. The current will deposit anyone 
swept away in room K at the end of a turn. Being 
dragged under the rock wall between rooms is 
dangerous. Anyone with a constitution of 12 or better 
will survive unhurt, others run a 50% chance of taking a 
die of damage from drowning. 

The walls of room H are fitted granite blocks as is 
the ceiling 20 feet above. The Dungeon Master will 
have to evaluate the characters' pttempts to cross. The 
floor is also rock, 15 feet wide on each bank and the 
drop into the river is sheer. 

I - Doors in the north, south and east walls give 
entrance to this room. In the center of the room is a 
bronze sundial on a low pedestal. Set into the stone of 
the west wall is a bronze mask, about the size of a man- 
hole cover. The eyes and mouth are shut. Below the 
mcsk, in common language, is an inscription: "I'll an- 
swer questions, one, no more. I never speak til it be 
four." 

The magic is activated by shining the light of a 
single torch, lantern, etc. on the sundial so the shadow 
of the gnomon falls on the Roman numeral IV. The 
bronze mask then opens its eyes and says "Speak, I'll 
answer." It will give a reasonable answer to any brief 
pertinent question and then say, "I've answered one, 
now go away. I will not speak again today." 

Since the shadow has to be held on IV, there is lit- 
tle chance of triggering the magic accidentally, even by 
walking around the sundial with a light. 

J -A room 60 by 50 feet. The ceiling is out of sight 
in the darkness but there are large spider webs in the 
corners. There are doors in the middle of all 4 walls. 

A giant spider lurks in the darkness of the roof, 
thirty-five feet above. He will drop on unwary adven- 
turers. He is armor class 3 (plate mail), has 4 + 4 hit 
dice (21 hit points), and his bite causes 2-8 points of 
damage and i s  poisonous. 

If the party enters and does not see the spider, the 
monster will select a victim (by random number assign- 
ment of some sort) and try to drop on top of him. 

If the spider makes his first hit he has dropped on 
the character and knocked him down. If he misses he 
lands beside the victim on the floor and the battle 
proceeds from there. If the spider gets a knock-down i t  
is a surprise (naturally), and the spider gets the next 
blow. The character knocked down makes his first hit 
with a -2 off his roll, after that he hits normally. There is 
no treasure in this room, but a +1 dagger is imbedded 
in the spider's body (evidentally a souvenir from some 
previous battle); it can be found only if the beast is cut 
open. 

K - A cavern, about 10 feet high, irregularly 

shaped, with the river running through it. There is a 
shallow beach where flotsam from the river is 
deposited. There is an exit to the west. The cave is com- 
pletely dark, characters without lights, or infrovision will 
have to feel their way out. 

I -Another cave with the river running through it. 
There is phosphorescent fungus growing on the rocks, 
so anyone can see without lights. There are east and 
west entrances on both sides of the river to the sandy 
beach. The river is only 3-4 feet deep at the center of 
the channel and can be forded. 

There is a giant crab concealed under the sand on 
the south beach. It will attack anything that moves on 
either beach. It runs 60 feet in 1 turrr, in armor class 3 
(plate mail), and takes 2 hit dice (8 hit points). It strikes 
with its giant claws one at a time as fast as a man, do- 
ing 2-112 points of damage per hit. 

MI - A large sea cave with entrances to the north 
and south. There is a sandy beach, on which are drawn 
up two row-boats. The entrance to the sea is to the west 
about 500 feet. If i t  i s  day up above, the cave will be 
dimly illuminated by sunlight coming through the tun- 
nel. If i t  is night, torches in the hands of the occupants 
will shed a dim glow. 

The cave is used by smugglers (2nd pirates. There 
are foiur pirates present now, sitting in one of the boats, 
talking. They are normal men (1 6-sided hit die), armor 
class 7, and are armed with cutlasses. (At the Dungeon 
Master's discretion he may increase the number of pi- 
rates.) Each pirate carries 2-1 2 gold Ipieces in his purse 
(roll 2 6-sided dice). The pirates USE! the cave to hide 
treasure and there are chests in the first boat and a 
prisoner in the second boat. Every turn there is  a 25% 
chance of another boatload 06 2-5 pirates rowing in. 

The prisoner is a girl, Lemunda the Lovely, whose 
father is a powerful lord in the city ahove. Lemunda is  a 
good fighter in her own righf and carries a concealed 
dagger in her girdle, but right now she is  bound and 
gagged. She i s  lying in the bottom of the second boat, 
not the one occupied by the pirates. Her family would 
be very grateful to get her back. 

S10 114 W12 C15 D12 C17 Level2,HitDice2 

Lemunda the Lovely: 

The treasure is in two chests in the first boat. One 
chest contains 2000 silver pieces, the other 1000 elec- 
trum pieces and 12 gems each worth 100 gold pieces. 

Exit from the underground can ble made by rowing 
out to the sea, although there is  a po:jsibility of meeting 
another boat coming in. There is a lcirge octopus at the 
bottom of the sea cave, 3 hit dice (16 hit points), armor 
class 7 (leather), which will attack boats. The pirates 
always throw the monster a large fish or the body of 
one of their victims and so i t  does no't attack their boats. 
If the octopus makes a "hit" with a tentacle i t  will not 
do any damage immediately but will pull the victim 
overboard and try to drown him. See H for more in- 
formation about drowning; assume that all characters 
know how to swim. The octopus gets 6 attacks per 
melee round! 

FJ - This large room - 120 feet by 70 feet - is 
part of the catacombs of the city. The north wall has 
caved in and there are doors only at the east and west 
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ends of the tomb. Ten stone sarcophagi are scattered 
about, four empty with the tops off. Six, however, are 
closed. If the adventurers open one, roll a die to see 
which they have chosen. 

#1 contains only moldering bones but releases a 
cloud of noxious gas which renders unconscious 
anyone within 3 feet unless they make their saving 
throw against poison. Unconsciousness lasts 1 to 6 turns, 
depending on the Dungeon Master’s die roll. 

#2 contains a partially clothed skeleton which 
holds a ieweled dagger in the bony hands folded 
across i ts chest. If the dagger is removed i t  will flash 
away into the air, turn and attack the one who touched 
it. It strikes as a 1 hit die monster and will continue to 
attack until it draws blood, doing 1 die of damage, or its 
:-‘ended victim runs from the room. It will then return 

the coffin with i ts owner. The dancing dagger is hard 
hit - armor class 3 - and if hit it falls to the floor 
Id remains, motionless for 3 melee rounds and then 
<es up the attack again! Putting it back in the sar- 
phagus will stop the attacks of course. 

#3 skeletal form wears rings and a coronet worth 
0 gold pieces. 

#4 skeletal form wears jewelry worth 900 gold 
xes. 

#5 animated skeleton (7 hit points), armor class 7, 
grmed with a curved scimitar. It will attack as soon as 
e lid is removed. 

#6 skeletal form in chainmail holds a magic sword 
1. Any warrior-type drawing i t  from the scabbard will 
el the surge of magical power it gives. 

When the party enters the room there is a 50% 
once a giant rat will burst through the loose dirt at the 
r t h  end of the room and attack. Armor class 7, 4 hit 
)ints. At the end of each turn or each 10 melee 
unds there is another 50% chance that a rat will enter 
i m  the tunnels. The rats will not, however, leave 
om N except to go back to the tunnels. 

The sarcophagus lids are heavy. Four or more men 
in lift them off, one man would have to slide the lid 
f, and this would take 1 turn. Thus i t  will take several 
rns to get them all open and the rats are pretty sure to 
low up. 

P - This room is  50 by 80 feet and has doors in all 
#ur walls. It contains two ghouls and some smashed 
)ffins. Thle ghouls are armor class 6, and if they score a 
t they can paralyze their opponent (unless he is an 
f). They can take 2 hit dice ( 1  1, 9 hit points respec- 
iely). The coffins contain, in addition to indescribable 
Jds and ends, 50 platinum pieces and 5 gems each 
orth 10 gold pieces. 

The east door leads to a short dirt tunnel which 
nds blindly under the cemetery. 

RT-. Rat tunnels. They are only 3 feet in diame- 
!r, round and dug through the soft earth of the ceme- 
‘ry. A man could crawl through them, but it should be 
3rd for him to fight (a -2 from his attack die roll). A 

halfling or dwarf would be a i  no ~ U I I I L U ~ ~ ~  uI-yv 

vantage. Every 100 feet there is a 50% chance of meet- 
ing a rat, every 200 feet a 50% chance of coming on 5 
gold pieces. The tunnels form an endless maze and 
there is in0 end to the rats. The tunnels intersect the 
dungeons at the northernmost corridor and at room N. 
Rats are described under room N. 

S - Spiral Staircase. The spiral staircase begins at 
floor level at the north wall and winds around up to the 
roof 25 feet above, making 1 full turn. The stair ends in 
a closed trap door in the ceiling, leading up to room S1. 

The room contains a giant snake, armor class 6 
(leather and shield), 2 hit dice (13 hit points), and 
moves 100 feet per turn. 

There are two visible doors at ground level, north 
and south as well as the trap doors in the ceiling. There 
is a secret door under the stairs, opened by pressing a 
hidden catch. 

SI -- Ground floor of the magiciian’s tower, en- 
tered through the trap door in the floor. There i s  a door 
to the north and a spiral stair leading up, just like the 
one in ?he room below, ending in a trap door in the 
ceiling. The door to the street outside and the trap in the 
ceiling ‘are both open. There are a fireplace, cooking 
utensils and a few chairs. The room is unoccupied. The 
trap door above leads to room S2. 

S2 - Just above S1 and shaped the same, also with 
a spiral stair leading to the roof, trap door closed. No 
doors, but narrow (2 foot wide), tall windows in each 
wall. This is the wizard’s study, and here he has his two 
giant volumes of magic spells, table, lamps, chemicals, 
skulls, loose pages of parchment, mystic designs on the 
floor, etc. 

Against the south wall there is an ape in an iron 
cage. l h e  key is  in the lock of the cagle door. The ape is 
2 hit die and is armor class 7 (leather), and wil l attack 
as soon as he gets out - he hates ihe cage and has 
been waiting to get even. If the magic-user opens the 
cage there is a 25% chance the ape will attack him. If 
anyone else opens the cage, the ape will attack 
someone in the room and then try to escape through a 
window, down the side of the tower and off through 
the city streets. 

The magic-user keeps his wand of petrifaction 
(turns flesh to stone if he makes a hii with it) hidden in 
a secret compartment of the table (only 5% chance of 
locating this compartment). Hidden among the un- 
decipherable parchment notes on the table is  a scroll 
which reverses the wand effect, bui only for 1 person 
and only once. 

The magic-user himself is described in room F. If 
he is not in room F he will be found here. 

By the time the adventurers have worked their way 
through this, the Dungeon Master will probably have 
lots clf ideas of his or her own to try out. Design your 
own dungeon or dig new passage!; and levels in this 
one. What lies in the (undiscovered) deeper levels 
where Zenopus met his doom? Do the pirates have 
other treasure troves hidden in the sea caves? What 
inhuman rites are practiced deep in the ghoul haunted 
passages beneath the graveyard? VVhat are the towns- 
people going to do when they disccrver that our friends 
are tampering with Things Better Left Alone? 
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