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Sources

The Autodungeon Engine was inspired by and expanded
from Appendix A: Random Dungeon Generation, and the
Trap Architect was inspired by and expanded from
Appendix G & H: Traps & Tricks, both in the original Dun-
geon Masters Guide by Gary Gygax, Dave Arneson, et. al.,
in conjunction with a suggestion Ed Stark made regarding
how a “dungeon-by-flowchart” might work (even though
1 ended up not using a flowchart!).

Part Four: Permutations was inspired by an observa-
tion made by Monte Cook concerning what makes a dun-
geon appealing to him. | took the ball and ran with it.



Dun geon Creation

L. Down underground, nothing ran
straight. All the tunnels curved, split
rejoined, branched, interlaced, looped, and
traced elaborate routes that ended where
they began, tor there was no beginning,
and no end, One could go, and go, and 2o
and still el nowhere, for there was
nowhere to zet to. There was no center, no
heart of the maze. Once the door was
locked, there was no end to it. No direction

was riglt

—LUrsula K. Le Guin
[ie Tombs of Atuan
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Introduction

Introduction

You are probably wondering, Is this guidebook for me? In a word, yes! The
Dungeon Builder's Guidebook assembles tried-and-true dungeon building advice,
approaches, and tactics gathered over many years and from many game tables.
Moreover, the suggestions and samples in this guidebook are an invaluable
resource for initiating and fleshing out the ruins, mines, caverns, and tombs of
your own imagination.

What if | already design all my own dungeons, thank you very much? For the
pros, this guidebook offers a quick and easy stepping stone in dungeon design.
The advice and tips in Part One: Dungeon Building Lore may be old news to
you, long ago implemented into your designs; however, even the most passionate
Dungeon Master (DM) is sometimes strapped for time and /or inspiration. The
Dungeon Builder’s Guidebook is perfect for generating the dungeon hook you need
ata moment’s notice, the goblin warren the player characters (PCs) accidentally
stumble upon, or the pocket dimension you did not get a chance to detail!

Whether novice or veteran, you can use this guidebook as an idea resource,
Many dungeon designers excel in the art of adapting interesting and applicable
ideas from many sources and plugging them into their own creations. The Dun-
geon Builder's Guidebook is specifically designed as an idea grab bag; the tables
and geomorphs can easily function as menus and generic floor plans, to be used
in whole or in part. If you do not want to trust dungeon creation to the whim of
the Autodungeon Engine in Part Six, disregard it as an interesting curiosity and
use only those parts of the book that suit your specific needs.

What is a "Dungeon?”

Historically, a dungeon consisted of underground chambers for the confine-
ment of prisoners. In this guidebook, and as a convention used liberally through-
out the AD&D" game, “dungeon” means any bounded setting within which PCs
interact with each other, nonplayer characters (NPCs), traps, puzzles, monsters,
and/or other challenging situations. Thus, this term applies to everything from
subterranean mines and burial chambers to castles, cities, and extraplanar
abodes.

That said, the Dungeon Builder's Guidebook assumes your familiarity with the
DUNGEON MAaSTER® Guide and the Player's Handbook. Because of space constraints,
the entries in the encounter tables do not include combat statistics, so the Mon-
STROUS MANUAL™ tome would also be extremely handy.

In addition pencils, pens, erasers, and graph paper (or a photocopier or computer
mapping program) are fundamental necessities for mapping and keying a new dun-
geon. Now, enough with introductions—let us delve into the heart of the matter!

Using Dungeon Builder’s Guidebook

You can utilize the information herein in several ways. In its simplest form, the
guidebook serves as a reservoir of ideas from which you can pick and choose
freely. Alternatively, you can work your way from the beginning to the end of
Chapter One, following the directions given in each part. This would lead you
step by step through the dungeon creation process.

As for Chapter Two, the geomorphs described there are designed to fit with the
other geomorphs of the same type, allowing you to add them to your dungeon
with little or no tinkering. However, if you choose, they can also serve as small,
independent dungeons, ready to drop right into your game.

This guide is not intended to mandate dungeon designs. Take as much or as lit-
tle from this book as you like. At any point during the creation of a dungeon, you
are of course free to break off from the suggested path and follow your own



designs. If you do not like the results rolled for on any
one of the tables, choose another, or just make up your
own result.

* Part One: Dungeon Building Lore provides basic
philosophies behind creating dungeons. It includes a
discussion on realism in dungeon design, ecology of
inhabitants, and atmosphere for dungeon adventures.

* Part Two: Applied Dungeon Conception discusses
the various approaches to dungeon design.

* Part Three: Dungeon Types gives you a variety of
different dungeon floor plans, properties, and
encounters with which to populate your dungeon.

* Part Four: Permutations gives you ideas for twisting
your dungeon-building project, creating something
truly unique.

* Part Five: Traps offers a variety of interesting dun-
geon traps for you to sprinkle lightly (or liberally)
through the newly created dungeon.

* Part Six: Autodungeon Engine ties your hands a bit
more than the previous sections, but its random gen-
eration aspect allows for strange twists and fun new
developments that might otherwise never see the
light of day.

* Parts Seven through Twelve give detailed descrip-
tions of the founding geomorphs (from the inside
cover) and the focus geomorphs. The founding geo-
morphs are samples of each of the six dungeon types
defined in this book. They can function as either the
overall shape of your finished dungeon or as an
example after which you can model your own
unique dungeon. The focus geomorphs function as a
sort of central core for that type of dungeon, Instruc-
Hons for using geomorphs appear on pages 13-14.

* The geomorphs in the enclosed booklet allow you to
generate a custom dungeon outline. You merely trace
or photocopy the applicable geomorphs, attaching
them together to form your own dungeon. You can
either fit these into the founding geomorph or mold
them into a shape of your own design. Instructions
for using geomorphs appear on pages 13-14.
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Part One: Dungeon Building Lore

Part One contains several atmosphere enhancements, philosophies, and techniques
of dungeon creation that can prove useful in constructing any dungeon setting. If you
are not creating a completely new dungeon, a perusal of these points may bring to
light some interesting possibilities for already existent settings. Advice for applying
these formulae to actual dungeon creation appears in Part Three: Dungeon Types.

Philosophies

A philosophy is a basic theory or viewpoint held by an individual. Assumptions
you make while creating a dungeon therefore operate as philosophies of dungeon
building. For example, many people swear that an approach (described in Part Two:
Applied Dungeon Conception) is necessary to create a dungeon, but other dungeon
builders may have different primary philosophies.

Though a philosophy generally focuses on a specific component of dungeon build-
ing, it is possible to simultaneously accept several complementary philosophies.
However, sometimes a philosophy of dungeon building is so basic to the dungeon
conception that it competes with other philosophies. In these cases, one of the two
varying concepts must become subordinate to the other. Of course, varying your pri-
mary philosophy from one dungeon to the next goes a long way toward creating
unique dungeon settings.

For ease of reference, the philosophies presented below focus mostly on a single
aspect of dungeon building and can be utilized concurrently. There are far more
philosophies of dungeon building than can be listed in the following section, but the
points below cover some of the most important ones.

Ecology

Where do the monsters that live in a dungeon get their food when not munch-
ing on adventurers? Such creatures would quickly perish in closed-off spaces
without access to food. For example, the classic “monster locked in a treasure
chamber” is not necessarily realistic (although it may be fun). In most cases, an
adventuring party breaking into a sealed chamber guarded by a monster would
find the treasure and an associated pile of bones; gold and jewelry is not normally
an adequate source of nutrition!

Realistically portraying the ecological interaction within a dungeon settin
requires you to consider the dietary needs of the creatures living therein and their
access to unrestricted food sources. For example, a dungeon setting that opens to
the surface provides ample opportunity for the creatures to forage for food in the
world above. Alternatively, fantasy settings often contain viable underground
ecosystems; a dungeon setting with a secret route into a larger underdark food
chain could feasibly provide food to support countless inhabitants.

Of course, the story you have planned may require a dungeon completely cut
off from outside influences. Undead and magically animated creatures thrive in
settings sealed away from light and life. However, if living monsters are needed,
you can craft a miniature food web within the confines of the dungeon itself.

The most important element of a food web is the base foundation upon which
all other creatures derive nourishment (either directly or indirectly). Above-
ground, vegetation usually serves as the base foundation of a food web. Herbi-
vores feed upon these plants, and carnivores feed upon the herbivores. Of course,
maost plants receive their nutrients from solar energy, an element usually lacking
in dungeons,

In a fantasy setting, however, you can have subterranean plants, molds, and
fungi subsist solely upon nutrients in the soil, radiation from “telluric currents”
running through the earth, or other esoteric sources of energy. Once a basic popu-
lation of vegetation colonizes a dungeon, a small population of herbivores can

6 Part One: Dungeon Building Lore



support themselves upon the growth, and an even small-
er population of carnivores (monsters) can feed on these
grazers. Realistically speaking, the carnivore population
is never more than 10% of the herbivore population.

Example: The sealed Cellar of Calember (sealed except
for narrow air vents to the surface anyway) contains a
rampant growth of bioluminescent fungi. The fungi
not only provide light, but also support a healthy pop-
ulation of worms, rats, and bats. Keeping the numbers
of grazers in check, a tribe of grimlocks garners their
daily nutritional requirements from both the grazers
and the fungi.

Cohesiveness

Many dungeons call for monsters of different species to
dwell in the same locale. This brings up the question, How
do these monsters interact with each other? And why are
they both present in the dungeon setting in the first place?
A few possibilities offer themselves.

Perhaps a more powerful being controls the various mon-
ster types. Monsters that might normally attack each other
could be charmed or otherwise mentally manipulated,
making them get along with each other and work toward a
common goal. Monsters present on a “work for hire”
basis—or out of fear of a controlling entity—may not work
so cohesively together. In fact, they may eventually fall to
bickering and backstabbing if their natures are sufficiently
opposed.

In large dungeon settings, such as natural caverns and
tunnels, two or more groups of monsters may live near each
other. They could have signed interracial treaties, allowing
for commerce and some level of interaction between the
groups. On the other hand, the groups could constantly war
against each other with the intention of wiping out com-
petitors for scarce food and resources. Such a situation may
allow savvy player characters to ally with one group in
order to bypass or destroy the other group, a feat that the
party might not be able to accomplish on its own.

Reasonability

Another simple litmus test for dungeon building is that
of reasonability: Does the proposed dungeon fit the pro-
posed antagonist? A cloud giant could reasonably inhabit a
fortress built on the cloud-swaddled peaks of a nearby
mountain range, but a cloud giant master of a subterranean
tribe of goblin raiders probably does not make much sense.
Of course, providing a reasonable story for the cloud giant's
presence in the underdark opens up whole new possibilities
for the adventure.

For example, the cloud giant could have somehow “fall-
en” from the graces of his erstwhile peers, and now he plots
his vengeance against the cloud giants that shunned him.
Suddenly, what at first appears unreasonable and awkward
blossoms into a rich story that offers the player characters
further avenues of exploration and fun.
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Classic Design

In the early years of fantasy roleplaying, dungeons
incorporated incredible size and complexity. Such under-
ground complexes often included more than a dozen dis-
tinct levels, each one boasting several sublevels and
hundreds of rooms. This classic design worries less about
realism and more about providing a site suitable for years
of constant exploration, fun, and looting by the PCs (see
“Fun vs. Realism"” below). Accordingly, as the characters
delve deeper, the monsters become nastier and the trea-
sures larger. This setup presents the PCs with mounting
challenges to match their own increasing power levels. It
also gives you the luxury of designing deeper levels as the
PCs progress.

Example: Aknon'’s Labyrinth exists just outside the
frontier town of Lethur. The town sprouted after the
discovery of the nearby dungeon, much as a boom-
town appears in the wake of a gold rush. This
labyrinth consists of a massive underground complex
that dates back to the time of the Cleansing Wars,
when the evil sorcerer Aknon made an almost success-
ful bid for regional dominance from the safety of his
subterranean fortress. In the end, the surrounding
races managed to defeat Aknon, raze the foundations
of his surface stronghold, and clear the upper levels of
his underground complex. The lower levels were then
sealed off to fester in darkness, In the years following
Aknon's fall, bandits and orcs have infested the upper
halls. Further, legends still speak of powerful artifacts
and untested arcane engines of destruction lost in the
sealed lower levels, guarded by terrible traps and the
vengeful memory of Aknon himself, . . .

Fun vs. Realism

There are times when slavish insistence on realistic
environments, the laws of physics, and believable motiva-
tions for the antagonist can get in the way of a good time.
Sure, it would be cool if falling damage took into account
the acceleration of gravity, but at the game table, the
appropriate second-per-second-squared algorithm might
soon grow cumbersome to calculate. More to the point, it
wotld prove too deadly even for high-level characters.
Thus, other aspects of reality are usually reduced to sim-
ple mechanics in a game designed to imitate reality, not
mirror it.

On the other hand, if you go too far down this road,
your players are certain to rebel in the face of situations
that just defy the imagination. Over-reliance on the phrase
“because its magic, that's why!” and DM fiat apply to only
so many situations,

Examiple: The PCs come upon a group of three tunnel
worms in a large cave. The PCs intelligently determine
the exact number of their foes in the open area before-
hand, and they manage to eliminate the threat easily.

Part One: Dungeon Building Lore 7



Suddenly, two more worms spring out at them because
the DM feels the battle was far too easy. Cries of “Hey,
where'd they come from? [ said | had my eves peeled!” do
not deter the attack. The suspension of disbelief is broken,
Thus, the players have less fun and, in fact, are less likely to
suspend disbelief for the sake of the game in future encoun-
ters.

When designing dungeon encounters, balancing plot con-
cerns and realism is important. Going too far in either direction

leads to dissatisfied players or even the cessation of the scenario.

Rewards vs. Effort

Often, DMs pile up treasures in their dungeons in an effort to
please the players, More often then not, however, this merely
leads to further dissatisfaction. If you go way overboard in
handing out the goodies, the characters soon become burdened
with a plethora of cash and magic, eroding the players’ interest
in the campaign. It is just too easy! The term “Monty Haul” was

coined long ago to describe campaigns guilty of such largess.

Example: The PCs trail a group of wererats back to the sew-
ers below the city. The characters easily overmatch these
creatures, putting an end to the lvcanthropic curse plaguing
the citv. Uncovering the wererats’ hoard hidden under filth
and bones, the PCs' eyes boggle at the sight of several
10,000 gp gems, a mod of lordly nuight, and a staff of the magt.
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Did the players earn this king’s ransom of AD&D treasure? Of
course not! This is a case where small effort on the part of the
PCs led to too much compensation. Because of this, you should
avoid overstocking dungeons during the creation process. If the
characters occasionally find moderate caches of treasure and the
rare magical item, their appreciation of treasure and magic grows
by an order of magnitude! In the end, the players enjoy explor-
ing the dank recesses of your dungeons far more.

On the other hand, some DMs make treasure virtually impos-
sible to acquire, increasing character effort while diminishing
payoff.

Example: After months of game time, the PCs track a
group of marauding wererats through ever-increasing
dangers to their labyrinthine lair. The heroes finally best
the last wererat after a titanic struggle in which several of
the characters die. With bated breath, the survivors reveal
the wererat hoard: 351 cp, 42 sp, 16 gp, and a crystal gob-
let worth a measly 50gp. And that's it. There is no magic
to reward eager heroes, and insufficient treasure to even
cover the cost of tracking down and confronting the

lycanthropes.

The foregoing example may seem unlikely, but it illustrates
how penny-pinching DMSs can ruin their players’ fun just as
much as the Monty Haulers. The heroes should receive a
reward when they win out over incredible odds, spend
months mapping a maze, or otherwise successfully complete a
scenario. If magic or cold cash is exceedingly rare in your cam-
paign, award the players with an experience point bonus
appropriate to the situation. Players need to see tangible bene-
fits as a result of their efforts or their interest wanes.

Thinking Monsters

It is fast and easy to stock a dungeon using the MONSTROUS
MANUAL tome, dropping likely monsters into their rooms to
wait for unwary PCs. Sometimes, speed is crucial in creating a
dungeon for immediate play. However, if you have more time,
you can generate a lot of fun and interest by putting yourself in
the claws of the monster: If I were a goblin eking out my living
in this catacomb, how would I use this environment to my best
defensive advantage?

For starters, any monster with more sense than a toadstool
eventually realizes that the wand of magic missiles and sword of
wounding in its hoard are actually much more valuable if actu-
ally used. Most sentient creatures use their magical resources;
they do not just pile them up for potential looters. In this way,
the goblin king becomes a formidable foe, wearing bracers of
defense AC 2 and brandishing a broad sword +3, not to mention
the potion of superheroism and potion of giant strength it just
downed.

Along the same lines, physically weak creatures are not nec-
essarily mentally weak. In fact, frailer beings must often act
more insidious than creatures that can get by on brute force
alone. Such creatures are likely to make the absolute best use of
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the available terrain and environmental resources, creating an
even greater challenge than their level or HD might suggest.

Example: The goblins of Galduraan have created huge defen-
sive mats woven of twigs, sailed straw, putrid offal, pottery
shards and lumps of sticky clay to defer intruders from sensi-
tive areas. Because the goblins are intimately familiar with
the mats, they can run lightly and safely across the gooey
barriers. However, those unfamiliar with the mats are likely
to break through. Of course, the goblins anticipate this and
have prepared various mats with “surprises” for those break-
mg through—including pits, spikes, and rot grubs.

Techniques for Atmasphere

Certain simple techniques in dungeon design can go a long
way to provide a tense, scary, or exciting atmosphere. Your play-
ers long reminisce about those dungeons where the encounters
seemed particularly immediate and real. This product does not
detail every possible atmosphere-enhancing technique available,
but two of the most important methods appear below.

Rub of the Real

Whenever possible, utilize your own real-life experiences to
describe similar situations. Nothing beats real experience, and a
description of a particular area or situation from the lips of one
that has actually experienced that circumstance is invaluable.

If the PCs determine that their best bet on gaining entry to a
buried tomb is through a series of narrow crevices, the constrict-
ed spaces could be just wide enough to allow the heroes access.
As the DM, you may have real life experience in crawling
through narrow, constricted spaces, and so as the party crawls
into the small openings, you regale them with a description
along the lines of the following:

The scents of damp earth and rot surround you like an
invisible haze. As the tunnel narrows, you are forced to
craw] upon your hands and knees. When the space con-
stricts further, you must make a choice between inching
your way along your belly with your arms either flung
out before you or pressed back along your sides; there
is no room to shift between these positions ahead. The
scrape of your passage tumbles dirt into your eyes and
mouth, and small insects skitter just in front of you. You
wonder if you could squirm out backwards if the tunnel
narrows even further, or if you would become thor-
oughly wedged into the earth. Even now, it is possible
you have come too far to go back.

The Psychology of Implication

Often, the implication of great danger is sometimes better
than the immediate threat itself. The dread that the players expe-
rience when speculating about what could possibly be making
the unearthly cries emanating from the cavern ahead is invalu-
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able. Sometimes, the fevered imaginations of the characters con-
coct horrors far beyond what actually lies ahead based solely on
well-devised clues. Itis the implication of an unrealized threat
that engenders the most significant tension and even terror. For
example, the flitting shadow that disappears as soon as it is
noticed provides more terror than stumbling across the vampire
lord of a crypt without any build-up atall

On a related note, tying a particular threat to a specific dun-
geon feature that occurs periodically within the complex soon
conditions the players to expect the appearance of that threat
whenever they see the associated marker, even if it is not really
there. The anxious probing by the PCs that follows the discovery
increases overall player tension within the dungeon setting.

Example: While traveling through a series of unexplored
caves, the PCs are constantly beset by carrion crawlers from
every large fissure they pass. These carrion crawlers dangle
their tentacles down and snatch the victim back up into the
fissure, dining in safety away from the sword blows of its
victim's companions. After a few such horrifying attacks,
the player characters begin to give each and every fissure a
very wide berth. When the players finally realize that the
only way dut is through one final fissure, fear becomes
apparent in every eve around the table, regardless of
whether or not there really is a carrion crawler in the hole.

Part One: Dungeon Building Lore 9



Part Two: A [pplied Dungeon C'onception

Part Two contains varying approaches to the initial dungeon conception. It also
describes various twists and tangents that can make an ordinary dungeon
unique. While this section is ideal as conceptual “fertilizer,” it is presented such
that the roll of a die can also generate specific concepts for dungeon projects.

Approaches

Within a fantasy setting, a dungeon is often built for reasons other than provid-
ing an adventuring party a locale to explore and loot. The purpose behind creat-
ing a dungeon is its approach. Looking at a dungeon from the point of view of its
“real” builder, a few questions spring to mind, such as:

* What was/is the purpose of the structure?
e What were the needs of the builders?
* Why did the creators build what they built?

Keeping these questions in mind may make the conception and mapping of a
new dungeon flow more easily than simply staring at an empty sheet of graph
paper and hoping that inspiration strikes.

Example: You determine that the party’s next challenge lies within the rough
warrens bored into the side of a quiescent volcano. These warrens were delved
by dwarves who now use the submerged magma as an elemental forge.

To this end, you quickly sketch a series of deep magma tubes like red veins
in the earth. Over one of the tubes, the dwarves carved their grand forge
chamber, to which the accumulated ores from other portions of the complex
are brought. Where do these ores originate? They come from mining shafts in
other portions of the volcano, of course, so you quickly sketch these rough
tunnels in.

When the dwarves are not mining or forging; they spend their free time
sleeping in private dwellings, trading their smithwork for victuals in a bazaar
accessible from the surface, and making merry with their fellows in a dwarven
rathskeller. Easily, you add these areas to the map, likely above the levels of
the mines and forge.

Finally, you provide the dungeon with an entry to the surface and some suit-
able defenses, You can fill in architectural defails and encounters afterwards.
In conception, at least, vou have created a dungeon based upon a defining
approach

Determining a Dungeon Approach

Choosing the approach for your dungeon is an important decision. Since the
approach guides—or at least influences—the overall aspect of the dungeon, you
should be sure to pick one that offers possibilities of enjoyment for your players
and, even more importantly, is a concept about which you feel enthusiastic.

However, if inspiration fails to strike or you are interested in generating an
approach randomly, you can roll on Table 1: Dungeon Approaches. If you are
not happy with the result, disregard it and roll again. If desired, rolling for two or
more defining approaches simultaneously can add additional layers of complexi-
ty to your dungeon. A description of each entry follows the table.

Part Two: Applied Dungeon Conception
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Dungeon Approach Descriptions

Some of the following definitions could easily be
linked to associated dungeon types described in Part
Three: Dungeon Types.

Abandoned Site: Abandoned sites (including ships
and other large, once-mobile objects) usually fall into
ruin for lack of upkeep, so the original purpose of the
structure may be lost to time. Such places often provide
perfect lairs for both natural and supernatural creatures,
and even intelligent entities that colonize the area in the
absence of the original builders. The purpose of an aban-
doned structure may remain a complete mystery, or you
can roll again on Table 1 to determine its original
purpose,

Academy: Academies usually contain several large
structures, with secondary buildings to house the faculty,
support staff, and students. An academy may teach
swordplay, music, magic, juggling, or some other eso-
teric skill, and the skills of the college residents corre-
spond to the subjects taught. A school’s course of study
may even be tainted with evil; secret schools for assas-
sins and necromancers fit this category.

Animal Lair: Animals and monsters often create war-
rens of earthy tunnels. These burrows can be shallow
(such as a cave in the side of a cliff) or extensive (such as
the excavations of a behemoth rock worm over the span
of centuries), Often, smaller creatures live in extended
familial groups containing many individuals, while

larger creatures (dragons, for example) lair alone.

Base Camp: When an intelligent group of beings
attempts to push into a new or hostile setting, they usu-
ally establish a base camp. Base camps share many
attributes with colonies, in that they possess everything
necessary for a small group to live away from their nor-
mal environment kept within a defensive perimeter. The
inhabitants of the camp often set stringent guard in hos-
tile or dangerous territories, sending scouts into these
areas for current reports.

Colony: The frontier (be it on land, beneath the sea, in
space, or on a completely different plane) offers open
spaces into which many differing races can expand and
seek out new opportunities. Colonies are usually small,
containing a sample population of the parent civilization
as well as the equipment necessary for the group to live
outside of their normal environment. Colonists are often
vigilant against the dangers of the mysterious and hos-
tile environments in which they have established
residence.

Community: Wherever large groups of humans, demi-
humans, and social beings of every sort come together to
live, a city of the appropriate sort springs up (above-
ground structures for humans, treehouses for some types
of elves, burrows for halflings, magma cores for fire ele-
mentals, etc.). Fantasy cities normally contain many
equivalents to real world cities, like taverns, inns, mer-
chants, city guards, guilds, a local government, and
SO on.

Death Trap: Sometimes, a particularly eccentric wizard
or other powerful being entertains itself by constructing
an underground labyrinth with no purpose other than to
trap, humiliate, and destroy any who might be so foolish
as to trespass. These dungeons typically contain such
intricate traps and deadly monsters that most adventur-
ing parties do not stand a chance in its dank corridors.
Alternatively, death trap sections of dungeons could lie
adjacent to other subterranean chambers as a protective
measure.

Entertainment Site: A wealthy society or individual
sometimes has the means and interest to create a com-
plex specifically dedicated to entertainment. Such com-
plexes could feature gladiatorial events, mock combats,
games of the mind, and games of chance. Often, wager-
ing and the exchange of large quantities of cash take
place in such establishments; therefore, a security force is
often employed to keep order.

Hermitage: Holy individuals, sages, wizards, and
other entities of great age or power sometimes grow
impatient or tired of daily contact with civilization, leav-
ing to establish an isolated abode far the from the con-
cerns of everyday life. Such abodes are difficult to find
and dangerous once discovered; a being that has devot-
ed so much energy to remain hidden does not normally
welcome uninvited guests. Such intruders usually seek
these hermits for the answer to a riddle, for help with a

Part Two: Applied Dungeon Conception 11
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problem, or to retrieve some ancient relic said to be in
the keeping of the recluse.

Mine: Many societies utilize iron, gemstones, and pre-
cious metals. To this end, they may dig mines following
veins of ores, minerals, or fantasy substances, Such areas
usually contain extensive rough tunnels and facilities for
smelting or working the bounty from the earth. Often,
the proprietors of fantasy mines live in associated sub-
terranean chambers.

Natural Phenomenon: Most subterranean complexes
originate from the natural processes of nature. Lime-
stone is soft and easily eroded by the rain water seepage
of millennia, creating winding and chaotic passages.
Geothermal processes and volcanic vents can also create
natural spaces below the earth. In general, natural tun-
nels are characterized by narrow passages, steep
inclines, stalactites, and stalagmites. In a fantasy set-
ting, natural caverns are ideal locations for encounter-
ing subterranean monsters and underground
civilizations whose interests often run counter to those
born in the light of the sun.

Prison: Many castles, fortresses, and civil enforcers
require a dark;, often underground, chamber or cell used
to confine prisoners. Facilities include multiple barred
cells, trap-filled labyrinths to confuse escaped prison-
ers, and possibly torture equipment for the purposes of
interrogation (or even for the cruel pleasure of evil
captors).

Refuge: People build refuges of all sizes in order to
avoid or hide from a wide variety of dangers. Some
refuges are created by individuals that have fallen from
favor and are marked for death by their erstwhile peer
group, other shelters are built by small groups or fami-
lies to hide from incessant warring, and some secret
refuges are constructed by those wrongly (or rightly)
persecuted for major offenses. The largest refuges occur
when a worldwide calamity of apocalyptic proportions
forces everyone to move underground. Refugees often
display active distrust or fear toward anyone that dis-
covers and penetrates their refuge.

Research Area: Strongholds are sometimes created by
those in possession of great power in order to pursue
delicate, dangerous, or somehow illicit research. Such
strongholds, either above or below the ground, are usu-
ally hidden from the general populace, abound with
traps to dissuade the curious, and may even contain
some powerful and dangerous manifestation of the
facility’s research.

Seat of Rulership: A king, queen, or other presiding
individual often rules from within a castle. Examples of
castle architecture abound in both history and fantasy
literature. Of course, rulers may rule from wherever
their particular cultures demand. A structure created for
the rulership of surrounding areas normally contains a
throne room, audience chamber, elegant quarters for the
rulers and visiting nobility, a massive staff responsible

12 Part Two: Applied Dungeon Conception

for running the household, and an elite force of soldiers
to enforce the ruler’s mandates. A ruler often has the
money to indulge in all manner of hobbies and enter-
tainments, so dozens of the castle chambers are often
thus devoted to music, art, magic, dancing, fencing,
literature, or other even more esoteric callings. Addi-
Eon:llly. these rulers usually keep a treasury near at
and,

Temple: Deities of almost every sort require temples
dedicated to their worship. Most temples feature
shrines complete with representations of the deity in
question. Temples commonly house clergy, acolytes,
and defenders of the faith. Private sanctums for those
closest to the deity in question often exist in the tem-
ple’s center, where paraphernalia useful for communion
with the deity is sometimes available.

Tomb: Most cultures revere their dead and inter them
in the earth in some fashion. Serfs and other lower
classes are generally buried in spaces only large enough
to contain their corporeal forms, but some individuals
rate grand burial chambers, catacombs, or related struc-
tures. These sites often contain large spaces out of rev-
erence for the deceased, and confusing passages to
bewilder possible thieves.

Treasury: When cash reserves, treasures, and items of
specific power become too significant to keep in a mun-
dane vault, secure treasuries are sometimes built to
hold them. Common features of treasuries include
impenetrable caches, trapped approaches, and heavily
guarded entrances. Magical guardians could also
defend the actual vault containing the treasure. On the
other hand, vaults are not always intended to keep out
thieves. Sometimes, they hold a dangerous item, con-
cept, or entity too powerful to be destroyed.

Underground Stronghold: In some cases, it makes far
more sense to build below the earth than above. Spaces
below the earth are often easier to defend, and builders
with access to magical means of excavation have no
trouble delving subterranean dungeons. Underground
spaces built primarily for defense (and probably secre-
cy) are often reinforced with defensive walls, traps, and
an active militia to deter invaders. If desired, you can
roll again on Table 1 to determine the secondary pur-
pose of the subterranean structure.

Vessel: Large vessels designed to travel on land, sea,
air, or in space certainly do not count as traditional
dungeons, but they still easily fit the AD&D definition
of the word. Certainly, a fantasy setting allows such
vessels to be massive in size and ambition, but even a
small sailing ship usually contains many cabins and
chambers to keep the interest of an adventuring party.
By their nature, most vessels have a captain, crew,
cargo, and possibly passengers. Vessels contain provi-
sions enough to last the crew and passengers for sever-
al weeks or more of travel, and weapons to repel
pirates and other dangers.
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Part Three: Dungeon Types

Each dungeon type presented in this section includes a general description, a list of
common features, property and encounter tables, and descriptions of each of the prop-
erty entries. The dungeon types also correspond to the geomorphs in the enclosed
booklet (described in “Using the Geomorphs” below). These geomorphs can either be
ignored, copied to create a dungeon to your own specification, or utilized in conjunc-
tion with the rules presented in Part Six: Autodungeon Engine.

Determining Dungeon Type

Of course, determining the type of dungeon to use in your adventure—such as a cas-
tle, tomb, or cave—goes hand in hand with determining the approach (described in
Part Two: Applied Dungeon Conception). While the geomorphs and the property and
encounter tables take some strides towards fleshing out each dungeon, you can com-
pletely flesh out a dungeon only by using your discriminating and insightful eye.
Thus, if you create a dungeon by strictly following the guidelines and rules presented
herein and discover that, somehow, a treasury failed to make it into your dungeon,
simply add one and stock it with whatever treasure you feel appropriate to the dun-
geon type.

If inspiration fails to strike when you are choosing a dungeon type (or you are inter-
ested in generating a dungeon type completely at random), roll on Table 2: Dungeon
Types. If you do not like the resulting dungeon type or it does not match the approach
you have chosen, disregard it and roll again. To add additional layers of complexity to
your dungeon, roll for two or more types simultaneously.

The six dungeon types presented below describe only a few of the possible dungeon
types available. Though many other types exist, this book presents these six in order to
correspond to the associated dungeon geomorphs included with Dungeon Builder's
Guidebook. Each entry on the table is fleshed out later in this section.
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Table 2: Dungeon Types

Roll 1d6 Type
Aerial
Castle
Interdimensional
Mine/natural cavern
Ruin/tomb
[ Underwater
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If you are planning on permutating your dungeon (as described in Part Five), con-
tinue your dungeon-building process with Table 9: Permutations before going on to
the geomorphs, as described below.

Using the Geomorphs

As you have probably noticed, the Dungeon Builder's Guidebook includes a separate
book of maps, broken down into many different dungeon geomorphs. At the most basic
level, these geomorphs serve merely as templates for you to use in your own dungeon
design. You can either trace these models onto your own map, adjusting them according
to how vou think they should fit together, or you can make photocopies, cutting them
out and attaching them as necessary to create a dungeon. Note, however, that a couple
of the geomorphs portray cross-sections of the dungeon. In these few instances, you will
have to change your mapping technique to allow for the altered orientation.
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The geomorphs (and the accompanying property and
encounter tables) are meant to seed your creativity, not
channel or stifle it. Thus, you do not have to use every geo-
morph in your own dungeon; you can pick and choose the
appropriate geomorphs, reusing the same one repeatedly
if necessary. Also, do not hesitate to change boundaries
and keyed locations if they do not fit your own conception
of how the dungeon should come together. Most impor-
tantly, do not hesitate to freechand connecting chambers, halls,
tunnels, and other features between those geomorphs you do
incorporate.

The maps all use the same two conventions to indicate
suggested points to which you can splice the next geo-
morph. The first ( % ) normally occurs at either a door,
hallway, or open area. Feel free to trim hallway lengths,
change door positions, or reduce or enlarge open spaces in
order to achieve a better fit for the added geomorphs. In
addition, the geomorphs use stair symbols ( 2 ) to indicate
a connection to an upper or lower level. When a geomorph
contains the symbol for a staircase, it is left up to you
whether the staircase ascends, descends, or both, possibly
connecting many different levels.

Finally, no rule prevents you from switching between
geomorph types. For instance, you may be piecing
together a dungeon using “Ruin/Tomb” geomorphs,
when you decide that one of the rooms gives way toa
series of natural caverns. Instead of drawing the caverns
freehand, you could drop in some of the “Mine/Natural
Cavern” geomorphs to finish the map, In fact, splicing
together various dungeon types creates a richer and more
varied dungeon. Still, you should be careful not to go
overboard by combining too many disparate types with-
out rhyme or reason.

Founding Geomorphs

The inside cover of this book contains the founding geo-
morphs for each dungeon type. In most cases, this geo-
morph gets you started by setting the stage for all
associated geomorphs. The founding geomorph functions
as an exterior view of the overall shape of the dungeon.
Thus, they are at a much larger scale than the other geo-
morphs. You merely choose from the lettered geomorphs
(labeled alphabetically under each dungeon type), link
them together in whatever order and frequency is neces-
sary, and fit them into the structure of the founding geo-
morph. These geomorphs are not meant to restrict the
creation of your dungeon, so feel free to expand beyond
the given dimensions and shapes if necessary.

Detailed descriptions of the keyed locations in the
founding geomorphs appear in Chapter Two.

Focus Geomaorphs

Besides the founding geomorph, each set of dungeon
geomorphs contains a focus geomorph. The focus geo-
morph is the section of the dungeon that is somehow
pivotal to the entire complex. Therefore, although it
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does not have to be present, it is almost always included
somewhere in the construction of a dungeon.

Detailed descriptions of the keyed locations in the
focus geomorphs appear in Chapter Two.

Property & Encounter Tables

Each dungeon type has an associated property and
encounter table. At the most cursory level, these proper-
ty and encounter tables provide suggested room themes
and encounters within otherwise unkeyed chambers of
the appropriate dungeon type. You do not have to use
these tables at all; they are only a guide. If you would
like to use the tables to fill out empty rooms in dun-
geons of your own design or in conjunction with the
geomorphs presented in this product, you will likely
find them most satisfying as a supplement to your own
inclusions and design. As the Dungeon Master, you
must decide whether or not a particular entry makes
sense in your dungeon. If not, choose another, or roll
again.

If you find a particular property table too limiting,
simply choose another property table from a different
dungeon type to add some variety. Those interested in
generating completely random contents and encounters
should check out the Autodungeon Engine in Part Six.

Using the Tables

To use the property and encounter tables, first sketch
out an empty dungeon (possibly with the aid of the geo-
morphs). Once the map is complete, move through each
room and either choose a likely property or encounter,
or roll on the appropriate property or encounter tables,
It is not necessary to choose both a property and
encounter for each chamber unless the room in question
requires additional color. Merely choosing a property
for the chamber in question is often sufficient to suggest
the type of NPCs that might appear there. For instance,
in the kitchen, one might expect to find a few cooks, a
couple of scullery maids and servants, and possibly a
hound or two on the prowl for an easy handout. Certain
choices can also be used over and over again (such as
quarters and servants), while some few may be appro-
priately used just once (such as a throne room). Feel free
to reroll if the result does not suit your needs or if it is
already in use. Further, not every room necessarily con-
tains contents or encounters. Some rooms can remain
empty.

In addition to the results of the property and
encounter tables, you may wish to place a few puzzles
or traps. Mysterious elements such as these are often
best if intelligently placed, but you can assign each
room some small chance (10% is a good choice) to con-
tain a trap. Then, you can either design your own trap
or randomly roll using the tables in Part Five: Traps.
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Fleshing Out Rooms

After you have determined the properties and/or
encounters for each area, you can immediately flesh out
the contents of each room. This involves giving each
room a simple description, adding any specific items you
might like the PCs to find or information the PCs might
need, as well as placing possible treasure either hidden
within the chamber or upon any NPCs present. As with
room encounters, not every chamber and NPC necessari-
ly has anything of value at all.

Unfortunately, constraints of space do not allow full
descriptions of each entry on the encounter tables. You
will have to use the MONSTROUS MANUAL tome to key the
stats of the creatures encountered in your dungeon. In
the case of the properties, one-line tags appear in each
table itself and may prove enough to suggest the room’s
contents to you. If not, expanded descriptions of the
properties follow each of these tables. Use none, some, or
all of the particulars in these descriptions. They are pro-
vided mostly to serve as a guide.

Character Levels

As the DM, you must adjust the number of creatures
encountered to correspond with the number and levels
of the adventurers. You will have to judge whether or
not a result is reasonable. For instance, if you are flesh-
ing out a dungeon for a group composed of four 1st-level
adventurers, a random roll on Table 6b: Mine/Cavern
Properties could potentially pit them against three rop-
ers. You would have to lower the number of opponents
for a more even match.

A workable rule of thumb is that total monster level
should not exceed (or fall below, for that matter) the
combined party level by more than four or five levels.
For example, the party of four 1st-level adventurers
might survive a fight with up to eight 1 HD creatures or
perhaps two 4 HD creatures. However, they will proba-
bly be out of their league against ten 1 HD creatures, or
even three 4 HD creatures. By the same token, a party of
four 4th-level adventurers may not be challenged by
only six 1 HD creatures, but they certainly might give
second thoughts to wading into a tribe of thirty 1 HD
creatures.

Aerial

While many of the other dungeon types immediately
suggest a definitive form and structure based on histori-
cal perspective or precedent (such as the castle), the aer-
ial dungeon type is far more amorphous. An aerial
dungeon is any space that is predominately elevated
above some surface and is home to winged or aerial
beings, or even nonflying beings that somehow survive
or even thrive in the aerial environment. Thus, it could
contain many different dungeon types. Some examples
of aerial dungeons include castles supported by clouds,

amorphous and shifting cloud islands, or societies situ-
ated upon the backs of massive aerial organisms. Less
fantastic aerial dungeons might be structures located at
the tops of mountains or cities carved into the sides of
towering cliffs.

Being so far up also creates the very real danger of
falling. Anytime a melee takes place near a rim, crafty
foes may attempt to push assailants off the edge. You
can handle this mechanic in any way that seems appro-
priate, or simply allow any potential victim within five
feet of an edge a saving throw vs. paralyzation (failure
indicating a fall) whenever a foe manages to land a suc-
cessful attack specifically designated as a push. This
push delivers no damage, except for that imposed by
the resulting fall.
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Table 3a: Aerial Encounters
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28~32 Bird, 5+ HD (1d2)

3347 Commoner, level 0 (5d4)

48-50 Cloud or storm giant, envoy /invader/captive (1)
51-53 Draon:pmv_ader/ sleeEm 1r|hab1tant gl)
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7584 -I‘nest level 4-6 (1d6)
85-00 Warrior, level 1-3 (1d6)
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Table 3b: Aerial Properties

| Roll % Property
A ﬂi-@ B
I&-@B:

CI b flection)
26-28 Cloud vortex to Plane of Air
29-34 Library of the Winds
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80-85 Observatory (both skv and ground)
86-95 Shrine (to gods of wind and/or sky)
9600 Stable (for aerial mounts)
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Amphitheater: Stone or wood blocks are arranged here

in increasingly high rows to frame a central dais,
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Aviary: This large enclosure or cage consists of thin
strips of wood or wire and holds 1d20 normal birds and
1d4 large, dangerous birds.

Cistern: This ornate bowl, tub, or receptacle is likely to
contain rainwater.

Cloud Vortex to Plane of Air: This area of clouds slow-
ly swirls in a clockwise fashion and is actually a portal to
the Elemental Plane of Air. There is a 20% chance that the
portal is only one-way.

Library of the Winds: This enclosure houses hundreds
of books. The books all deal with aspects of aerial life and
locations. Alternatively, this could be an enclosure that
remains open to a continual wind where natives go to
meditate in peace; knowledge is passed to the supplicant
by the wind itself.

Living spaces: These areas contain sleeping mats,
cooking devices, games, and other items appropriate to
homes.

Meditation Perch: This is a block of jutting stone or a
wide branch. The perch overlooks a vast swath of sky or
another grand vista conducive to deep thoughts.

Meeting Spaces: These enclosures or spaces contain
tables and chairs for many creatures to come together.

Nest/Aerie: This is the nest of a large bird, such as a
giant eagle or a roc, built on a cliff or other high place.
Often eggs can be found within. Homes built on cliffs and
high places are also aeries.

Observatory: This structure allows its makers to view
either the sky or the grounds below. It contains equipment
(magical or technological, your discretion) for making
visual, astronomical, meteorological, or supernatural mea-
surements.

Shrine: This open (or partially enclosed) area contains
the likeness of a god or some other holy symbol. Cere-
monies probably take place here on a regular basis. At the
very least, pilgrims sometimes visit this holiest of places
to worship the aerial deity in question.

Stable: This enclosure contains 1d10 aerial mounts such
as pegasi, griffons, giant eagles, etc.

Castle

Fantasy cities (and communities of antiquity) often pos-
sess outer walls to keep out invaders and dangerous mon-
sters. These walls usually house a citadel or castle, a
mighty fortification suited for the rulership of the sur-
rounding lands and also used as the home of the ruling
body and associated nobility. However, stone castles are
not known for their comfort. Even in summer, dampness
clings to the stone rooms. Thus, the ruler and retinue
spend as much time as possible outdoors, unless they can
use spells to make things more comfortable.

The castle encounter table does not list races. This gives
you the opportunity to insert whatever race is most
appropriate for your campaign.

16 Part Three: Dungeon Types
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Table 4a: Castle Encounters

Roll % Encounter

01-03 Advisor/ge level 10~12 (1d4)
04-10 Courtier, level 1-6 (1&6)

11-17 Knight, level 5-11 warrior (1d6)
18-24 Noble, level 1-10 (1d6)

24-26 Noble, level 10-20 (1)

27-29 Royal pet, 2-8 HD (1d8)

3044 Servant, level 0 (1d2)

45-59 Servant, level 1 (Zd‘lﬂ}

60-74 Soldier, level 1 warrior (1d2)

75-89 Soldier, level 2 warrior (2d10)
90-96 Supplicant, level 14 (1d6)

97-00 Vizier, level 5-11 priest/wizard (1d2)
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Table 4b: Castle Properties

Roll %Pro erty

0105
H  06-10 Anmry

| 11-12 Banquet hall =
b 13-14 C?\apel e
i 15-19 Cistern o
B} 20-21 Dungeon -
= 22-32 Guard barracks 'f;
(4 33-37 Kennel i
#3843 Kitchen &
b 4448 Library @
(4 49-53 Melee practice chamber (dojo) us
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54-55 Music room
56-60 Observation chamber
61-62 Prison cells

63-73 Quarters, common
74-78 Quarters, noble
79-89 Storage room

90-94 Study

~ 95-96 Torture chamber

i 97-00 Trophy chamber
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Archery Range: This long hall contains various targets
that archers try to hit with their arrows, Assorted missile
weapons and appropriate ammo are likely to be found here.

Armory: This secure room contains all manner of melee
and missile weapons, A few of each of the basic weapons
can be found here, as well as some of the more esoteric pole
arms. Usually, a guard is posted here, dispensing the
weapons only to those with the authority to take them.



. LA S LTAA I ITELIES e AR R e s -
"

Banquet Hall: This room is almost filled by a large table
around which many chairs are pulled. Huge decorative
chandeliers hang over the table, and many torches light the
walls when feasts ensue (at which time all the chairs are
filled with hungry natives).

Chapel: An air of solemn dignity robes this area, and the
only light besides candlelight in this chamber shines in
through stained glass windows. A low altar sits at the front
of the chamber. It is here that the priests of the appropriate
deity perform their rituals

Cistern: This is a large reservoir kept full of water to be
used in times of drought or siege. Rumors speak of a water
monster inhabiting the cistern that attacks those who come
to drink alone.

Dungeon; These dank cells allow little outside light to
shine on the rotting straw, chains, and occasional prisoners.

Guard Barracks: Cots and bunk beds line these walls and
serve as the temporary homes for guards serving here.
Many guards are actually on duty, but of those normally in
the barracks, half are asleep while the other half play games
of chance at a rough central table.

Kennel: Fierce dogs are kept in this large enclosure, friend
to no one but their loving keeper. The dogs are fed kitchen
scraps, but not quite enough to make them turn up their
noses at live meat.

Kitchen: The heat of the hearth and vats is oppressive in
here, and the many smells of cooking food compete with the
shouted instructions of the cooks to the servants scurrying
through the area.

Library: Only the nobles are allowed in this chamber. Its
wooden shelves contain rare tomes of knowledge collected
from far places. Adventurers’ journals, anatomies, ecologies,
and other tomes confaining thought-provoking material can
be found herein.

Melee Practice Chamber: The clang and ring of metal on
metal resounds through this chamber as young aspirants in
the martial art of warfare are instructed by seasoned mas-
ters.

Music Room: Not often used, this chamber contains a few
instruments (including homs, flutes, and drums) once
played by former inhabitants. Sheet music in abundance can
also be found here, as well as the occasional prince or
princess attempting to play one of the forlorn instruments.

Observation Chamber: This chamber either looks out
from a high place upon the surrounding lands, or it looks
into another chamber of the structure, either overtly or
secretly (such as the prison or guest quarters).

Prison Cells: These cells are not unlike those in the “Dun-
geon” entry (above), though less dingy. Significantly, they
contain those prisoners that stand some chance of being
released one day.

Quarters, Common: These rooms contain beds, simple
tables, and buckets of water for bathing.

Quarters, Noble: These are fancy versions of the common
quarters, furnished with canopied beds, armoires, and claw-
footed tubs for luxurious hot-water bathing,
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Storage Room: This room is full of crates and parcels to
serve against some future need, possibly containing salt,
smoked meat, spices, pickled foods, or decorations.

Study: This room is like the library, but with fewer books.
It has a nice wooden desk polished to a gleam, which con-
tains smoking implements, writing utensils, paper, maps,
possibly a journal, and vital communigués half written to
far-off baronies.

Torture Chamber: This chamber of horrors contains all
your standard items designed to bring pain to humanoid-
shaped creatures in the name of garnering information (or
possibly just in the name of sadism).

Trophy Chamber: The heads of large game, the swords of
defeated rulers, and the scales of defeated dragons (which
could have just been found, though the owner likely has a
different story) adorn this room in a fashion pleasing to
some eyes.

Interdimensional

The cosmology of a fantasy setting allows alternate
dimensions, parallel planes, and extraterrestrial civilizations.
By their very nature, interdimensional “dungeons” are differ-
ent from and possibly alien to anything normally encoun-
tered upon the Prime Material Plane of a typical fantasy
setting. Because of these qualities, such areas make ideal,
though dangerous, dungeons for anyone who wishes to add
occasional variety to their campaign, or even bring it to a
new level.

Though the interdimensional geomorphs provided here
canbeusedmdependenﬁy,&msemhe:estedmmnnmg
extraplanar campaigns can find information, adven-
tures, and settings for plane-spanning adventures in the
PLANESCAPE™ campaign setting. While the PLANESCAPE
materials do present an entirely ind ‘setting,
these materials are equally valuable to DMs who want
to bring their campaigns into alien territories occasional-
ly. These products even provide ties for nonplanar par-
ties to participate within the scenarios or adventures.

The interdimensional founding geomorph focuses upon
the interface between a prime-material location and a demi-
plane known as the Semblance. The interdimensional focus
geomorph describes the infernal inner realm of an Abyssal
fiend! Unlike many of the other dungeon types, the lettered
interdimensional geomorphs have individual entries (also
detailed in Chapter Two), describing any strange qualities
that may pertain to them.

The examples shown here are merely the tip of the ice-
berg for possible extraplanar settings. You can either use
the settings as they are provided, or you can replace the
people, races, and entities described with beings more
appropriate to your own campaign setting,

Part Three: Dungeon Types 17
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Roll %
01-03
09-11
12-14
15-21
22-26
27-33
34-36
37-41
4244
45-51
52-56
57-63
6468
69-75
76-80
81-87
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Table 5a; Interdimensional Encounters

Encounter

Aasimon*, deva/planetar/solar (1d2)
Arcane, trader™ (1&6)

Astraldmadmu * (1)

Death knight, muunted on nightmare (1)
Elemental, air/earth /fire/water (1)
Glﬂ'tyankl"/ ithzerai* (2d4)

] qha mephit (1)

Nigh! g‘ (1) mﬂ'tlarva [1:110)

Prime adventurer, level 10-20 (2d4)
Prime/ planar wizard, level 20-30 (1)
Planar adventurer, level 1-10 (2d4)
Planar adventurer, level 1(}—20 (1d4)
Quasielemental*** /] ntal*** (1)
Slaad, gray (1d4)/death (1d2)

Slaad, red (3d6)/blue (2d6)/green (1d6)
Tanar'ri* /baatezu®, greater (1d4)
Tanar ri* /baatezu®, lesser (1d8)
Tanarri", true (1d8)
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*Described in Pranescars Monstrous Compendium Appendix.
L ~*Described in PLaniscare Monstrous Compendium Appendix 11,
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Table 5b: Interdimensional Properties

Roll %
0107
08-12
13-17
18-20
21-27
28-32
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Property
Abandoned/

(corrosive!)
Conduit or cularpmi (on Astral)
Corpse of an unhallowed god (on Astral)
Demenic or devilish infestation

Distance distortion i;
Entry onto the Infinite Staircase =
Fortress of a in

Morph field (laws of physms go haywire!)
Music of the spheres

Qutpost inhabited by primes
Planejammer (planar ship passes by)
Portal to alternate world/crystal sphere
Portal to Astral or Ethereal (key required) (fj
Portal to an Inner Plane (key required)
Portal to an Outer Plane (key required)  F
Prime-material wizard’s secret citadel
Root or branchlet of the World Tree
Timeslip (ﬁm&slaws or accelerates)
'lltibutary of the river Lethe or Styx
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Abandoned/Destroyed Outpost: Shrapnel, burned
structures, melted weapons, and other obvious signs of a
habitation long abandoned are evident here. Searching
through the rubble may uncover clues to the past owners,
intriguing artifacts, and even deadly traps.

Chaos Fountain: This stone fountain carved with disqui-
eting imagery spews forth the stuff of chaos in a churning,
twisting, colorful blast of light, smell, and sound. The
miasma rises and then falls, evaporating before it touches
the ground; anything (or anyone) stuck into the fountain is
disintegrated.

Conduit or Color Pool: This colorful rainbow pool trans-
ports those that access it to a completely different plane.

Corpse of an Unhallowed God: Floating in the silvery
void of the Astral Plane is a rocky formation that looks
humanoid in its proportions, though extremely large!
Strange laws of physics apply nearby one of these
dead gods.

Demonic or Devilish Infestation: Sick growths, odifer-
ous fungi, and writhing grasses hint at the possibility that
a fiend from one of the lower planes has taken up resi-
dence here.

Distance Distortion: The local area is bent so that space
and time act in unusual ways. Everything appears to be
1d10 times farther away (or closer) than it actually is,
which could be a dangerous situation.

Entry onto the Infinite Staircase: This Escherlike
tableau of stairwells connects a myriad of planes. It is said
that if you walk the Staircase long enough, you will even-
tually find your heart’s desire. Hopefully, you will not
meet a fiend along the way whose heart’s desire is to have
you for supper!

Fortress of a Demigod: A grand structure rises upward,
its reinforced arches and climbing towers obviously the
result of supernaturally inspired construction. This fortress
has the potential to be an entire dungeon in its own right,
containing as it does the priests, pilgrims, and lesser and
greater servitors to the demigod—not to the mention the
demigod itself.

Morph Field: This is distance distortion taken to
extremes! Distances do not just seent distorted; they are. In
fact, physical objects—including flesh—sometimes twist
and distort, causing great pain (and at least 1d6 points of
damage) to living creatures.

Music of the Spheres: Heavenly chords resound
through the area from unseen voices—or are they instru-
ments? Or, is it the celestial sound of planar spheres as
they shift and collide in their infinite majesty?

Outpost Inhabited by Primes: Stalwart humans from
the Prime Material Plane have colonized this extraplanar
space. They could be hiding from persecution, mining
strange minerals, seeking peace, or using the area for
extraplanar research.

Planejammer: What is that in the distance? It looks like a
galleon, but it is floating free in exiraplanar space, moving
through the dimensions as if they were seas. Legends tell of



spelljammers, ships that ply the spaces beyond the world,
but ships that ply the planes?

Portal to Alternate World/Crystal Sphere: An arch, door,
or other opening provides passage for those who perceive
its dual usage—and for those who possess the proper key
(perhaps a piece of bone, a quill, or a thought). The passage
leads to another world on the Prime Material Plane.

Portal to Astral or Ethereal: An arch, door, or other open-

ing provides passage for those who perceive its dual
usage—and for those who possess the proper key (perhaps
a small carving, a silver chain, or a grin of expectation).
Beyond is either the infinite silvery void of the Astral (the

lane of the mind) or the misty, swirling expanse of the
Ethereal (the plane of matter, space, and distance).

Portal to an Inner Plane: An arch, door, or other opening
provides passage for those who perceive its dual usage—
and for those who possess the proper key (perhaps a cup of
water, a lit candle, a clod of earth, or a piercing whistle).
Beyond lies any one of the inner planes: Earth, Wind, Fire,
Water, or possibly any of the intermediary planes that lie
between the four primary poles of existence.

Portal to an Outer Plane: An arch, door, or other opening
provides passage for those that perceive its dual usage—
and for those who possess the proper key (perhaps a vial of
condensed cloudstuff, a loaf of bread, or a nihilistic philos-
ophy). Beyond lies one of the many lofty realms of the
gods, too diverse, strange, and wondrous to describe ina
single paragraph.

Prime-Material Wizard's Secret Citadel: Wizards that
reach an appropriate level of power often establish nondi-
mensional, extradimensional, or off-planar abodes; it is
almost a rite of passage. In any event, most wizards are not
too keen when others stumble upon their secret redoubts,
and they have the power to vent their displeasure on tres-
passers.

Root or Branch of the World Tree: Where does this root
go? As you follow it, the diameter of the branch just keeps
growing until you can walk upon it. Is this mighty
Yggdrasil, the World Ash? Why, yes it is! Yggdrasil is a gar-
gantuan plane-spanning tree whose branches and roots
spread throughout many planes, layers, and realms.

Timeslip: Time slides like currents in this area, varying
its rates at random intervals. Walk in one direction, and
you enter a “slow time” area; it seems no different to you,
but to your companions, you move in slow motion. The
same is true if someone walks into a “fast time” area; if it
goes too fast, some significant aging might occur as well.
This is particularly dangerous if a single limb is stuck into a
“fast time” current.

Tributary of the River Lethe or Styx: A stream or river
encountered might actually be a tributary to one of these
two legendary rivers. If it belongs to the Lethe, characters
that touch its waters are drained of all memories. If it links
to the Styx, characters should be wary of emaciated ferry-
men who may take them directly to the Lower Planes
despite assurances to the contrary.

Mine/Natural Cavern

Most every intelligent race with the appropriate equip-
ment turns to mining, for flint, copper, tin, iron, gemstone,
and other esoteric metals and minerals (including coal,
silver, and gold). Those races that are particularly adept at
mining, such as dwarves, have even been known to
extract oil from the earth through amazingly advanced
techniques.

Mines make perfect dungeons—miles of tunnels run-
ning deep into the earth, opening into natural grottos,
limestone caverns, and possibly even sealed tombs. In
some cases , the mines are abandoned, due to catastrophe,
war, or merely after tapping out the lode, Other mines
remain in operation, and adventurers who enter are either
trespassers or mercenaries summoned to deal with dan-
gerous situations in the lower shafts.

Normally, one primary race works a mine, although a
variety of creatures could conceivably exist within an
extended series of natural caverns making up a subter-
ranean ecosystem. In a fantasy setting, mines are often side
by side with underground settlements or cities of subter-
ranean splendor.

Note: Roll only 1d4 on Table 6a for encounter checks on
geomorphs a