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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, bothintheorigina Dun-
geon Masters Guide by Gary Gygax, Dave Arneson, €t. d.,
in conjunction with a suggestion Ed Stark made regarding
how a "dungeon-by-flowchart" might work (even though
| ended up not using aflowchart!).

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

Dungeon Creation

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

—Ursula K. Le Guin
The Tombs of Atuan
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I ntroduction

Y ou are probably wondering, Is this guidebook for me? In aword, yes! The
Dungeon Builder'sGuidebook assembl estri ed-and-truedungeonbuil ding 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
at amoment'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
inwhole 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 isa "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 chalenging situations. Thus, this term applies to everything from
subterranean mines and burial chambers to cagtles, cities, and extraplanar
abodes.

That said, the Dungeon Builder's Guidebook assumes your familiarity with the
DUNGEON MASTER® 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—I et us delve into the heart of the matter!

Using Dungeon Builder's Guidebook

Y ou can utilize the information herein in several ways. In its smplest form, the
guidebook serves as areservoir 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. Thiswould lead you
step by step through the dungeon creation process.

Asfor Chapter Two, the geomorphs described there are designed to fit with the
other geomorphs of the same type, alowing you to add them to your dungeon
with little or no tinkering. However, if you choose, they can adso 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 thisbook 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

4 Introduction
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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.

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

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

e Part Three: Dungeon Types gives you avariety of =
different dungeon floor plans, properties, and g e «\\\E i,

b . W = ““‘“_um““u
encounters with which to populate your dungeon. L \\;m\\u\\\\\m «""" “\\
. . . - a0 - N\\\\\\\\\

e Part Four: Permutations gives you ideas for twisting =

your dungeon-building project, creating something
truly unique.

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

e 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.

e 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 sx 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-
tions for using geomorphs appear on pages 13-14.

e The geomorphs in the enclosed booklet alow you to
generate a custom dungeon outline. Y ou merely trace
or photocopy the applicable geomorphs, attaching
them together to form your own dungeon. Y ou can
either fit these into the founding geomorph or mold
them into a shape of your own design. Instructions
for usng geomorphs appear on pages 13-14.

Introduction 5
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PartOne: DungeonBuildingLore

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, aperusal of these points may bring to
I\ \N\“M“. \“s’. ¢ i light some interesting possibilities for aready existent settings. Advice for applying

o _\‘ w4 these formulae to actua dungeon cregtion appearsin 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 generdly focuses on a specific component of dungeon build-
ing, it is possble to smultaneoudy accept severd 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 philasophy from one dungeon to the next goes along way toward creating
unique dungeon settings.

For ease of reference, the philosophies presented below focus mostly on asingle
aspect of dungeon building and can be utilized concurrently. Therearefar 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 "mongter locked in atreasure
chamber" is not necessarily redigtic (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!

Redligticaly portraying the ecologica interaction within a dungeon setting
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 alarger 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 creaturesthrivein
settings seded away from light and life. However, if living monsters are needed,
you can craft aminiature food web within the confines of the dungeon itself.

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

In afantasy setting, however, you can have subterranean plants, molds, and
fungi subsist soldy 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

Part One: Dungeon Building Lore
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support themsalves upon the growth, and an even small-
er population of carnivores (monsters) can feed on these

grazers. Redigticaly speaking, the carnivore population

is never more than 10% of the herbivore population.

Example: The seded 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 dso support a healthy pop-
ulation of worms, rats, and bats. Keeping the numbers
of grazersin check, atribe of grimlocks garners their
daily nutritional requirements from both the grazers
and the fungi.

Cohesiveness

Many dungeonscal for monsters of different speciesto
dwdll inthe same locae. Thisbrings up the question, How
do these mongtersinteract with each other? And why are
they both present in the dungeon setting in the first place?
A few posshilities offer themsdves.

Perhaps a more powerful being controls the various mon-
ger types. Mongers that might normally attack each other
could be charmed or otherwise mentally manipulated,
making them get dong with each other and work toward a
common goa. Mongters present on a "work for hire'
basis—or out of fear of acontrolling entity—may not work
0 cohesively together. Infact, they may eventudly fall to
bickering and backstabbing if their natures are sufficiently
opposed. _

In large dungeon settings, such as natural caverns and
tunnes, two or more groups of monsters may live near each
other. They could have sgned interracia tregties, dlowing
for commerce and somelevd of interaction between the
groups. On the other hand, the groups could constantly war
againg each other with the intention of wiping out com-
petitorsfor scarce food and resources. Such a situation may
dlow savvy player charactersto dly with onegroup in
order to bypass or destroy the other group, afeat that the
party might not be able to accomplish on its own.

Reasonability

Anocther smple 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 pesks of anearby
mountain range, but acloud 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 posshilities
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 againg the cloud giants that shunned him.
Suddenly, what at first gppears unreasonable and awkward
blossomsinto arich story that offersthe player characters
further avenues of exploration and fun.
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ClassicDesign

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 severa sublevels and
hundreds of rooms. This classic design worries less about
realism and more about providing a site suitable for years
of congtant exploration, fun, and looting by the PCs (see
"Funvs. Redism" below). Accordingly, asthe characters
delve deeper, the monsters become nastier and the trea-
aures larger. This setup presents the PCs with mounting
chalenges to match their own increasing power levels. It
aso gives you the luxury of designing degper levels asthe
PCs progress.

Example: Aknon's Labyrinth exigts just outside the
frontier town of Lethur. The town sprouted after the
discovery of the nearby dungeon, much as aboom-
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
seeled off to fester in darkness. In the years following
Aknon's fall, bandits and orcs have infested the upper
halls. Further, legends till speak of powerful artifacts
and untested arcane engines of destruction lost in the
sededlower levels, guarded by terribletrapsand the
vengeful memory of Aknon himself....

Funvs. Realism

There are times when davish indstence on redligtic
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 codl if falling damage took into account
the acceleration of gravity, but at the game table, the
appropriate second-per-second-squared algorithm might
s0on grow cumbersome to calculate. More to the point, it
would prove too deadly even for high-level characters.
Thus, other aspects of redlity are usually reduced to Sm-
ple mechanics in a game designed to imitate redity, 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'swhy!" and DM fiat apply to only
0 many stuations.

Example: The PCs come upon a group of three tunnel
wormsin alarge cave. The PCsintelligently determine
the exact number of their foes in the open area before-
hand, and they manage to eliminate the threat eadly.

Part One Dungeon Building Lore 7
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Suddenly, two moreworms spring out at them because
the DM fed s the battle was far too easy. Cries of "Hey,
whered they come from? | said | had my eyes peded!” do
not deter the attack. The suspenson of dishdlief isbroken.
Thus, theplayershavelessfun and, infact, arelesslikey to
suspend dishdief for the sske of the gamein future encoun-
ters.

When designing dungeon encounters, baancing plot con-
cernsand redismisimportant. Goingtoofar inether direction
leadsto dissatisfied players or even the cesstion of the scenario.

Rewards vs. Effort

Often, DMspileuptreasuresintheir dungeonsinaneffortto
pleesetheplayers. Moreoftenthennot, however, thismerely
leadstofurther dissatisfaction. If yougoway overboardin
handing out the goodies, the characters soon become burdened
withaplethora of cash and magic, eroding the players interest
inthecampaign. Itisjusttoo easy! Theterm "Monty Haul" was
coined long ago to describe campaigns guilty of such largess.

Example: The PCstrail agroup of wererats back to the sew-
ersbelow the city. The characters eadly overmatch these
cregtures, putting an end to the lycanthropic curse plaguing
the city. Uncovering the wererats hoard hidden under filth
and bones, the PCs eyesboggle at the sight of severa
10000 gp gems, arod of lordly m|ght and a daffof trie magi.

8 Part One: Dungeon BuildingLore
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Didtheplayersearnthisking'sransomof AD& D treasure? Of
coursenot! Thisisacasewheresmdl effort onthepart of the
PCsled to too much compensation. Because of this, you should
avoid overstocking dungeonsduring the creation process  If the
charactersoccas ondly find moderate caches of treasureandthe
raremagica item, their appreciation of treasure and magic grows
by an order of magnitude! Intheend, theplayersenjoy explor-
ing the dank recesses of your dungeonsfar more.

On the other hand, some DMsmaketreasurevirtually impos-
sbletoacquire, increasingcharacter effortwhilediminishing
payoff.

Example: After months of game time, the PCstrack a
group of marauding wererats through ever-increasing
dangersto their labyrinthine lair. The heroes finally best
the last wererat after atitanic struggle in which severd of
the characters die. With bated bresth, the survivorsrevesl
thewererat hoard: 351 ¢p, 42 9, 16 gp, and acrystal gob-
let worth ameadly S0gp. And that'sit. Thereisno magic
to reward eager heroes, and insufficient treasure to even
cover the cog of tracking down and confronting the
lycanthropes.

Theforegoing example may seem unlikely, but it illustrates
how penny-pinching DMs can ruin their players funjust as
much asthe Monty Haulers. The heroes should receive a
reward when they win out over incredible odds, spend
months mapping amaze, or otherwise successfully complete a
scenario. If magic or cold cash is exceedingly rarein your cam-
pagn, award the players with an experience point bonus
appropriate to the stuation. Players need to see tangible bene-
fitsasareault of their efforts or their interest wanes.

Thinking Monsters

Itisfast and easy to sock a dungeon using the MONSTROUS
MANUAL tome, dropping likely mongters into their rooms to
wait for unwary PCs. Sometimes, speed iscrucid increating a
dungeon for immediate play. However, if you have moretime,
you can generate alot of fun and interest by putting yoursdf in
the claws of the mongter: If | wereagaoblin eking out my living
in this catacomb, how would | use this environment to my best
defendveadvantage?

For sarters, any monster with more sense than a toadstool
eventualy redizes that the wand of magic missiles and sword of
woundinginitshoard areactualy much morevaduableif actu-
dly used. Mogt sentient creatures use their magica resources;
they do not just pile them up for potentid locters. In thisway,
the goblin king becomes aformidable foe, wearing bracers of
defense AC 2 and brandishing a broad sword +3, not to mention
the potion of superheroismand potion of giant strength it just
downed.

Along the samelines physicdly weak creatures are not nec-
essxily mentally weak. Infact, frailer beings must often act
more ingdious than creatures that can get by on brute force
done. Such creatures are likely to make the absol ute 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-
svematswovenof twigs, soiled straw, putrid offal, pottery
shardsand lumpsof sticky clay to deter intrudersfrom seng-
tiveareas. Becausethegoblinsareintimately familiarwith
themats, they canrunlightly and safely acrossthegooey
barriers. However, thoseunfamiliarwiththematsarelikely
tobreak through. Of course, thegoblinsanticipatethisand
haveprepared variousmatswith "surprises’ for thosebreak-
ingthrough—includingpits, spikes, androt grubs.

Techniques for Atmosphere

Certain dmple techniquesin dungeon design can go along
way toprovideatense, scary, or exciting atmosphere. Your play-
erslong reminisce about those dungeons wher e the encounters
seemed particularly immediate and real. Thisproduct doesnot
detail every possble atmogphere-enhancing technique available,
but two of the mogt important methods appear below.

RuboftheReal

Whenever possble, utilize your own real-life experiencesto
describesmilar stuations. Nothing beatsreal experience, and a
description of aparticular areaor stuation from thelipsof one
that hasactually experienced that circumganceisinvaluable.

If the PCsdeterminethat their best bet on gainingentrytoa
buried tomb isthrough a series of narrow crevices, thecongrict-
ed gpaces could bejust wide enough to allow the heroes access
AstheDM, you may haveredl life experiencein crawling
through narrow, congricted spaces and 0 astheparty crawls
into the amall openings you regale them with a description
along thelines of thefollowing:

The scents of damp earth and rot surround you like an
invisble haze. Asthe tunnd narrows, you areforced to
crawl upon your hands and knees. When the space con-
gricts 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 sdes, 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 kitter just in front of you. You
wonder if you could squirm out backwardsif the tunned
narrows even further, or if you would become thor -
oughly wedged into the earth. Even now, it ispossble
you have come too far to go back.

The Psychology of Implication

Often, theimplication of great danger issometimesbetter
than theimmediatethreat itself. Thedread that the player sexpe-
rience when speculating about what could possbly be making
theunearthlycriesemanatingfromthecaver n ahead isinvalu-
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able. Sometimes, thefevered imaginations of the characterscon-
coct horrorsfar beyond what actually lies ahead based soldy on
wel-devised dues It istheimplication of an unrealized threat
that engender sthemog significant tendon and eventerror. For
example, theflitting shadow that disappearsassoon asit is
noticed providesmoreterror than sumbling acrossthe vampire
lord of acrypt without any build-up at all.

Onardated note, tyingaparticular threat to a gpecific dun-
geon featurethat occursperiodically within the complex soon
conditionsthe player sto expect the appearance of that threat
whenever they seethe assodated marker, evenifitisnot really
there Theanxiousprobing by the PCsthat followsthediscovery
increases overall player tendon within the dungeon sgtting.

Example: While traveling through a series of unexplored
caves, the PCsare congtantly beset by carrion crawlersfrom
every largefissurethey pass. Thesecarrioncrawlersdangle
their tentaclesdown and snatch thevictim back up into the
fissure, dining in safety away from the sword blows of its
victim'scompanions. After afew suchhorrifyingattacks,
theplayer charactersbeginto giveeachand every fissurea
very wideberth. Whentheplayersfinaly redizethat the
only way out is through one final fissure, fear becomes
apparent inevery eyearound thetable, regardless of
whether or not thereredlly isacarrion crawler inthehole.

Fart One Dungeon Building Lore 9
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Part Two: Applied Dungeon Conception

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?
* 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 smply staring at an empty sheet of graph
paper and hoping that inspiration strikes.

Example: Y ou determinethat the party's next challengelieswithin therough
warrens bored into the side of a quiescent volcano. These warrenswere delved
by dwarves who now use the submerged magma as an elemental forge.

To thisend, you quickly sketch a series of deep magmatubeslikered veins
in the earth. Over one of the tubes, the dwarves carved their grand forge
chamber, to which the accumul ated ores from other portions of the complex
arebrought. Where do these ores originate? They come from mining shaftsin
other portions of the volcano, of course, so you quickly sketch these rough
tunnelsin.

When the dwarves are not mining or forging, they spend their freetime
sleeping in private dwellings, trading their smithwork for victualsin abazaar
accessible from the surface, and making merry with their fellows in a dwarven
rathskeller. Easily, you add these areasto the map, likely above thelevels 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 details and encounters afterwards.
In conception, at least, you 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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Table 1 Dungeon Approaches

Roll 1d20 Approach

Abandoned ste

Community
Desthtrap
‘Entertainment Ste
Hermitage

Mine

Natural phenomenon
Prison
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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) usualy 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
canroll again on Table 1 to determineits origina
purpose.

Academy: Academiesusually contain severa 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 necromancersfit this category.

Animal Lair: Animals and monsters often creaste war-
rens of earthy tunnels. These burrows can be shalow
(such asacaveinthe side of acliff) or extensive (such as
the excavations of abehemoth rock worm over the span
of centuries). Often, smaller creatures livein extended
familial groups containing many individuals, while

larger creatures (dragons, for example) lair aone.

Base Camp: When anintelligent group of beings
attempts to push into anew or hostile setting, they usu-
aly establish abase camp. Base camps share many
attributes with colonies, in that they possess everything
necessary for asmall 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: Thefrontier (beit onland, beneath the seg, in
space, or on acompletely different plane) offers open
gpaces 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 socia beings of every sort come together to
live, acity of the appropriate sort springs up (above-
ground structures for humans, treehouses for some types
of elves, burrows for halflings, magma coresfor fire de-
mentals, etc.). Fantasy cities nhormally contain many
equivalents to real world cities, like taverns, inns, mer-
chants, city guards, guilds, aloca government, and
so on.

Death Trap: Sometimes, aparticularly 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 forceis
often employed to keep order.

Her mitage: Holy individuas, 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; abeing 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 ariddle, for help with a

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

Mine: Many societies utilize iron, gemstones, and pre-
cious metds. To thisend, they may dig minesfollowing
veins of ores, mineras, or fantasy substances. Such areas
usually contain extensive rough tunnels and facilities for
amdting 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-
doneis soft and easily eroded by the rain water seepage
of millennia, creating winding and chaotic passages.
Geothermal processes and volcanic vents can dso create
natural spaces below the earth. In genera, natural tun-
nels are characterized by narrow passages, steep
inclines, staactites, and stalagmites. In afantasy 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 cadtles, fortresses, and civil enforcers
require a dark, often underground, chamber or cell used
to confine prisoners. Facilities include multiple barred
cdls, 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 dl szesin order to
avoid or hide from awide 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. Thelargest refuges occur
when aworldwide calamity of apocalyptic proportions
forceseveryone 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-
aly hidden from the genera 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 rulesfrom 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 dite force of soldiers
to enforce the ruler's mandates. A ruler often hasthe
money to indulge in all manner of hobbies and enter-
tainments, S0 dozens of the castle chambers are often
thus devoted to music, art, magic, dancing, fencing,
literature, or other even more esoteric callings. Addi-
'ﬂonglly, these rulers usually keep atreasury near at
and.

Temple: Deities of almost every sort require temples
dedicated to their worship. Most templesfeature
shrines complete with representations of the deity in
question. Temples commonly house clergy, acolytes,
and defenders of thefaith. Private sanctumsfor 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
soecific power become too significant to keep in a mun-
dane vault, secure treasuries are sometimes built to
hold them. Common features of treasuriesinclude
impenetrable caches, trapped approaches, and heavily
guarded entrances. Magica guardians could aso
defend the actual vault containing the treasure. On the
other hand, vaults are not always intended to keep out
thieves. Sometimes, they hold a dangerousitem, con-
cept, or entity too powerful to be destroyed.

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

Vessal: Large vessdls designed to travel on land, sea,
air, or in space certainly do not count as traditional
dungeons, but they till easily fit the AD&D definition
of theword. Certainly, afantasy setting alows such
vessdls 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 vessdls have acaptain, crew,
cargo, and possibly passengers. Vessds 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 genera description, alist of
common features, property and encounter tables, and descriptions of each of the prop- 1
erty entries. The dungeon types aso correspond to the geomorphsin the enclosed -
booklet (described in "Using the Geomorphs' below). These geomorphs can either be AU \N\\h“ﬂ(
ignored, copied to create adungeon to your own specification, or utilized in conjunc- . i~
tion with the rules presented in Part Six: Autodungeon Engine. i (D] M‘

s
~ B

Determining Dungeon Type

Of course, determining thetype of dungeon to usein your adventure—such asacas
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 tablestake some strides towards fleshing out each dungeon, you can cont
pletely flesh out a dungeon only by using your discriminating and insightful eye.
Thus, if you create a dungeon by strictly following the guiddines and rules presented
herein and discover that, somehow, atreasury failed to makeit into your dungeon,
smply add one and stock it with whatever treasureyou fedl appropriate to the dun-

geontype.

If ingpiration failsto strikewhen you are choosing adungeon type (or you areinter-
eged 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 additiond layers of complexity to
your dungeon, rall for two or more types smultaneoudy.

The sx dungeon types presented below describe only afew of the possble dungeon
types available. Though many other types exist, thisbook presentsthese six in order to
correspond to theassociated dungeon geomorphsincludedwithDungeonBuilder's
Guidebook. Eachentry onthetabl eisfleshed out | ater inthissection.
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Table2: Dungeon Types

R R A A

Rall 1d6 Type
Aerid

Cadle
Interdimensiond
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 processwith Table 9: Permutations before going on to
the geomorphs, as described be ow.

Using the Geomorphs

Asyou have probably naticed, the Dungeon Builder's Guidebook includes a separate
book of maps, broken downinto many different dungeon geomorphs. Atthemost basic
levd, these geomorphs serve merdly astemplatesfor you to usein your own dungeon
design. Y ou can either trace these modd s onto your own map, adjusting them according
to how you think they should fit together, or you can make photocopies, cutting them
out and attaching them as necessary to create adungeon. Note, however, that acouple
of thegeomorphsportray crass-sections of the dungeon. In these few ingances, you will
haveto change your mapping techniqueto dlow for the dtered orientation.

Part Three Dungeon Types 13
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The geomorphs (and the accompanying property and
encounter tables) are meant to seed your credtivity, not
channd or dtifleit. Thus, you do not haveto 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 tofreehand connecting chambers, halls,
tunnels, and other features between those geomorphs you do
Incor porate.

Themaps dl use the same two conventionsto indicate
suggested points to which you can splice the next geo-
morph. Thefirst (% ) normally occurs at either adoor,
hallway, or open area. Fed freeto trim hallway Iengths
change door positions, or reduce or enlarge open spacesin
order to achieve abetter fit for the added geomorphs. In
addition, the geomorphs use stair symbols( ® ) toindicate
a connection to an upper or lower leve. When a geomorph
containsthe symbol for agtaircase, itisleft up toyou
whether the Staircase ascends, descends, or both, possibly
connecting many different levels

Findly, 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 givesway to a
series of natural caverns. Instead of drawing the caverns
freehand, you could drop in some of the "Mine/Natural
Cavern" geomorphsto finish the map. In fact, splicing
together various dungeon types creates aricher 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

Theinside cover of thisbook contains the founding geo-
morphs for each dungeon type. In most cases, this geo-
morph getsyou started by setting the stage for all
asociated geomorphs. The founding geomorph functions
as an exterior view of the overal shape of the dungeon.
Thus, they are at amuch larger scae than the other geo-
morphs. Y ou merdly choosefrom thelettered geomorphs
(labeled aphabeticaly 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 fee! freeto expand beyond
the given dimensons and shapesif n

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

Focus Geomorphs

Besides the founding geomorph, each set of dungeon
geomorphs contains afocus geomorph. The focus geo-
morph is the section of the dungeon that is somehow
pivotal to the entire complex. Therefore, athough 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. Y ou do not have to use
thesetables at all; they are only aguide. 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 mogt 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 aparticular property table too limiting,
simply choose another property tablefrom adifferent
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 afew cooks, a
couple of scullery maids and servants, and possibly a
hound or two on the prow! for an easy handout. Certain
choices can aso be used over and over again (such as
quarters and servants), while some few may be appro-
priately used just once (such as athroneroom). Fedl free
to reroll if the result does not suit your needs or if it is
aready 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 afew puzzles
or traps. Mysterious elements such as these are often
best if intelligently placed, but you can assign each
room some small chance (10% isagood choice) to con-
tain atrap. Then, you can either design your own trap
or randomly roll using the tablesin 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 itemsyou
might like the PCsto find or information the PCs might
need, as well as placing possible treasure either hidden
within the chamber or upon any NPCs present. Aswith
room encounters, not every chamber and NPC necessari-
ly has anything of value at all.

Unfortunately, congtraints of space do not alow full
descriptions of each entry on the encounter tables. Y ou
will have to use the MONSTROUS MANUAL tome to key the
dats 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
al of the particulars in these descriptions. They are pro-
vided mostly to serve as a guide.

Character Levels

Asthe DM, you must adjust the number of creatures
encountered to correspond with the number and levels
of the adventurers. Y ou will havetojudge whether or
not aresult is reasonable. For instance, if you are flesh-
ing out a dungeon for a group composed of four 1st-level
adventurers, arandom roll on Table 6b: Mine/Cavern
Properties could potentialy pit them againgt three rop-
ers. You would have to lower the number of opponents
for amore 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 morethan four or fivelevels.
For example, the party of four 1g-level adventurers
might survive afight 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
eventhree 4 HD creatures. By the sametoken, 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 atribe 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 asthe castle), the aer-
ia dungeon typeisfar more amorphous. An aerial
dungeon is any space that is predominately elevated
above some surface and is home to winged or aerid
beings, or even nonflying beings that somehow survive
or even thrive in the aeria environment. Thus, it could
contain many different dungeon types. Some examples
of aerial dungeons include castles supported by clouds,
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amorphous and shifting cloud islands, or societies situ-
ated upon the backs of massive aeria 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 aso creates the very real danger of
falling. Anytime ameleetakes place near arim, crafty
foes may attempt to push assailants off the edge. You
can handle this mechanic in any way that seems appro-
priate, or smply alow any potentia victim within five
feet of an edge a saving throw vs. paralyzation (failure
indicating afall) whenever afoe managesto land a suc-
cessful attack specifically designated as apush. This
push delivers no damage, except for that imposed by
the resulting fall.
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Table 3a: Aerial Encounters

Roll % Encounter

01-05 Aarakocra,guest/ally/captive(1dl0)
06-10 Airdementd, servant/passerby (1)
11-27 Bird, 1-4 HD (1d8)

28-32 Bird, 5+ HD (1d2)

3347 Commoner, leve 0 (504) 2
48-50 Cloudor stormgl ant,envoy/invader/captive (1)f;

Dragon, invader/d eeping inhabitant (1)

Griffon (1d6) or hippogriff (2d6)

Kenku, guest/servant/captive(1dl0)

Noble,ievel 7warrior/wi zard(1d2)

Priest,level 4-6(1d6)

Warrior leve 1-3 (1d6)
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Table 3b: Aerial Properties

Roll % Property
01-06 Amphitheater

0615 Aviay

1625 Cigern (rainfall collection)

26-28 Cloud vortex to Plane of Air

2934 Library of the Winds

3550 Living spaces

51-60 Meditation perch

61-68 Mesting spaces

69-79 Nest/aerie

80-85 Observatory (bothsky and ground)
8695 Shrine gto godsof wind and/or sky)
i 96-00 Stable(for aeria mounts)
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Amphitheater: Stone or wood blocks are arranged here
inincreasingly high rowsto frame acentral dais.

Part Three Dungeon Types 15



Aviary: Thislarge enclosure or cage consists of thin
strips of wood or wire and holds 1d20 normal birds and
1d4 large, dangerous birds.

Cigtern: This ornate bowl, tub, or receptacleislikely to
contain rainwater.

Cloud Vortex to Plane of Air: Thisareaof clouds dow-
ly swirlsin aclockwisefashion and is actually a portal to
the Elemental Plane of Air. Thereisa20% chancethat the
portal is only one-way.

Library of the Winds. This enclosure houses hundreds
of books. Thebooks al 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 thewind itsalf.

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

M editation Perch: Thisisablock of jutting stone or a
wide branch. The perch overlooks avast swath of sky or
another grand vista conducive to deep thoughts.

Meeting Spaces. These enclosures or spaces contain
tables and chairs for many creaturesto come together.

Nest/Aerie: Thisisthe nest of alargebird, suchasa
giant eegle or aroc, built on acliff or other high place.
Often eggs can be found within. Homesbuilt on cliffsand
high places are ds0 aeries.

Observatory: This structure dlows its makersto view
either the sky or the grounds below. It contains equipment
(magica or technological, your discretion) for making
visud, astronomical, meteorological, or supernatural mea-
surements.

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

Stable: This enclosure contains 1dl0 aerial mounts such
aspegad, griffons, giant eagles, etc.

Cadle

Fantasy cities (and communities of antiquity) often pos-
=ss outer wallsto keep out invaders and dangerous mon-
gers. Thesewallsusually house acitadel or castle, a
mighty fortification suited for the rulership of the sur-
rounding lands and aso used as the home of the ruling
body and associated nobility. However, stone cagtles are
not known for their comfort. Evenin summer, dampness
clingsto the stone rooms. Thus, the ruler and retinue
spend as much time as possible outdoors, unless they can
use pdlsto 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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Tableda: CastleEncounters

Roll% Encounter
01-03 Advisor/generd, levd 1012 (1d4)
04-10 Courtier, leve 16 (1d6)

1117 Knight, level 511 warrior (1d6)
1824 Noble, levd 1-10 (1d6)

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

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

3044 Servant, leve 0 (1d2)

4559 Servant, leved 1 (2dIO)

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

7589 Soldier, levd 2 warrior (2dIO)

90-96 Supplicant, level 14 (1d6)

97-00 Vizier, levd 511 priest/wizard (1d2)
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£ Table 4b: Castle Properties

E)

1 Roll % Property

z Archery range

] Armory

z Banquet hall

i Chapd

o Cigtern

i Dungeon

Guard barracks
Kennd

Kitchen

Library

Méeee practice chamber (dojo)
Music room
Observation chamber
Prison cdls
Quarters, common
Quarters, noble
Storage room

h: Study

Torture chamber

it Trophy chamber
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Archery Range: Thislonghall containsvarioustargets
that archerstry to hit with their arrows. Assorted missile
wegponsand appropriate ammo arelikdy to befound here.

Armory: Thissecureroom containsal manner of melee
and missileweapons. A few of each of thebasicweapons
canbefound here, aswell as some of the more esoteric pole
ams. Usudly, aguard isposted here, dispensing the
wegpons only to thosewith the authority to takethem.
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Banquet Hall: Thisroom, isamost filled by alargetable
around which many chairs are pulled. Huge decorative
chanddliers hang over the table, and many torches light the
wadlswhen feasts ensue (at which time dl the chairsare
filled withhungry natives).

Chapd: Anair of solemn dignity robesthisarea, and the
only light besdes candldight in this chamber shinesin
through stained glasswindows. A low atar dts at thefront
of the chamber. It is here that the priests of the appropriate
deity performtheir rituals

Cigern: Thisisalarge reservoir kept full of water tobe
used in times of drought or sege. Rumors speek of awater
mongter inhabiting the cistern that attacks those who come
todrink done.

Dungeon: These dank cdls dlow little outside light to
shine on the rotting straw, chains, and occasond prisoners.

Guard Barracks Cotsand bunk bedslinethesewalsand
srve asthe temporary homes for guards serving here.
Many guards are actudly on duty, but of thosenormally in
the barracks, haf are adegp whilethe other haf play games
of chance at arough centrd table.

Kennd: Fercedogs are kept inthislarge enclosure, friend
to no onebut their loving keeper. The dogs arefed kitchen
sraps, but not quite enough to make them turn up their
noses at live mest.

Kitchen: Theheat of thehearth and vatsisoppressvein
here, and the many amdls of cooking food compete with the
shouted instructions of the cooks to the servants scurrying
throughthe area.

Library: Only thenoblesaredlowed inthischamber. Its
wooden shelves contain rare tomes of knowledge collected
from far places. Adventurers journds, anaomies, ecologies
and other tomes containing thought-provoking materid can
befound herein.

M eleePractice Chamber: Theclangand ringof metal on
meta resounds through this chamber as young aspirantsin
themartia art of warfare are instructed by seesoned mas-
ters.

Music Room: Not often used, thischamber containsafew
instruments (including horns, flutes, and drums) once
played by former inhabitants. Sheat music in abundance can
dso befound here, aswell asthe occasond prince or
princess attempting to play one of the forlorn instruments.

Observation Chamber Thischamber either looks out
from ahigh place upon the surrounding lands, or it looks
into another chamber of the structure, either overtly or
scretly (such asthe prison or guest quarters).

Prison Cdls Thexe cdlsarenot unlikethoseinthe "Dun-
geon" entry (above), though lessdingy. Significantly, they
contain those prisoners that stand some chance of being
released one day.

Quarters Common: Theseroomscontainbeds, smple
tables, and buckets of water for bathing.

Quarters, Noble: Thesearefancy versions of thecommon
quarters, furnished with canopied beds, armoires, and claw-
footed tubsfor luxurious hot-water bathing.
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Sorage Room: Thisroom isfull of crates and parcelsto
srve againgt some future need, possibly containing sdit,
smoked meat, pices, pickled foods, or decorations.

Study: Thisroomislikethelibrary, but with fewer books.
It has a nice wooden desk polished to a gleam, which con-
tains smoking implements, writing utensils, paper, maps,
possibly ajournd, and vital communiques half written to
far-off baronies.

TortureChamber: Thischamber of horrorscontainsall
your standard items designed to bring pain to humanoid-
shaped creaturesin the name of garnering information (or
possibly just in the name of sadism).

Trophy Chamber: Theheadsof large game, the swordsof
defeated rulers, and the scales of defeated dragons (which
could havejust been found, though the owner likely has a
different story) adornthisroominafashionpleasingto
oMe eyes

I nterdimensional

The cosmology of afantasy setting dlows aternate
dimensons, pardld planes, and extraterrestria civilizations.
By their very nature, interdimensiond "dungeons' are differ-
ent from and possibly alien to anything normally encoun-
tered upon the PrimeMaterial Plane of atypical fantasy
setting. Because of these qudities, such areas makeided,
though dangerous, dungeons for anyone who wishes to add
ooca?ioréa variety to their campaign, or evenbringittoa
new level.

Though the interdimensiona geomorphs provided here
can be usad Independently, thoseinterested in running
extraplanar campaigns can find information, adven-
tures, and sattingsfor plane-gpamingadventures in the
PLANESCAPE™ campaign setting. While the PLANESCAPE
metgids do present an entirely independent

these materias are equaly vauable to DMswho want
to bring their campaigns into dien territories occasond-
'ly. These products even provide tiesfor nonplanar par-
ties to participate within. the sceparios or- adventures,

The interdimensiona founding geomorph focuses upon
theinterface between aprime-materia location and ademi-
plane known as the Semblance. Theinterdimensiond focus
geomorph describesthe infernal inner realm of an Abyssal
fiend! Unlike many of the other dungeon types, the | ettered
interdimensiona geomorphs have individua entries (dso
detailed in Chapter Two), describing any strange qualities
that may pertain to them.

The examples shown here are merely thetip of theice-
berg for possible extraplanar settings. Y ou 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 % Encounter

01-083 Aaamon*, devalplanetar/solar (1d2)

04-08 Arcane, trader** (1d6)

0311  Adrd dreadnought** (1)

1214  Desath knight, mounted on nightmare (1)

1521 Elementd, air/earth/fire/water (1)

22-26  Githyanki*/githzerai* (2d4)

27-33  Imp, quasit/mephit (1)

3436  Night hag*, (1) with Iarva* (1di0)
Prime adventurer, level 10-20 (2d4)
Prime/planar wizard, levd 20-30 (1)
Planar adventurer, level 1-10 (2d4)
Planar adventurer, level 10-20 (1d4)
Quasdementd*** /parademental*** (1)
Saad, gray (1d4)/death (1d2)

Slaad, red (3d6)/blue (2d6)/green (1d6)
Tanar'ri* /baatezu*, greater (1d4)
Tanar'ri* /baatezu*, lesser (1d8)
Tanar'ri*, true (1d8)
Y ugoloth*, greater (1d4)
Y ugoloth*, lesser (1d4)
*Described in PLANESCAPE Monstrous Compendium Appendix.

**Described in PLANESCAPE Monstrous Compendium Appendix I1.
***Described in PLANESCAPE Monstrous Compendium Appendix I11.
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i Table 5b: Interdimensional Propertles

Roll % Property

01-07  Abandoned/destroyed outpost

0312  Chaos fountain (corrosvel)

1317  Conduit or color pool (on Astral)

1820 Corpse of an unhalowed god (on Astral)
21-27  Demonic or devilish infestation

28332 Digance distortion

33-3FH  Entry onto the Infinite Staircase

3638 Fortress of ademigod

3943 Morphfied (laws of physics go haywirel)
44-48 Music of the spheres

4955  Outpost inhabited by primes

560 Plangammer (planar ship passeshy)
61-67  Portd to dternate world/crystal sphere B
68-74  Porta to Astral or Etheredl (key required) f
7579  Portd to an Inner Plane (key required)
8084 Porta to an Outer Plane (key required)
&8 Prime-materid wizard's secret citadel
9092 Root or branchlet of the World Tree
9397 Timedip (time dows or accelerates)

g;; 9800 Tributary of theriver Lethe or Styx
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Abandoned/Destroyed Outpost: Shrapnel, burned
structures, melted wegpons, 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 stonefountain carved with disqui-
eting imagery spewsforth the stuff of chaosinachurning,
twisting, colorful blast of light, smdll, and sound. The
miasmarises and thenfalls, evaporating beforeit touches
the ground; anything (or anyone) stuck into thefountainis
disintegrated.

Conduit or Color Pool: Thiscolorful rainbow pool trans-
portsthosethat accessit toacompletely different plane.

Corpse of an Unhallowed God: Floating inthe silvery
void of the Astral Planeisarocky formation that looks
humanoid inits 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
afiend from one of the lower planes has taken up resi-
dence here.

Distance Digtortion: Theloca areaisbent so that space
and time act in unusual ways. Everything appearsto be
1di0 timesfarther away (or closer) thanit actudly is,
which could be a dangerous situation.

Entry onto theInfinite Staircase: This Escherlike
tableau of stairwells connects amyriad of planes. Itissad
that if you walk the Staircase long enough, you will even-
tualy find your heart's desire. Hopefully, you will not
meet afiend dong theway whose heart's desireisto have
you for supper!

Fortress of aDemigod: A grand structure rises upward,
its reinforced arches and climbing towers obvioudy the
result of supernaturally inspired congtruction. This fortress
has the potentia to be an entire dungeon in its own right,
containing as it does the priegts, pilgrims, and lesser and
greater servitorsto the demigod—not to the mention the
demigoditsdlf.

Morph Fied: Thisis distance distortion taken to
extremes! Distancesdonotjust seemdistorted; theyare. In
fact, physical objects—including flesh—sometimes twist
and distort, causing greet pain (and at least 1d6 points of
damage) toliving creatures.

Music of the Spheres. Heavenly chords resound
through the areafrom unseen voices—or arethey instru-
ments? Or, isit the celestid sound of planar spheresas
they shift and callidein their infinite majesty?

Outpost Inhabited by Primes. Stalwart humans from
the Prime Materia Plane have colonized this extraplanar
space. They could be hiding from persecution, mining
strange minerds, seeking peace, or using the areafor
extraplanarresearch.

Plangammer: What isthat in the distance? It lookslikea
gdleon, but it isfloating freein extraplanar space, moving
through thedimensions asif they were sees. Legendstell of
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spelljammers, ships that ply the spaces beyond the world,
but ships that ply the planes?

Portal toAlternateWorld/Crystal Sphere: Anarch, 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 athought). 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
asmall carving, asilver chain, or a grin of expectation).
Beyond iseither theinfinitesilvery void of the Astral (the
plane 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 perceiveits dual usage—
and for those who possess the proper key (perhaps a cup of
water, alit candle, aclod of earth, or apiercing whistle).
Beyond lies any one of the inner planes: Earth, Wind, Fire,
Water, or possibly any of the intermediary planesthat 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 in a
single paragraph.

Prime-Material Wizard'sSecret Citadel: Wizardsthat
reach an appropriate level of power often establish nondi-
mensional,extradimensional,oroff-planarabodes;itis
almost arite 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 theWorld Tree: Where does this root
go? Asyou follow it, the diameter of the branch just keeps
growing until you can walk upon it. Is this mighty
Y ggdrasil, the World Ash? Why, yesitigl Yggdrasil isagar-
gantuan plane-spanning tree whose branches and roots
spread throughout many planes, layers, and real ms.

Timeslip: Timedlideslike currentsinthisarea, 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.
Thisis particularly dangerous if asingle 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.
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Mine/Natural Cavern

Most every intelligent racewith theappropriateequip-
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, oneprimary raceworksamine, although a
variety of creaturescould 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 adjoining the founding geomorph, but switch
to 1d20 when geomorphs containing primarily natural
caverns are incorporated into the dungeon.

Table 6a: Mine/Natural Cavern Encounters

Roll % Encounter

01-08  Bugbear, raider (2d4)

09-16  Carrion crawler (1d6)

17-21 Cave fisher (1d4)

22-26 Dwarf, derro/duergar (1d8+l)
27-28 Earthelemental, passingthrough (1)
29-33 EIf, drow (1d8 or 3d10+20)
34-42  Goblin (4d6)

43-44  Mind flayer (1d4)

4552 Mine patrol, level 2-5 (3d4)
53-57 Minepatrol, level 6-10 (2d4)
58-66 Miner, level 14 (2dI0)

67-68 Mold, brown/russet/yellow (1)
69-73 Myconid (1d12 or 20d10 in lair)
74-75 Ooze, ochre/gray/gelatinous/green (1)
76-80 Piercer (3d6)

81-85 Prospector, level 58 (1d4)
86-90  Roper (1d3)

91-96 Stirge(3d10)

97-98  Worm, purple (1)

99-00  Xorn (1d4)
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] Table 6b: Mine/Natural Cavern Properties

Roll % Property

01-03 Ancient crypt, long undisturbed

0411 Exhausted lode

1216 Expedition camp (exploring surface dwellers) §i
1724  Fisure (penetrating to depths unknown)
2529  Forgehal

03X  Gargantuan fungi (beneficia and poisonous)
BB Hatchery for subterranean creature(s)

3640 Luminescent fungi

242 Magma, upwelling

4350  Mining camp (dwarven prospectors)

5155  Orecart nexus

56-60  Pocket of bad air (poisonous)

61-63 Pocket of explosve gases

6466  Smdtery

67-71 Subterranean city entrance (dlied or enemy)
72-79  Subterranean spring

o4 Underdark supply depot

8387  Unworked vein of precious meta

82 wdl

9300  Working lode
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Ancient Crypt, Long Undisturbed: Recent mining has
brokeninto thisburied chamber, which contains atype of
architecture unused on the surface for thousands of years.
Thisancient crypt probably contains undead so old that their
reason (if every they possessed any) has long ago dissolved.

Exhausted Lode: Thisisthe very end of aplayed-out
tunndl. A few broken picksand abusted ore cart are dl that
remain as evidence of the activity that once occurred here.

Expedition Camp: Humanoids from the surface braved
these underdark tunnelsin order to prospect for profitable
mineras. They are quite concerned with perimeter securi-
ty dueto reports of drow, duergar, and mind flayer activity
inthe area.

Fissure: This dark, ragged fissure in the earth penetrates
to unknown depths. Strange sounds, haunting tones,
vibrating booms, and the occasona manic laugh dso drift
up from the depths.

Forge Hdll: Nativesworking anearby mine come hereto
forge smdted metalsinto functional items. Furnaces, bel-
lows, vats of water, pincers, and many other metalworking
implements are cdlose at hand.

Gargantuan Fungi: This area contains an underground
jungle composed of thick mushrooms of al shapes, Szes,
and shades. Some of the mushrooms prove to be a good
food source, some prove beneficial for healing and other
strange effects, some twist the mind away from redlity for
atime, and some are downright poisonous (successful sav-
ing throw vs. poison or die).

Hatchery for Subterranean Creature(s): This chamber
holds anywhere from afew eggsto afew hundred eggs.
The eggs might be those of purple worms, xorn, cave fish-
s, or any other underdark creatures. Be careful, where
eggslay safely hidden, the parents are usually not far off!

20 Part Three Dungeon Types
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Luminescent Fungi: This areais coated with a glowing
green fungus, providing anaturd, if sort of sickly, light to
the entire area.

Magma, Upwelling: Bright red-orange light reveds a
lake or pool of burning magma. Perhaps a bridge bounds
the magma, leading to areas beyond. A misstep or bridge
defect could lead to aheated dunking.

Mining Camp: This small camp is compaosed of under-
world natives, possibly dwarven, but maybe drow or some
other nefariousrace.

Ore Cart Nexus: A crisscross of lines brings together
many mining rails here. Many of them have ore carts upon
them, and a switching mechanism in the room alows the
carts to easly shift from track to track. There might be a
rail car here aswdll, propelled by a seesaw pumping
action.

Pocket of Bad Air: Carbon dioxide or some other poiso-
nousgasinvisbly fillsthischamber, proving deedly to those
that stay herelong (and fail their saving throwsvs. poison).

Pocket of Explosive Gases. The accumulated rot of
underdark fungi hasfilled this chamber with unwhole-
ome methane; atorch or other source of flame could set
off afireball (inflicts 2d6 to 8d6 pointsof damageto dl in
thechamber).

Smeltery: Very large furnaces accept the raw ore of near-
by mining operations, converting the oreto forgeable
materia. Many natives responsible for the mine can be
found hereworking the smdltery.

Subterranean City Entrance: This areais actualy the
outermost territory claimed by an underdark city that lies
farther below. The city could be of any race, newly discov-
ered or well known. Whatever race inhabits this city prob-
ably pogts sentries here in order to keep awatch on their
outermost borders. Significantly, the underdark city can be
adungeon by itslf.

Subterranean Spring: Cold water isthrust up from the
weight of the earth above, pooling here. Many underdark
creatures know about this pool and periodically come to
this areato dake their thirsts.

Underdark Supply Depot. This area serves as abase for
those working anearby mine. It contains foodstuffs, water,
cots, and other items needed to survive on an extended
trip. Think of this chamber as the underdark equivalent of
aski hut.

Unworked Vein of Precious Meta: This areacontainsin
itswalls an unmistakable vein of precious minera or
metal, something that many prospecting groups (both
from above and below) would give much to find.

Wel: This ancient well shows signs of inteligent design.
The bottom of this dark well could hold water, or some
other viscous substance.

Working Lode: Work gangs minethisareawith pick
axes, hammers, and the occasiona crude explosive (possi-
bly magicdl). Ore carts carry away the bounty of the earth,
and delving songs rumble through the ar. If thework
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gangs are made up of daves, an overseer beats a giant
drum to time the work by the weary diggers.

Rgu, /] g)mp,?

Ruins and tombs are often (but not always) associated.
Ruins come about whenever an artificia structure of any
type is abandoned, leaving the origind structure at the
mercy of time and the elements. On the other hand, tombs
are often abandoned on purpose, |eft to the quiet (or
unquiet) contemplations of those buried within. Tombs are
sometimes located beneath living cities and functioning
temples, but they offer additional mystery when discov-
ered below ruined structures and cities.

In generd, ruins and ancient tombs are in a constant
gate of decay, sometimes falling apart around intruders.
At your option, you may introduce a rule that gpplies to
the player characters whenever they are exploring ruins or
ancient, crumbling tombs. For every six turnsthe party
spends under such conditions, roll 1d20. On aresult of 1, a
portion of a nearby wall or ceiling collgpses due to the
vibrations of the party's activities. Those who make suc-
cessful saving throws vs. paralyzation move out of the
way quick enough to avoid any damage, but those who
fail the saving throw suffer 3d4 points of damage from the
collapsing debris.
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Table 7a: Ruin/Tomb Encounters

Roll %  Encounter
01-05 Bughbear, 3+1 HD (4d4)

0613 Goblin, 1 HD (10d4)

1420 Goblin, 2 HD (6d4)

21-25 Hobgoblin, 4 HD (2d10)

26-28 Lich, 11+ HD ()

29-33 Lurker, 10HD (1d4)

34-38 Lycanthrope, wererat, 3+1 HD (4d6)
3941 Minotaur, 6+3 HD (1d8)

42-49 Rat, giant, HD (5d10)

5056 Skeeton, 1 HD (3d10)

5759 Spectre, 7+3 HD (1d6)

60-66 Spider, giant, 8+8 HD (1d6)

67-73 Tomb raider/looter, leve 1-4 (1d4+3)
74-78 Tomb raider/looter, level 6-8 (1d4+3)
7983 Tradl, 6+6 HD (1d12)

84-86 Umber Hulk, 8+8 HD (1d4)

87-89 Vampire, 8+3HD (1d4)

9092 Wolf, worg, 3+3 HD (1d10+2)

9397 Wraith, 5+3HD (2d6)

98-00 Zombie, monster, 6 HD (1d6)
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Table 7b: Ruin/Tomb Properties 1
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Roll %  Property

01-06  Ancientlibrary (at leest partidly degraded)
0610  Armory (with archaic & historical wegpons)
117 Catacomb maze (holding the truly dead)
1820  Chamber of dirges (ghogtly instruments play)
21-25  Chapd of last rites

2633 Coffing'sarcophagi (randomly displaced)
436 Crematorium (possibly magicaly sentient)
37-39  Embaming chamber (staffed by zombies)
4042  Garage (with adecrepit craft once meantto fly)
4347  Graffiti (anything goes)

4850 Haunted museum

51:-53  Heart of evil (undead spawning chamber)
54-60 Mass grave

61-66 Mausoleum

67-73  Statues (of forgotten kings, queens, €tc.)
7478  Sundid (possbly enchanted)

798l Timegate (to past where dungeon not yet aruin)
886 Treasury (partially or completely plundered)
8793  Vault (holds persond effects of the dead)
9400 Wdl (leadingto lower levels)
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Ancient Li brary: The previoustenants kept alibrary,
athough it is mostly moldered away into dust, save for a
few specid tomes kept magically preserved for the
arcane spdlsthey hold. Such tomes are certainly guard-
ed by potent defenders.

Armory: Many of the weapons in this room have now
rusted or rotted into uselessness. A thorough search
could reveal some blade or bolt with alingering enchant-
ment, however.

Catacomb Maze: Thisarealeadsinto alower (or high-
er) level of crumbling masonry that windsin a confus-
ing, mazelike fashion for many hundreds of fedt, if not
farther. The entire mazeishoneycombed with coffin-
sized cavities, each of which contains a desiccated body
on display to those who gain entry to the mazes.

Chamber of Dirges: This chamber is haunted by atrio
(or perhaps a quartet) of dead musicians whose instru-
ments accompanied them to the grave. The ghostly tunes
can drive the living to madness given time, but leave
your criticism at the door or face the wrath of the haunts!

Chapel of Last Rites: This chamber has seen many
years sinceits last use. Judging by the rotting decor, it
was apparently a chapel. Searching may revea holy
articles once used to dispense last rites to those buried in
nearby catacombs.

Coffing/Sarcophagi: Coffinsor sarcophagi arelying
out in this area, though they obviously do not belong
here. Someone or something looks to have dragged or
dropped them here. Some are smashed and full of dust,
but one or two of the stone sarcophagi remain sedled,
their contents unbreached. Perhaps whatever caused the
coffinsto migrateto thisareafromtheir final resting

Part Three Dungeon Types 21
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plots resides within one of these "seded” sarcophagi.

Crematorium: This chamber contains a strangely
shaped furnace with afive-foot-wide mouth. With al the
bodies digposed of in this chamber through time, aresid-
ual haunting has built up, so a ghostly essence now
inhabits the chamber, hungry for more bodies to burn. It
is not too particular whether those bodies are dead or
living....

Embal ming Chamber: In ancient daysthe funeral
director found it very efficient to use some of his "clients'
as extra help. Despite the ruin (or seding) of the tomb,
the embalmed zombies remain, and are eager for more
bodies to dunk into the chemica solutions they have kept
vital through the centuries.

Garage: This chamber has either a ceiling that once
opened to reveal the heavens, or a shaft allowing a
glimpse of the sky. Currently, this shaft could be choked
with debris (at your discretion). Scattered in various
dtates of wreckage are strange vessels built of metal.
Those PCswho make successful Intelligence checks
might determine that these vessdls were once meant to
fly, but are now long past such functions. However, one
craft could <ill make one lagt flight before degenerating
into total junk.

Graffiti: These messages were written by the hands of
past adventurers, or maybe even the undead hands of
those buried here. Some of the messages could read "L et
me out," "The Band of The Hand Made it This Far,"
"Beware the Third Degp and the Drums," or "My teeth
crave the sweet meats hidden in bony skulls."

Haunted Museum: The ancient displays, trophies, and
art pieces are mostly ransacked, toppled, and rent. How-
ever, the voices of ghosts resound around the far corners,
gpeaking of wonders logt to time.

Heart of Evil: A nexus of foulness, this areabecame
concentrated in its evil and now reanimates any dead
body brought into it (over a period of ten days). A power-
ful, evil undead being has set up this chamber asits
abode, and it continually sends lowly servantsto raid
nearby catacombs and graves of nearby villages and
cities. The bodies are brought back here, where they soon
gtir to unlife under the control of the evil one.

Mass Grave: This areawas buried under a mass of soil
and stone long ago, but gradual movements of earth have
now uncovered aportion of it, reveding aterrible scene
Hundreds of bodies were ignominiously dumped here
and buried. It hardly seems possible that such an atrocity
would fail to corporealize some undead threat....

Mausoleumn: The marble-tiled floor, walls, and ceiling
in this room are seded and locked away from other ruder
burials. Plates engraved with the names of ancient fami-
lies of high status adorn each of the mortared tombs.
Great wealth is probably hidden behind some of these
stone walls, which could adso hold great danger (in the
form of traps and undead guardians).

22 Part Three Dungeon Types

Statues: Noble figures of kings, queens, princes,
princesses, nobility, and royal pets appear here. Many are
broken and eroded. It is possible that this hallway once
led to animportant area, but in the generd ruinit ishard
to determine where the entrance to such an areamight be.

Sundid: A large sundia engraved with strange celestid
runes is embedded here below the earth. Strange shadows
flit across its surface, and depending on how artificia light
falls uponit, it can appear asif sunlight fell upon it. Fed free
tohavethesundial trigger different effectsdepending on
what time it reads.

Timegate: Some mechanism (perhaps the sundia
described in the previous entry) creates agateto atime
long ago when the tomb/ruin was an active, living place.

Treasury: This secure vault has been breached by the
depredations of time. It now stands open and plundered.
A secret sub-treasury entrance could exist in this chamber,
trapped and guarded by potent (but deeping) guardians.
If aparty wereto enter safely, they could conceivably find
significanttreasure.

Vault: This chamber remains sedled with an iron portal.
Within canbefound the clothing, journa s, mummified
pets, and other persond items of the deceased that liein the
outer common graves. Adventurers could find many items
of value here, including mapsto ancient sitesnow long for-
gotten.

Wél: Thiswell islong dry, but aladder carved into its
side connectsthislevd to levels many hundreds of feet
below, where strange creatures roam.

Underwater

Underwater adventures and campaigns provide many
new possibilitiesfor encounters and adventures. Y ou might
dect to bring your players current landlubber characters
into an extended stay in the underwater relms, or you can
gtart from scratch, rolling up new charactersthat havethe
natural ability to live and breatheinwater. Y ou might even
decideto do both, mixing charactersfrom abovethewaves
with those more comfortablein the depths. (Additiona
information on seagoing adventures appearsintheAD& D
accessory Of Ships & The Seal)

PCs Beneath the Waves

Whenbringing air-breathersinto an underwater cam-
paign, you introduce ahost of interesting factors. Air-
breathers need artificial ad to survive; something as
primitive as scuba gear and alot of breath holding is not
going keep the players interest for too long.

An air-breather needs technologica or magical aid that
can berdied upon for an extended period of timein order
to survive underwater. Examples of suchitemsinthe stan-
dard AD& D campaign include a potion of water breathing
(needed in huge amountsif they are the sole source of sur-
vivad underwater!), a ring of svimming, a ring of water breath-
ing, an apparatus of Kwalish, a cloak of the manta ray, a helm of
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underwater action, and a ring offree action. The danger asodi-
ated with using overlapping itemsfor full protection can
a0 add spice to the campaign.

Underwater Races

When utilizingwater-breethers, aplayer'sprimary choice
isthat of race. While thebreathing problems are negated, a
different set of limitations apply. Raceinteractionsbeneath
the waves can prove both beneficia and dangerous depend-
ing upon the chosen race of the character and the races
encountered during the course of the campaign.

Examples of underwater races that might make interest-
ing PCsin the standard AD& D campaign include dolphins,
sadves haf-reef giants, kuo-toas (adapted to saltwater if
necessary), locathah, mermen, sshuagin, tritons, and any
other you can adapt or make up. It isimportant that when
adapting AD& D monstersinto player charactersracesthat
you do not give out too many powerful abilities; if you do,
you must make other compensations o that characters of
other races are not overwhelmed. For example, a sshuagin
that has broken away from the dictates of itsrace to become
an adventurer might have up to five attacks per round with
its natural weaponry. On the other hand, it should probably
need twice as many experience points to advancein leve
for most dasses. Of course, any lone sahuagin is marked as
acreature of evil by dl other underwater races, and asa
traitor to its racia heritage by other seadevils.

Ecological Considerations

Ecologica consderations such asthe differencebetween
st water and fresh water are dso important in acampaign
beneath the waves. Mogt species cannot survivein both
types of environments. In your campaign, you can either use
this point to add complexity to the scenario or smply
assumethat your oceensand lakes are dl of uniform dinity,
such that saltwater and freshwater creatures can exist Sdeby
dde

Currentsaredso important to underwater races. Like
rivers on land, ocean currents provide animpetusto life by
dtirring nutrients. Theinterface between colder, nonmoving
water and warmer, moving water might berichin bacterid
life and support plankton, which in turn supports an entire
food web. Thus, inteligent subsea.communitiesare often
found aong stable oceanic currents. In addition, currents
transport warmer, nutrient-laden waters to deeper ocean
areasthat might not otherwise support standard life.

Whilethe shdlows may bethe most familiar, itisthe
deegpsthat offer themost room for mystery and danger. The
incredible pressures resident in degp ocean trenches prevent
aocess by most seeradapted creatures from shalower aress.
Of course, the degps do posesslife-formsthat incorporate
bioluminescence and feed mainly on the constant rain of
detritusfrom higher up. Just as shall ow-adapted creatures
dare not venture into deep water, degp-adapted creatures
never rise too high or dse risk decompression.

sawIeaTr et

m

ML ACh-¢ S AR SR I AL Y Pl L S

s it e
S s Y Ny ¥y 2% . u

Bt 2L RO A A At AR PR AR A .

Sy P
it N g d

&
o2

Poalitical & Geophysical Considerations

In addition to those raceslisted for possible PCs, the sees
hold many other types of underwater civilizations. Nations
made up of severd differentinteligent creaturesarelikdy to
exhibit gtrikingly contrary ideologies. Just like on land, when
convictionsand beliefscontrast toodragticadly, strife—and
evenwar—could result. Other possble underseaintdligent
races could include abaleths, intdligent crustaceans, reef
giants, ixitxachitl, intdligent octopi, merrow (marine ogres),
underwater versons of treants (intdligent, mobile sea
plants), selkies, srines, and whaes
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] Table 8a: Underwater Encounters

Roll % Encounter
01-02  Aboleth (1d4)
0306 Crabman (2d6)
07-10 Diver, 3HD human fighter with spear (2d10)
11-20 Dolphin (2d10)
21-22  Dragonturtle (1)
2324 Elementa, water (1)/water kin (1d3)
2533 EIf, Aquatic (1d20)
3442  Fsh, lamprey (10d2)
4351  Fish, shark (3d4)
5253  Giant, reef (1d4)
5455  Golem, whale-shaped, possibly hollow (1)
5657 Ixitxachitl (1d8+4)
5866 Merman (2d10)/triton (2d10)
67-68 Morkoth (2)
6970 Naga, water (1d4)

Octopus, giant (1d3)

Sshuagin (2d10)

Sdkie (6d4+6)/sealion (304)

Troll, sdtwater (1d3)

Whadle, killer (1d3)
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Table 80: Underwater Properties

Roll % Property
01-09  Cord redf (inhabited by many species)
1017 Current, constant (possibly dangerous)
1822  Drowned ruins (of an ancient race)
2325 Ebony gatue (of giant sea creeture)
2630 Lackof dissolved oxygen

31:35  Madstrom, intermittent

3638 Magma, upweling

3941  Nets (holding drowned adventurers)
42-46  Observatory (peeks abovewaterline)
47-48  Portal to Elemental Plane of Water
4951  Sdhuagin shrine (to shark %od) o
5260 Sdtgradient (sharpriseinlocd salinity)
61-69 Seacave (vauableminera deposits)
70-78  Shipwreck/ship graveyard

7983 uid ning ground

8488 Stable (for seahorsesand thelike)
8993 Tide cydic (possibly dangerous)

94-96 Trapped air pocket

9798 Waterwhed

99-00 Whdegraveyard
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Cora Reef: Thismarineridge is composed chiefly of
dead and compacted skeletons of various small sea
creatures. Reefs contain many varieties of fish, both
benign and dangerous, and aso serve as idea hunting
grounds for intelligent underwater races.

Current, Constant: A constant flow of water rushes
through this area, obvioudly part of a current. Swim-
ming against the current sows movement by half,
while swimming with it doubles movement. Moving
too close to the center of the current is dangerous, as it
sweeps up man-sized and smaller creatures and carries
them to deep placesin the sea

Drowned Ruins: These toppled pillars, barnacle-
covered ruins, and broken pedestals along the sea floor
(or inthe back of alarge sea cave) mark the site of an
ancient city. This area has the potentia to be a dungeon
in its own right.

Ebony Statue: This tentacled monstrosity is rendered
in dark stone. It looks like it might be the statue of a
giant squid or kraken, perhaps part of a shrine to such
a creature that existed long ago. Strangely enough, a
large part of the statue till seems to be buried below
the head of the squid.

Lack of Dissolved Oxygen: Dissolved oxygen in the
water is required for fish and other marine organisms
to breathe. In this area, no oxygen exists, soitisa
"dead" area. At your discretion, magical items could
also fail to pull oxygen from the water, creating a dan-
ger of suffocation.

Maelstrom, Intermittent: A whirlpool spinsinto
existence intermittently, based on the surrounding tide
and current. Anyone caught in the whirlpool (make a
saving throw vs. paralyzation each round the
whirlpool lasts) isbattered for 1d6 points of damage
per round.

Magma, Upwelling: When magma appears under-
water, a sheath of superheated water surroundsit. Still,
the magma cools quickly and looks like dowly extending
rocky worms from the ocean floor. Needless to say, it is
dangerous to get too close to this phenomenon.

Nets: Surface fishermen cast these nets long ago, but
they cut them loose. Now, they drift here, and it looks
like afew humans have been caught and drowned in the
mesh. Itisentirely possible that these bodies are animate
and seek company in their watery grave.

Observatory: Undersea races want to know what is
going on too. That iswhy this tower peeks up out of the
foam, allowing agood view of anearby coast. The tower
isfilled with water to alow water-breathing beings to
use it comfortably.

Portal to Elemental Plane of Water: An arch, door, or
other seaweed-entwined opening provides passage to the
Elemental Plane of Water. Itispossblethat PCscould
wander through and not even redlize it, at least until they
noticed that the surface seamed to be ever higher....

24 Part Three Dungeon Types
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Sahuagin Shrine: Massivejaws lined in mother-of-
pearl accept the daily offerings of sahuagin priestesses
that swim long distances just to sacrifice prey and food
to Sekolah. Thisis definitely not a healthy placeto
observe the local holy day!

Salt Gradient: The dissolved mineral content of
these watersrises (or falls) so sharply that nearby
indigenous species cannot survive these waters for
long. However, other species of strange underwater life
rﬂay take advantage of an environment better suited to
them.

Sea Cave: This opening leads to avauable metal or
mineral vein. Both underwater and above-water
prospectors would be very interested in finding such
an untapped lode.

Shipwreck/Ship Graveyard: A wrecked ship (or
ships) lies here along the seafloor (or possibly within a
seacave). The crews are long dead, but parts of the
cargo may dtill be salvageable. However, dangerous
sea creatures have probably taken up residence in the
hold and will prove difficult to displace.

Squid Spawning Ground: Fist-sized eggs (larger
than any normal cephalopod mollusk eggs) in ajelly
substance cover almost every surface of thisarea. This
is probably not a good place to be when the males
cometo fertilize the eggd

Stable: This coral-fenced area holds many sea horses,
obviously for the use of some intelligent race of crea-
tures that must live or have a base nearby.

Tide, Cyclic: With the movements of the moon, the
tides come in and out. In narrow, confined spaces, the
force of thiswater movement can tumble and batter al
those within it (that fail their saving throws vs. para-
lyzation) for at least 2d10 points of damage.

Trapped Air Pocket: Thisis an areawhere breathable
air exists far below the surface. It is possible that some
surface organisms live in this small environment, most
of which are probably unwilling to share their precious
oxygenwith fellow air breathers.

Waterwheel: This massive stone waterwheel dowly
turnsin the grip of alazy current. The waterwheel
serves to power some hidden mechanism in a distant,
sealed cave, although the sound of
great booms and clangs can be
heard through the water.

Whale Graveyard: One or
more rib cages of dead behe-
moths lie here in the sea (or ina sea ;
cave). Whale graveyards are secret places,
not often found by nonwhales, and are
rumored to grant deepers with divina-
tory dreams. Of course, living whales
actively discourage any other crea-
ture from disturbing the bones of
their honored dead.
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Part Four: Permutations

A useful technique of dungeon design involves taking the familiar and twisting
some aspect of its presentation, turning the ordinary into the extraordinary. A per-
mutation, thus modifies the initia approach and influences the overall aspect of the
dungeon. Altering the orientation of a setting or relocating it to an aien environ-
ment can help to create atruly unique setting. Examples of permutated dungeons
include atower onits Sde, a minefilled with water, a castle in the clouds, ruins on
the moon, a ship buried in the earth, and an interdimensiona tomb.

More subtly, achange in a dungeon's ownership can have profound effects on
conditions within. For example, if aclerica temple is overrun by goblins and con-
verted into a goblin warren, the resultant setting could be far more interesting than
either a standard goblin den or temple aone. How have the goblins adapted the
sanctuary, the chapd, and the holy chambers to their own uses? Do any priests ill
remain trapped within? Are agents of the church attempting to regain the temple?
Perhaps artifacts of the church remain safely hidden within the structure, hidden
from the new goblinowners.

Deter mining Dungeon Permutation

The permutation you choose should offer the possibility of enjoyment for your
players and, even more importantly, persona interest to you. Generally speaking, it
is probably more useful to first define an approach (described in Part Two) and a
dungeon type (described in Part Three) before choosing a permutation. This gives
you a foundation upon which your permutation can act.

However, if ingpiration fails to strike (or you are interested in generating a permu-
tation for your dungeon completely at random), roll on Table 9: Dungeon Permuta-
tions. If you do not like the result, disregard it and roll again. Additionaly, rolling
for two or more cumulative permutations could add additional layers of complexity
to your dungeon.

R e R e e P R e o P R e e e T e e T
a:i .
Table9: Dungeon Per mutations

Roll _ 3 Location/environment
1d4 Permutation Roall
1 Influenced 1d8
Roall Buried
1d4 ) Chronologically misplaced
1 Diseasfiliness Extraplanar/extraplanetary
2 Extraplanar Floating in air
3 Philosophicaly Hoating on water
4 Technology Living
. . Underwater/drowned
Invasion/new ownership Unstable
Roll
1d8 Orientation
Abandoned Roll
Bandits/privateers 1d6
Demihumans Broken
Extraplanar entities In motion
Goblinoids’/humanoids Magically confused
Sideways
Skewed
Upside down
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Permutation Descriptions

A few (but not dl) of the following permutation descrip-
tions are tied to gpecific dungeon types as described in Part
Three. Thus, you can use the property and encounter tables
associated with that type to complete your dungeon.

Influenced

Thisindicatesthe subtle influence of an entity, environ-
ment or idea upon the dungeon setting. Covert influenceis
anided way of giving your dungeon a unique flavor with-
out drastically dteringitsinitia approach. Y ou can either
use aunique influence from your established scenario or
roll for suggestionsin this category.

Disead/lliness An associated pathogen makes a dun-
geon memorable by adding abackground layer of threat
beyond the dungeon's utilitarian purpose. Residents of such
a dungeon might not know the origins of their illness it
could haveits roots in the populace, the water supply, the
livestock or pets, the soil, or some other source. In any
event, adventurers are in danger of catching the disease if
they spend any appreciable time within its sphere of influ-
ence

Of course, viruses and bacteria can be debilitating or
lethd, but it isthe Sde effects and the symptoms of the dis-
eae that may make the dungeon stand out in memory.
Negative symptoms of a dungeon illness could include gen-
era maase, weskness, lass of hit points, loss of visud dari-
ty, lass of hearing, diminishment of al sensesto some
degree, debilitating cough, nausea, dementia, hair loss, limb
loss, or painful dermal eruptions.

On the other hand, the side effects of adisease could even
prove beneficia inthe short term, while debilitating or even
killing the host in the long term. Advantageous symptoms
could include an increased sendtivity in one or al of the
FNES anintermittent psionic ability to read minds at short
range, avenomous touch that kills smal animas, eyesthat
reflect ethereal or out-of-phase creatures and |
intermittent prognogtication, intermittent telekines's, or the
ability to mentaly legp into the Astral Plane. In generd,
these beneficid effectslast only aslong astheillness

Extraplanar Rather than being physicadly overrun by
demons, devils, or other infernal (or angdlic) powers, adun-
geon could eedly be influenced by the designs of such
beings working behind the scenes An intdligent entity
could be behind the influence, working towards some god,
or the mere associaion of one plane upon another can often
producencticegbl eeffects.

Example: A sorcerer flubs a summoning and acciden-
taly opens a connection to one of the innumerable
layers of the Abyss. This connection could influence
the site where the summoning occurred. At the Dun-
geon Master's discretion, this could cause a strange
feeling of dread to be imposed on all who enter the
dungeon, a stench of blood and sulfur that can never
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be masked, terrible dreams and unholy nightmares
visited uponthosewho degpwithinthedungeon,
furtive movements visible at the edges of onesvision,
pells sometimes going awry (or working too well),
strange and unexplainable noises, sudden gusts of
wind, haze or fog in the corridors, or motile fungi
growths that just keep coming back no matter how
often they are sterilized.

Philosophically: Something as intangible as abdief or
ided can dramaticdly influence what might otherwise be a
normal dungeon community. The philosophy held by dun-
geon inhabitants could be as Smple as the devotion to an
appropriate deity or the reverence of acommon animal. The
important factor ishow these beliefstrand ateinto everyday
practices, and how adventurers can expect to get dongina
philosophically charged climate. Extreme examples of com-
munitiesthat reflect their predominant belief can befound
in any of the gate townsthat border the Outer Panesviathe
Outlands (referred to as the Plane of Concordant Opposi-
tion by many primes), each of which nurtures dignment
activitiesthat parallel the bordering plane.

Other examples of strong beliefsthat can have amarked
effect upon the dungeon include the bdief that only war-
riorsenter into the afterlife, the belief that blueisaholy
color and any that wear it commit blasphemy, the bdief that
magic is evil, thebdief that speech is profane and thus all
communication must be accomplished through hand ges-
tures or thewritten word, the belief that darknessinvites
infernal agents, the belief that birds are holy messengers,
and the belief that strangers are good only for food.

Technology: Dungeonsthat contain technologica devices
add adecided twist to the average fantasy dungeon crawl.
However, these items can introduce possibilities that not
every Dungeon Master wantsin the scenario. Just likethe
addition of too much magic, technological items can unbal-
ance acampaign if not handled with care.

Technologicd ideasand items—including robots, com-
puters, gravitic polarizers, biogenic implants, and beam
wegpons (to name only afew)—can eadily beintroduced to
the fantasy scenario viaalong-crashed star ship only recent-
ly unearthed. On the other hand, fantastic items and spdls
might be introduced into atechnologica setting viathe dis-
covery of an age-old time capsul e that hasbeen magically
preserved. A transfer of technology could aso occur
through time, dimensiond, or extraterrestrial travel.

Invasion/New Ownership

Thisoccurswhen adungeonistaken over by aforceor
entity whose purposes do not correspond with those of the
origina owners, creating a synthesis of new ideas and pos-
ghilities. Y ou canuseacresature, race, or entity fromyour
established scenario, or roll for suggestionsin this category.

Abandoned: Whatever the origina purpose of thisdun-
geon, it is now uninhabited, though traps and treasures may
remain. The dungeon may be empty for any number of



reasons, including famine, disease, gpathy, declining birth
rates, or abduction. If you like, during thetime sncethe ste
was abandoned, another group could have moved into the
dungeon. Use Table 7a Ruin/Tomb Encountersand Table
7b: Ruin/Tomb Propertiesinaddition tothetablesnormally
associated with the particular dungeon type you are using.

Bandits/Privateers. Desperadoes have taken over this
dungeon to use as their base of operations. The bandits have
likely converted areasto their needs, such as using some of
the chambersfor storing booty, holding prisoners and
daves, planning raids, and drinking.

Demihumans. Rather than being controlled by humans,
this dungeon is controlled by eves, dwarves, halflings,
gnomes, or some other demihuman race of your choice. The
demihumansin charge could have built the dungeon them-
HHves aggressvely taken control of it from some earlier
force, or found it empty and colonized it for their own uses.

Extraplanar Entities. Powerful extraplanar beingshave
congtructed or invaded the dungeon at the behest of a pow-
erful mage or other extraplanar being hoping to increaseits
power basein anew dimengon.

Usudly, the designs of suchbeings areingdious. Assuch,
their agents could include demonic tanar'ri, devilish
baatezu, or various other infernal creatures. Incontrad, itis
not beyond the realm of possibility that higher planar pow-
@, such as devas and aasmar, could have moved into pur-
sue some angdlic misson. Entitieswith more neutral
leanings might summon beings from the planes of conflict
or eventhe Inner Planes; of course, evil and good are equa-
ly served by fire, earth, air, and water dementas. Use Table
5a Interdimensional Encounters and Table 5b: Interdi-
mensiond Propertiesinadditiontothetablesnormally asso-
ciated with the particular dungeon type you are using.

Goblinoids/Humanoids: Rather than being controlled by
humans, this dungeon is under the control of orcs, goblins,
ogres, hobgoblins, or some other goblinoid/humanoid race
of your choice Itisposshblethat the creaturesin charge
delved the dungeon themsalves, saized control of it from
ome earlier force, or found it empty and colonized it for
their own uses

Riva Power: A rival group whose agenda conflictswith
that of the origina builders has aggressvely assmilated
the structure, either killing the previousinhabitants,
imprisoning them, or coexisting with them in an uneasy
dliance. The objectives of the origina builders are now
subverted to the gods of the new owners.

Sorcery: A spdl, enchantment, or curse has been cast
upon the dungeon from afriendly, indifferent, or enemy
source. Thesorcery could cause avariety of effects, includ-
ing (but not limited to) the following: The residents were
overcome by an enchanted dumber; the resdents have
been transformed into animals or some sort of strange
creatures, the resdents age quickly; the true nature of the
residents is hidden by an illuson; residents can never
leave; newcomers can never leave; newcomers are auto-
matically converted to the purpose of the residents; or

newcomers cannot remember the location of the dungeon
oncethey leave.

Undead: Undead control this dungeon, either by creating
it themsalves (under the command of some lich or vampire
lord), by overrunning it after bursting forth from the lower
catacombs or swarming through amagica portal, or by
being the cursed remains of the origind living population.
Dungeons controlled by undead forces do not necessarily
have spaces st aside for the uses that living beingsrequire
(such asfood preparation and deeping). However, undead
usually do "enjoy"” aparticular pit, coffin, or tombtorestin
when not wandering the hallsin desthless animation. Use
Table7a Ruin/Tomb Encountersand Table 7b: Ruin/Tomb
Propertiesinadditiontothetablesnormally associated with
the particular dungeon type you are using.

Location/Environment

This describes the trand ocation of a standard dungeon
into an dien environment. Y ou can either use auniqueloca
tion or enchanted environment from your established sce-
nario, or roll for suggestionsin this category.

Buried: The standard dungeon is buried; thus, this per-
mutation gpplieswhen a structure built above ground finds
itsdf under the earth. A gigantic ship submerged inthe sand
or an ancient tower buried beneath the earth both present a
satisfying air of mystery to the playerswhen they beginto
wonder how such athing could have occurred.

Chronologicaly Misplaced: This could involve a dun-
geon that hasjumped from thefar past or far futureinto the
current timestream, or having the characterstravel to the
temporal location of the siteitsalf. A dungeon ripped away
fromits normal time and brought to the PCs present could
introduce extinct creatures or racesthat have not yet
evolved, ancient or technologicd artifacts, knowledge of for-
gotten history or glimpses of future events, or even beings of
legendary power.

Dungeonsfrom another time alow you to keep atight
reign on paradox, whereas PCstraveling into thefuture or
past to visit dungeons could potentialy cause problemsin
the existing campaign. It not only bringsinto play al the
above posshilities, but it could dso dlow the PCsto leave
the areaof the dungeon and enter into the society of that
time period. If the PCs never return to their owntime, then
this does not present a chalenge. However, if PCsreturn
from apast wheretheir actions caused major historica
changes, their present might look radically different. If their
current timeline has changed drastically enough, the players
may evenwishto return to the past in order to rectify earlier
mistakes.

Extraplanar/Extrapl anetary: Somedungeonsarefoundon
dternate dimensions or in specidly prepared extraterrestria
abodes. Such places are built (or "seeded”) through the
effortsof apowerful entity desiring asecret and hard-to-
reach locde, or more naturally by individuas or beings
nativeto the plane in question. In either case, accessto trans
dimensiond locdes or off-planet destinationsisusually
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extremely restricted. Magica portas, enchanted roads, inge-
nious vehicles, or legendary artifacts may serve as the path
to reach such out-of-the-way dungeons. However, discover-
ing the location of any of theseis usualy aquest in and of
itself. Even after discovering the portal in question, itsuseis
often dangerous.

Dungeons located on other planes are usudly directly
affected by the conditions normal to the planein question
and populated by beings native to that area. For example, in
the Elementa Plane of Fire, a dungeon may be inhabited by
fire dementas, spirits of flame, and salamanders (found
under "Elementd, Fire Kin" in the MONSTROUS MANUAL
tome). In addition, creatures native to the Elementa Plane
of Fire naturaly live in communities composed of flaming
buttresses and soaring heat fountains, where an unprotected
prime-materia native would quickly ignite and expire.

Like interdimensiona dungeons, extraterrestria dun-
geons—such as those on moons, distant planets, or between
planetsin the void of space—are affected by surrounding
conditions. For example, adungeon located in the void of
space may have been deved normally on a planet that later
suffered aviolent catadlysm, shattering the orb into so many
bits and pieces. Some of the pieceswould contain remnants
of the logt dien civilization of the destroyed planet, and may
be accessible with the proper high-powered magical (or
even technologica) means. Such acomplex might bein an
advanced gtate of ruin, but the vacuum of space preserves
many artifacts. With the right prodding, many of these
items could possibly be reactivated. Of course, extraterres-
trid dungeons need not be relegated to rdics of the pagt;
fantastical goace gations, interplanetary ecosystems, and
racesthat ply the starlanesin magicd craft are dso possble.
(See any FELLIAMMER® supplement for gpproaches to adapt-
ing afantasy campaign to an extraterrestrial setting.)

UseTable 5a Interdimensional Encounters and Table
5h: Interdimensiona Propertiesin addition to thetables
normally associated with the particular dungeon type you
areusing.

Foating in Air: The archetypal cagtlein the cloudsis an
example of adungeonfloating in air. Accessible only by
buoyant structures supported by clouds or exotic gases,
behemoath flying creatures, or other specid means (remem-
ber Jack and the beangtd k?), floating dungeonsoffer a
unique take on otherwise standard settings, especidly when
the possibility of "faling of f* the dungeon presents itsdlf.
For example, a society and ecology could exist on extensive
cloud idands, pursuing trade across the sky on wispy cloud
barges. Use Table 3a Aerial Encounters and Table 3b Aeri-
a Propertiesinadditiontothetablesnormally associated
with the particular dungeon type you are using.

FHoating on Water: It is entirely possible that a society
could exig on aseries of free-floating structures that move
at thewhim of the currents. If such a society ever disnte-
grated or logt portions of its infrastructure to sea gorms, the
resultant free-floating structureswould in effect become
floating dungeons. (Of course, every floating building of an
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intact water-based society gill has the possibility of being a
dungeon.) Other examples of floating dungeons include
structures built on the backs of gargantuan sea creatures,
floating idands, and structures carved into wayward ice-
bergs. Isolation from terrestrial ecosysems haslikely creet-
ed aunique food chainfor any creaturesliving in these
gructures, onethat ultimately derives from the bounty of
the surrounding sea.

Living: Thesewadlsaredivel Many varietiesof living
dungeons are possible, ranging from a standard complex
that has magicdly achieved awareness ("Thereslifein these
doned") to the interior of amassive biologica creature
whose inddes host navigable passages. However, unlessthe
creature in question was specificdly designed and nurtured
to host a dungeon, or unless extensive biologica restructur-
ing has occurred in order to create artificial pathswithina
gargantuan living creeture, the dungeon islikely to be tran-
story at best, ending with the eventual digestion of the
adventurers or the death of the cresture.

Example: The roving stronghold called "The Fortress
that Crawls’ (or just the "Crawler" by the locas) wan-
dersinto civilized lands from the frontier every few
generations. Rumored to be an organic war machine of
avanished race, the Crawler appears as a behemoth
crustacean ten oriestal. Itstough exoskeleton is
extremely thick and heavily carved with eroded crend-
lations, turrets, arrow dits and stairwells. Somereport
that halls of bone and tunnels of solid flesh honeycomb
the Crawler, providing potential accommodations to
anyone bold enough to jump onto and enter into the
creature. Of course, those who do manage to climb
aboard without being crushed by the Crawler's limbs
need to deal with any others who might also inhabit
the creature'sinterior or the possible return of the crea
ture's original creators—not to mention the Crawler's
active immune system and dangerous antibodies....

Use Table 8a Underwater Encounters and Table 8b:
Underwater Properties inaddition tothetablesnormaly
associated with the particular dungeon type you are using.

Underwater/Drowned: The dungeon is underwater, and
water fills some, or dl, of its chambers. In the case of adun-
geon that was origindly designed as an aboveground
abode, drowning typicdly hasthe effect of ruining fragile
items and, of course, killing dl air-breathing occupants. In
addition, water-breathing creatures have likey moved in.
On the other hand, the dungeon could have been origindly
designed and built beneath the water by beings such as ssa
eves or sahuagin.

In addition to the basic need for air, adventurersin under-
water dungeons find that they must swim in order to move
about, their vison and hearing is sharply limited, wegpons
designed for use on land become dow and unwieldy, and
sodlcadting islimited (based on the ability of the cagter to
vocdize underwater). Use Table 8a Underwater Encoun-
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tersand Table 8b: Underwater Propertiesin addition to the
tables normally associated with the particular dungeon type
youareusing.

Ungtable: The unstable dungeon can be anormal dun-
geon that has begun to dissolve chaoticaly through fantastic
circumgtances, or adungeon that beganinthe grip of
entropic breakdowns (such as most structures on the Plane
of Limbo).

Example: A chaos sorm was born over a nearby valley
and hasnotliftedforthelast nineyears. Thestructure
at the epicenter was once known as the Tower of Breath,
atempletothepower of heding, but now itisknown
asthe Turret of Chaos. Adventurers continually attempt
passage into the storm in order to retrieve ardlic of
great heding power logt in the structure, even though
they must brave continudly dissolving floors and walls,
temporary creatures of chaos, twisted spell effects,
threats to their own physical coherence, and even
breakdowns in the physical laws of redlity.

Orientation

This indicates the trandocation of an ordinary setting
into an dtered orientation from that which it was originally
built (or astructure origindly built without the constraint
of standard design assumptions). Use any change in orien-
tation that gppedsto you, or roll for suggestionsinthis
category.

Broken: Access between various portion of the dungeon
has been obstructed in some way, either through ceiling
collapse or flooding, or through portions of the dungeon
being physicaly picked up and moved around to new
locations by catastrophe or magic. In the latter case, vari-
ous sections of the dungeon have probably suffered differ-
ent amounts of damage. Thus, one section may be
skewed, the next sideways, and the next upside down. In
such a scenario, some of the dungeon sections contents
may be completey destroyed, while other sections may
remain relatively intact. In addition, the cataclysmic
process that destroyed portions of the dungeon m|ght dso
reved previoudy seded levels that have not been
blefor centuries, or even millennia

In Moation: This dungeon may actually be asailing ship,
abehemoth landcruiser, a dimensiona scudder, a space-
craft, or some other mobile craft. Why build moving vessdls
large enough to be considered a dungeon? A fantasy soci-
ety could conceivably require the movement of anormally
gationary structure, or perhaps an entire civilization in
quesgtion was nomadic, requiring fantastic methods of
trangportation to move their cities and structures.

Of coursg, it is possible that a dungeon never designed to
move at al has somehow been st in motion through extra-
ordinary circumstances. For instance, acomplex could find
itsdf gradualy sinking into the earth, floating above the
ground, hurtling through space, or drifting in an alternate
dimension. The reason why a structure has become mobile
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isusually as interesting as the consequences of the motion
itsalf. Unfortunatdly, structuresthat beginto movewhen
they are not designed to do s0 begin to lose cohesion unless
specia sepsaretakento reinforcethem.

Magically Confused: Because of a magical effect
(either by origina design, by accident, or due to the
actions of athird party), the dungeon—or a portion of the
dungeon—is under a magical dweomer that somehow
confuses the senses and makes one or more basic naviga-
tional assumptions moot.

Example: In the Tomb of Amun-Re (in the dassc

AD& D adventure Pharaoh), hallway ssgmentswithin a
maze are filled with a magical mist that basicaly caus-
es the person investigating the areato operate with
only short-term memory. Any turnsright or left (or
even complete turn-arounds) physically experienced
by the adventure are not committed to long-term
memory, S0 that the hallway may seemto go on
straight forever, when in fact the adventurer is merely
bouncing back and forth between misted dcoved

It is dso possible that a dungeon may inspire confusion
on asubtler levd. Structures built by dien entitiesfrom
aternate dimensions may not abide by the same laws of
space and time with which the adventurer isfamiliar.

Sideways. The dungeon—or aportion of the dungeon—
iscompletely onits sde (such as atoppled tower). What
were once walls are now the floors and ceilings, and the
accesss that once dlowed entry to deeper leves of the
dungeon now give horizontal access, and vice versa. Con-
tents of the chambers are likdly broken and damaged, and
those that are intact have at least changed orientation. The
entryways could aso be blocked beneath the structure,
requiring other methods to gain entry.

Skewed: The dungeon (or a portion of the dungeon) is
skewed upward or downward such that al the floors dope
noticeably in one direction. Such an orientation could fol -
low an earthquake or other massive land movement, or it
could be the natural preference of thebuilder. In places
wherethefloors are skewed after a disaster, thenormd
contents of each room have likely did in the direction of the
dope further, running water drainsin the direction of the
dope, possibly putting some sections of the structure
underwater. The dope could even be s0 steep that it hin-
dersnormal travel.

Upside Down: A terrible catastrophe has completely
flipped the dungeon. What was once the ceiling is now
the floor, and what were once the higher levels are now
the degpest chambers. Such a catastrophic change in ori-
entation probably caused almost compl ete destruction of
the origina contents of the dungeon, aswell as significant
structural damage. Further, most stairs are no longer of
any use in moving from one floor to the next; significant
climbing and/or magic must be utilized in order to
change levds.
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Part Five: Traps

Part Five examines traps, afeature common to amost every dungeon. Asthe
DM, you probably have aroster of traps that have served you well in your past
dungeon creetions. Still, even the most well-prepared DM runs out of traps
eventually. Thus, this section introduces a trap-generating mechanic that assists
you in those situations.

Trap Considerations

When placing traps in your dungeon, you must keep a few things in mind.
First, if any intelligent creatures inhabit the dungeon, those creatures must have
a method of bypassing the traps. If there is no way to simply go around the
traps, the local creatures should probably have away to temporarily disable the
trap—perhaps by pressing a concealed lever or walking "just so" across the
floor. Failing this, local creatures would probably just deactivate the trap to pre-
vent activating it themselves.

Secondly, purely mechanical traps require resetting and sometimes repair.
Thus, in very old ruins, many of the complex mechanical traps have likely either
degraded to uselessness or been sprung. In order to circumvent the first prob-
lem, you could include in your trap design a reset mechanism (possibly tied to
gears and pulleys intricately connected to a hidden waterwheel far below the
dungeon in a subterranean river). To prevent the traps from decaying, create
ones of "robust manufacture,” which are unlikely to fall prey to the depreda-
tions of time. The other way to get around both of these problems is simply to
declare the traps magical.

Third, dungeon builders create traps for the purpose of stopping trespassers.
Thus, most traps should be deadly, not just half-hearted attempts to dow down
adventures. However, it is not unheard of for invaders to face many traps, none
of them individually lethal, but still crippling when taken together. In this way,
the party becomes that much more vulnerable to the final trap or battle.

Findly, intelligent creatures use traps to enhance their own effectiveness. For
instance, a smple group of goblinsisnot so terrifying by itself, but if aparty has
stumbled into a well-placed pit trap, the situation may very well become lethal.
The goblins can come out of hiding and move to the upper lip of the pit, raining
down missiles and spears upon the party. Those caught in the pit cannot flee or
effectively counterattack. Even their attempts to climb will be severely hindered
by the attacks from above.

Trap Architect

Even experienced DMs with long lists of traps might be interested in generat-
ing new trap ideas from amatrix, creating combinations of ideas that might not
otherwise come to mind. And when inspira-
tion fails to strike (which happens to al of us),
the Trap Architect tables can give you many
quick trap idess.

To use the Trap Architect, first sketch out an
\ \ \m W‘ “ m empty dungeon (possibly with the aid of the

i geomorphs as described in Part Three). Once
the map sketch is complete, move through
each room, while determining possible
encounters and properties, and decide whether
or not that room hasatrap init. (If you prefer
to generate locations of traps randomly, assign
each room a 10% chance to contain atrap.)

30 Part Five: Traps
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Using the Tables

If aroom does contain atrap, either scan the Trap Architect
like a menu and choose a likely combination, or randomly
roll on Tables 10g 10b, and 10c to generate the specifics, as
described below.

e Frg, roll on Table 10a Trap Basis to determine the
trapped object. Fed freeto rerall if the trap bass does
not fit your conception of the room inwhich it is located.

e Once you have determined the basis for your trap, roll
for itsasociated effect on Table 10 Trap Effects/Traits.
Roll again if the trap effect does not correspond with
your intentions. If desired, you can roll for more than
one effect to increase the lethdity of the trap.

e Findly, you need to asign the potentid damage that
your trap can inflict on thoseit targets (if the effect isone
that causes damage). Y ou can decide the trap's damage
potential yoursalf, or assign it a damage range by rolling
3d6 on Table 10c: Trap Damage Potentids. For each
additional damage-causing effect or trait your trap has,
add another die, keeping the highest three reaults, there-
by biasing your roll towards more damaging effects.

[N,

S R

......

<%

X

{

»

Aidd

N

N

Ny

01
02

BRBRNREEEREGRBREEE8IRRARE

SEINEN

o 128 0o e
I3 4

| 26
27
28
1 29

SEINZENTERNESN

R
BEEASEROEVREBRUBRRBBRE

”
'3 Roll %

SIREREIEE

Air itsdf
Alcove
Altar
Aquarium
Arch
Armoire
Armor

Ba cony
Barrel
Basin
Bathtub
Bed

Bdl
Bookcase
Brazier
Bridge
Button/switch
Cabinet
Cage
Cadron

Ceiling
Ceilingfan
Chair
Chanddier
Chest
Chute
Column
Crate
Crystal ball
Dais

Desk

Divan

Door

Door, conceded
Door, secret
Drum
Elevator*

Forcefield
Fountain
Fresco
Furnace
Glass cae
Harp

Holy/unholy font
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Table 10a: Trap Basis

Trapped Object/Area Roll % Trapped Object/Area
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*Could beeither magical or mechanica.
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Hook
Hourglass
Idol
[lluson

Interdimensiona portal

Iron maiden
Jar

Lamp
Ladder
Lectern
Lever

Magic circle
Manacles
Mirror
Mosac
Organ
Painting
Passage
Pedestd
Pendulum
Pews

Pillar

Pit

Poadl
Portcullis
Railing
Room

Rug

Shdf, insst
Side
Sliding walkway*
Stairway
Statue

Stuffed animal/head
Table
Tapestry
Teescope*
Throne
Trophy
Trunk
Tunnel mouth
urn
Vase
Vegetation
Waterclock
wal
Wespon
Well
Whed

100 Window
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Table 10b: Trap EffectgTraits

Roll % Effects/Traits
Absorbs victim into two-dimensiond fresco or painting

Ages victim 10d10 years
Animates and attacksvictim
Animates victim'sweapon, which attacksvictim
Asksriddle; wrong answer triggers another effect
Castswizard spdlsat victim (12t (q hlevd of ability)
Cadis priest gpdls at avictim (12th leve of ability)
Callgpses structure on victim(s)

Crestes vacuum
Cursssvictimto lieaways

Cursesvictim to gpesk truth dways
Cursesvictim to never eat anima matter

Curses victim to never est vegetable matter
Curses victim with congtant nausea (-2 to actions)
Curses victim with diseese (-3 to actions)

Curses victim with headaches (-2 to actions)
Cursesvictimwith lycanthropy
Cursssvictim to gain sustenance only from blood
Curses victim to become mute

Cursss victim to spesk only in falsetto
Cursesvictim to attempt to kill friends while adeep
Decreases gravity

Devours/stedls victim's soul

Discordant music eventualy drivesvictim insane
Disntegrates victim's possessons

Didntegrates victim

Draws demonic/devilish attention to victim
Dropsvictim to long fall
Enlargesvictim
Enragesvictim

Erases victim's gender

Explodes

Fires arrow(s)/dart(s)/spear(s)

F| reslight Sr):’lg bolt

Fires poi arrow(s)/dart(s)/spear(s)

Hoods areawith water (or pit contentsfrom subtable)
Fulfills the reverse of victim's wish

Gas relessd

as T

Bllnd%%e
2 Corroding
3 Terrifying
4 Nausesting
5 Obscuring
S Gapmmea

e Inducing
8  Wesakening
Illusonary

Imbues victim's skeleton with desire to "get out”
Implants victim with vegetable matter

Implodes

Increases gravity

Infectsvictimwithrot grubs

Infects victim with solit persondity disorder

46 Locks entrance to chamber/areg; roll again for

another effect

Locksexitsfrom chamber/areg; roll againfor another effect
Lops off victim's head then animates head to attack friends

Lowers 1d6 of victim's statsby 1d4 points
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Roll % EffectdTraits

Reducesvictimin Szeby 1d4 feet
Releases/contains a black pudding
Releases/contains caltrops/spikes
Rel eases/contains poisoned caltrops/spikes
Rel eases/coated with poison (see Table 51 inthe DMG)
Releases heavy weight/block
Removesvictim's ability to cast Sodls
Removeswctlmsablllty to read
Removes victim's ability to comprehend languages
Renders victim deef
Replaces random internal organ with cobwebs
Replacesrandom internal organwith fire ants
Reversesvictim age by 1d100 years
Reversesvictim's dignment
Reverses victim's gender
Rotsrandom internal organ of victim
Petrifies victim's possessons
Petrifiesvictim
Plane shiftsvictim to lower plane
Polymorphs victim to smal reptile or insect
Putsvictim in gass for 1d100 years
Quests victim to attempt difficult task
Secretly "stedls' victim's wealth or items
Shrivelsrandom limb of victim
Shunts victim to deep Ethered
Slides to reved dangerous monster(s)
Sprays green dime in devastating aerosol effect
Sprays iron shrapnel
Sprayssuper cold (colder than freezing) water at victim
Sprays burning, jdlied kerosene onvictim
Sowly leaches oxygen from air
Switches victims minds

Switches victim's mind with nearby/distant buried corpse

Symbiatically attachesto victim (remova killsvictim)
Teleportsvictim to lethal/distant area
Trapsvictiminironcage
Trapsvictimin magica forcefield
Triggers chute benegth victim
Triggers hidden bear trap
Triggerspit open
Triggersscything blade
Triggers anti-magic; victim'sitems lose enchantment
Triggers release of thousands of beetles
Tri g%ers compressing walls
lesvictim into pit

1d6 Pit Contents
1 Acid

2 Freezing water
3 Giant ants

4 Green dime

g Magma

Ventsfire/magma

Victim F]ansthe disfavor of ademipower
Victim loses memory of preced n%ldlo days
Roll two moretimes, comb| neboth effects
Roll threemoretimes, combinedl effects
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Example: Keithrollsan 85 on Table 10a, whichindi-
cates that the room contains atrapped table. Next, he
rollsa 13 on Table 10b for atrap effect/trait and dis-

R L b A R a1 ] covers that the table has a magical trap that prevents
: the victim from ever again eating vegetables. Our
Table 10c; Trap Damage Potentials intrepid trap designer decides that this table is a magi-

cal curiosity set up long ago by awizard with an
unhealthy preference for meat who wished to enforce
his preferences on others.

Keithwondersbriefly if thiseffect is appropriate for
assigning damage potentials until one of the players
comments that "Anyone who completely stops eating
vegetablesis certainly going to take damage!™ This
convinces Keith that the victim should take a certain
amount of damage each month until the curseislifted.
Arall of 5 on Table 10c indicates that the victim suf-
fers 1d4 points of damage each month that the curse
remains in effect.

SIST

Roll
3d6  Damage _

3 Inflicts 1d2 pointsd damage
45 Inflicts 1d4 points of damage
6-7  Inflicts 1d8 points of damage
811 Inflicts 2d6 points of damage

1213  Inflicts 3d6 points of damage

14 Inflicts 4d6 points of damage

15 Inflicts 6d6 points of damage

%9 Ilmzllllcég 1(Xf£1] I;‘n?soéc%%l”%agee o Example: Monte rolls a42 on Table 10a, a 96 on Table
18 fli od Opo . of d g ‘ 10b, and finally a 14 on Table 10c. He has created a
Inflicts 10d10 points of damage i trapped fireplace that vents magma when the trap is
;- ﬂ-ﬂq-ﬂ =8 l\ﬂ‘ﬂﬁl‘ﬂﬂg-ﬂﬂql‘ﬂﬁﬁﬂﬂeﬁql\ﬂﬂ -ﬂe-ﬂqmngnﬂﬂ‘-neh' trlggerw’ InflICtI ng 4d6 pOI ntS Or darr]we Further-
Wivy = N BB SN ET AR S HANN (o - R B NE WAL THANR o SRS NBR N W o SN B S B e more’ Monte daﬂd% that 4d6 p0| ntS Of damagels
inflicted for every round the victim is in contact with
the magma, not just the initial round.
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Part Sx: Autodungeon Engine

This section describes the intricacies of the Autodungeon Engine, an optional
dungeon-building engine that utilizes the dungeon geomorphs, property tables,
encounter tables, and the Trap Architect to generate a dungeon of the desired
typequickly!

TheAutodungeon Engine

Thefollowing st of tables (Table 11a-11g) are arranged in alogical sequenceto
dlow you to follow the best path to create a dungeon. Each table containsinstruc-
tivetext aswell as clearly marked directions guiding you to the next tablein the
sequence.

Many of the directions given in the Autodungeon Engine refer you back to tables
and geomorphs previoudy presented in the Dungeon Builder's Guidebook. When this
occurs, roll on theindicated table and attach the resultant geomorph (either pasting,
tracing, or drawing freehand) to your map. In every case, refer back to the origina
Autodungeon Engine table and follow the directions to the next table.

Die Bias
A few of the tables give you the option of biasing the result of the die rall, giving

you agreater chance of rolling certain results. Those sections that alow biasing each
describe the effects of high or low biasfor that particular table.

» For each step of increased bias, add an additional die to your roll and discard
the lowest result. Each additional dieroll thus corresponds to an equal number
of low results that are thrown out. Thus, a three step increase in bias means
that you add three dice to your roll and discard the three lowest results.

» For each step of decreased bias, add an additional die to your roll and discard
the highest result. Each additional dieroll thus corresponds to an equal number
of high results that are thrown out. Thus, athree step decrease in bias means
that you add three dice to your roll and discard the three highest results.

Attaching Geomorphs

A few of the tables direct you through a mechanism that attaches new geomorphs
and randomly generated roomsto your dungeon origin (the beginning location for
your dungeon-building project). The geomorphswill not alwaysfit together perfect-
ly, so fedl freeto change the dimensions and shapeto fit your existing map. When
two different fragments of your map overlap, you should just end the new geo-
morph where it meets up with the existing one, either placing a doorway between
them or leaving a dead end.

Each geomorph contains ¢ and ® symbols. These symbolsare caled connec-
tion points and indicate where to add the new geomorphs. Generdly, the % alerts
you to the possibility of geomorph growth on the samelevd, whilethe ® aerts
you to the possibility of adding geomorphs above or below the current
level. Therefore, each stairway counts as two possible connection points (above and
below).

Aer)ial Geomorphs: Because of the diaphanous nature of the aerial geomorphs,
they arealittletrickier tojoin together. Two solutions offer themselves. First, when
two cloud geomorphs are being joined, smply have the clouds "butt up” next to
each other or connect to each other via a misty bridge. Second, try and restrict your
geomorph attachmentsto those structures on the aerial geomorphs.

Interdimensional Geomorphs: If you are using interdimensional geomorphs,
substitute geomorphs of random types (but of the same letter) for geomorphs G-L.
Also, the interdimensional geomorphs would hardly ever actualy touch one anoth-
er. Instead, they should be linked via planar portals.
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Beginning Your Dungeon

Table 11a Dungeon Origin lids possble beginning arees

for your dungeon (referred to asthedungeon origin). Y ou
can either chooseyour dart areaor determineit randomly. In
thelatter case, roll onthefollowing table and takethe action
indicated.

M oving On: Onceyou've determined and mapped the
dungeonorigin, moveto Tablellb: Primary Path.

N
uin S

A A i A A R R A R b e

Table 11a Dungeon Origin i

Roll
3d6 Action
36 Ral on Table 11e and map result as dungeon origin.
7-10 Roll on Table 2 to determine dungeon type; map
random (1d12, or 1d6 for interdimensiona) lettered
geomorph of that type as dungeon origin.
1115 Rall on Table 2 to determine dungeon type; map
founding geomorph of that type as dungeon origin. How
ever, you do not attach subsequent results to this

NEN

yza
Ty T3

NEISNEINCEANE

NTERNTSININGY

N3

o
wu

gt inthe same way, dueto the differencein scae. Instead,

= you locate your next geomorph or room within that -]
] founding geomorph. [
g; 1618 Rall on Table 11f and map result as dungeon origin. "
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To accrete (add) anew geomorph to your dungeon ori-
gin, you can smply choose alikely connection point, or
you can determine the connection point randomly. (To
determine the connection randomly, roll 1d8. Then, count
through dl the connection points until you reach the num-
ber rolled. Thus, when you roll a7 on ageomorph with
three connection symbols, you count through the points a
few timeslike a game of "eeny-meeny-miney-moe’ until
youreach7.)

Primary Path

Table 11b isonethat you will use over and over again
during the generation of a Sngle dungeon, attaching geo-
morphs to your map as you work from your dungeon ori-
gintoward your dungeon ending (the focus geomorph). Do
not be afraid to reuse the geomorphsif the dice cal for it;
changes in the orientation, properties, and encounters
make each mapped areadifferent.

Roll on thistablein order to choose ageomorph to add to
your dungeon origin. Take the action indicated by your roll
after choosing a connecting point (as described for the dun-
geon origin) with which you can attach the new geomorph.

Every time you map afresh geomorph, returnto this
table and roll again, adding the new result to the last geo-
morph you mapped. Y ou continue this process until you
reach the focus geomorph. Inthisway, you "chart" apri-
mary path through the dungeon from the start area to the
dungeon's end. For now, ignore the other unused connect-
ing points on your series of geomorphs.

Keep track of the number of timesyou roll onthistable
by counting the number of geomorphs added aong the pri-
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mary path. Every timeyou add ageomorph to your map,
increase the die bias by one step (as described previoudy). In
thisway, it becomes more and morelikely that with every
geomorph added the dungeon reaches its concluding reso-
Iution (the focus geomorph). Note that you can begin
rolling on thistable with ahigh bias if you areinterested in
creating a smdler dungeon, or with alow or unchanging
biasif you are interested in cregting avery large complex.
Thechoiceisyours.

M oving On: Onceyou have created adungeonwitha
beginning, middle, and end by joining one st of connection
pointsineach geomorph, referto Table11d: Secondary
Pathsin order to flesh out al the unused connection points
on your map.

S P R e R e R e e g e
i Table 11b: Primary Path §|§
Roall is
4d6 Action
4-7 Roall on Table 11d, then return to thistable.
8 Add Geomorph A of appropriate dungeontype.
9 Add Geomorph B of appropriate dungeon type.
10 AddGeomorph C of appropriate dungeontype.
11 AddGeomorph D of gppropriatedungeontype.
12 AddGeomorph E of appropriatedungeontype.
13 Add Geomorph F of appropriate dungeontype.
14 Add Geomorph G of appropriate dungeontype.
15 Add Geomorph H of appropriate dungeon type.
16 AddGeomorphl of appropriatedungeontype.
17 Add GeomorphJof appropriatedungeontype.
18 Add GeomorphK of appropriatedungeontype.
19 Add Geomorph L of appropriate dungeontype.
20-24 Add FocusGeomorph of appropriatetype.
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After choosing the geomorph to add and determining its
connection point (as described for the dungeon origin), you
should fit the new geomorph or room onto your growing
map. Thisiswhere you must use some discretion, drawing
inthe new area S0 it fits snugly. Fed free to stretch or shrink
hdlways, move doors or stairways to reasonablelocations,
and change the orientation of the new geomorph from that
shown onthetemplate. Y ou can either smply choosethe ori-
entation of the new geomorph, or you can roll onthefollow-
ingtable.
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g.i Table lic Geomorph Orientation ﬁ.i
H Roll i
z 1d6 Orientation to Compass =
o Asdrawn E
# Rotated 45° left =
i Rotated 90° left i
H Rotated 180° H]

[ Rotated 45° right [
it Rotated 90° right §;
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Secondary Paths

After you have chained together a dungeon from its ori-
gin to its focus, you should take care of dl the other
unused connection points. Table 11d gives you concrete
directions on how to do this. Rall on this table and take
the action indicated for each empty connection point,
including doors, halways, open areas, or stairs.

Once you have created rooms and corridors with this
table, you have dso probably created additional possible
connection points (such as doors and stairs). Therefore, in
order to kegp your dungeon from growing too "bushy,"
you should increase the die biasby one step for every 20
feet that the connection point on your secondary path
ranges from the geomorph to which it is attached.

For example, the last die rall created a room with three
doors, one of them more than 60 feet from the origina
connecting point. Whenyou roll for what liesbeyond this
door, increase the die biasby three steps. Thisbiasis
appropriate for increasing € evation and decreasing depth
(assuming that levels are 20 feet from each other) as well.

Moving On: This table often directs you to additional
tablesfor passages, rooms, and stairwells. Once you have
finished with each of these tables, return to this table and
ded with any remaining connecting points (or to deal
with new connecting points you just created). Once you
have accounted for every unconnected connecting point
on your map, refer to Table 11g Contents to fill in the
empty chambers on your map.

B R A A A i b A bR A e AR b A A A

1%
i Table 11d: Secondary Paths ]

s s .
L)

Action b
Roll on Table 115 treat this as awhole "new" dun- 4
geon connected to your primary dungeon. i
Encounter; roll on Encounter Table appropriateto
dungeon type, then again on this table to see what b
lies ahead after keying encounter. s
Passage; roll on Table 11e Passages. EHE
Chamber; roll onTable 11f: Rooms. s
Trap; usethe Trap Architect to flesh out thetrap, |5
then roll again on this table to see whet lies ahead. §k
Close out this connecting point. It either leadsto a {i
dead end or it was never really a connecting point; ff;
dungeon growth does not continue from here. "
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Passages

When a passage isindicated, roll on Table 11eto
determine the specifics of the passage's length, direc-
tion, contents, and s0 on. Unless specifically instructed
differently, treat each additional door, stair, or passage
as a fresh connecting point, so that you return to Table
11d in order to determine its outcome (and bias the
dice accordingly depending on distance from the dun-
geon origin).

36 Part Six: Autodungeon Engine
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Whenever dairs are indicated, roll 1d6. On 1-2 the gairs
lead down, on 34 the gtairslead up, and on 5-6 the Sairs go
both up and down.

Even though the Autodungeon Engine attemptsto generate
adungeon randomly, fed freeto freehand the shape of apas-
ssgedifferently than directed if it better fitsthemap. Let rea
son be your guide.

If you are connecting passages from natural caverns or other
rough geomorphs, make the passages listed on the table
rough, rocky and natural (or mined) in aspect to match.

Moving On: Once you have determined the passages
gpoecifics returnto thetable that sent you here.

e TR A R e s AR A Ao A A A g e g ] ﬁﬁ

Fid ,
@E Table 11e Passages ﬁ
hH Roll . "
k4 3d6  Action z

] 3 Ahead 10 toafour-way intersection; treat each X
ue new passage as aconnecting point. =
4 Ahead 10 to afork in passage, treat each new pas-  j
sage asanew connecting point.
5 Left 90°, passage continues 20' to a door and con-
tains 1d4-1 doors dong its Sdes.
e 6 Right90°, passagecontinues20' to astaircaseand
H contains 1d4-1 doors dong its Sdes.
-
8
9

NSENSEINING NG N

L eft 45°, passage continues 20' to a door and con-
tains 14 doors dong its Sdes

Right45°, passagecontinues20'toastaircaseand
contains 14 doorsaongitssides.

Ahead 20' to bisecting chasm, 1d4x10" wideand
2 4d10x10 deep. Chasm has 50% chanceto be

& bridged; otherwise, alternative meansmust be

pA used to get to passage ahead.

n Ahead 20' to bisecting stream, 1d4x10 wideand
" 1d4x10 deep. Stream has50% chancetobe

2 bridged, and a25% chance of having aboat (50%
” chancefor theboat to be on either sde). Passage
= continuesbeyondriver.

2 Ahead 1d10x10 to agtair; 20" wide passage con-
tains columns running down center and 1d6-
doorsdongits Sdes.

% Ahead 1d10x10 to adoor; 20" wide passage con-
v tainscolumnsrunning down center that support
- upper gdleries. Stairsup to the gallery have a50%
a2 chanceto lieon either end of the passage. Thepas-
z sage contains 1d6-1 doors along its Sdes.

H Ahead 1d6x10' to an archway; 1d4-1 open arch-

P waysgive off dong either sde of the passage.

" Ahead 1d8x10 to adoor; 1d4- openarchways

K and 1d4- doors give off this passage.

] Passage turnsright and runspardléd to any struc-
tureon map for 1d10x10 to an openarchway.
Passageturnsleft and runsparalle to any struc-
tureon map for 1d10x10 to astairwell.

Passage ends at perpendicular passage (forming a
"T"); treat each new passage as anew connecting
point.

Passage comesto four-way intersection; treat each
it new passage as anew connecting point.
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Rooms

When another table indicates aroom, roll on Table 11f to
determine the specifics of the room's size, shape, and exits.
Treat each additional door, stair, or passage as a fresh con-
necting point and return to Table 11d in order to deter-
mine its outcome (and bias the dice accordingly).

Whenever gtairs are indicated, roll 1d6. On 1-2 the stairs
lead down, on 3-4 the stairs lead up, and on 56 the stairs
go both up and down.

If you are connecting rooms to natural caverns or other
rough geomorphs, make the rooms listed below rough and
rocky to match.

When a door or passage is indicated in a room, remem-
ber that one of them is likely the passage that led into this
room in the first place.

M oving On: Once you have determined the room's
soecifics, return to the table that sent you here.
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Tablel1f: Rooms i'.:
Roall 5
3d6 Action %
Gargantuan square chamber 1d10x100 to a Sdewith
1d6-1 open archways per sde and a 50% chance to
contain a central staircase.
Very large square chamber 3d4x10 with 1d4-1 doors
per Sde and a35% chancefor astaircase.
Hexagona chamber 1d4x10' to a Sde with a50%
chanceto contain 1 door per sde and a 10% chanceto
contain a Saircase.
Circular chamber with adiameter of 1d6x10', contain-
ing 1d4-l doors aong its periphery. Theroomis 75%
likely to be domed.
Square chamber 1d4x10' to a sdewith only one
entrance and a50% chanceto contain agtaircase.
Square chamber 1d4x10' to a Side with 1d2- open
archways per side and a 25% chanceto contain a gair-
cae
Square chamber 1d4x10 to a Sde with 1d2- doors per
dde and a 35% chance to contain astaircase.
Rectangular chamber 1d4x10" by 1d6xI0" with 1d2-
doors per sde and a 25% chance to contain a staircase.
Rectangular chamber 1d4xI0' by 1d6xI0" with 1d2-1
doors per side and a 50% to contain a central Saircase.
Rectangular chamber 1d4x10' by 1d6xI0" with 1d2-|
open archways per Sde.
Triangular chamber 1d4x10' to aside with 1d2- doors
per dde
Octagond chamber 1d4xI0' to a side with 1d2-
doorsper side.
Very large rectangular chamber 3d4x10 by 3d6x10
with 1d4-l doors per sde and a 35% chance for a dtair-
cae
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Gargantuan rectangular chamber 10d10x10 by
10d10x10 with 1d61 open archways per Sde and a
50% chanceto contain acentral staircase.

)
2

[

FILS

2
P
n
3
L

s8R Tz m N N 2NN T IS5 0 N TN E A R IR I S I e e

ﬂ\mlﬂl[’"( iy r%‘ “\\“ U (\Qﬂwl [ l‘lhul"«\““ u“mmmm "
N S o> ”
Ny AR e N e “\\\{ N \‘\‘\\ T w‘\\\\\\' '?\\\

What's In Here?

If you are here, that means that
every dair, passage, and door is
accounted for and you are
looking down at a big,
empty, and mostly
unkeyed map
(save possibly
forthefound-
ing and focus

geo-
morph). To
assign
room con-
tentsina
completey
random man-
ner, smply
move room by room through your map and roll on the table
below for each room, taking the action described.

Many times, the action requires you to roll on an appropri-
ate property or encounter table. Even when you arefilling
out rooms created on the secondary paths table, you should
dill use the property and encounter tables specific to that
dungeon type.

Once you have keyed every room with something (or
nothing if you roll 7-14), you are done! Y ou have enough
keyed rooms to run an adventure. However, thisis the per-
fect timeto go back over everything, cancel out anything
that makes no sense, and modify other obvioudy goofy
results. Remember, if areasonable explanationis offered,
even the strangest possibility can appear reasonable.
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Tablellg Contents
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Action

Room containsatrap, aproperty, and an encounter;
roll on the Trap Architect and the property and
encounter tablesfor the appropriate dungeontype.
Room hasa25% chanceto containatrap, a35%
chanceto contain an encounter, and a45% chanceto
contain aproperty; roll onall appropriatetables.
Room is empty.

Room has a25% chance to contain a property, a 3%
chanceto containatrap, and a45% chancetocontain
encounter; roll onal appropriatetables.

Room containsatrap, aproperty, and an encounter;
roll on thetrap architect and the property and
encounter tablesfor the appropriate dungeon type.
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Part Seven: Aerial

Despite the wide variety of possible inhabitants, the following text presents
avariels, or winged eves (described in the MONSTROUS COMPENDIUM® Annual Volume
Two) asthe inhabitants of the aerial geomorphs. However, if you have ancther race
in mind (or do not have access to that sourcebook), you can treat them as mere
"gpace holders' and insert whatever race is most appropriate to your scenario.

Life in the Sky

Bregthing in the air up hereis like taking a drink from a cool mountain stream,
andtheair rushesacrossthepinionslikeardigiousfervor. For thosethat dwell
inthesedizzying heightsfar abovegrounded earth, mortal concernsseemfrivo-
lousand amdl. Why wonder at the crawling masses conggned toremainbound,
to thehard earthwhen such dazzling adventureliesbeyond thelightning?

Aerial Founding Geomorph

The founding geomorph for the aerial dungeon is the pinnacle of a sheer moun-
tain peak whose lower portions are forever swaddled in clouds. The other agrid
geomorphs can easily be placed on and around this peak. The upper cloud decks
aremystically fortified to provide solid bridging to nearby peaks, aswell asto
house semipermanent spaces and perches for those wishing to divorce themsalves
completely from the solid. Sometimes, portions of thesefortified clouds break awvay,
acting as cloud shipsfor any aboard, at least until they eventually evaporate due to
lack of magical tending!

The avariels (or the race chosen by you) appreciate their isolation from the
ground-based races, both for aesthetic and defensive reasons. Not only are their
lofty homes pleasing to their soaring natures, but the very height of their mansions
is often defense enough against common aggression. Still, they do not mind that pil-
grims from the lowlands sometimes come seeking wisdom of the avariel sages, rare
el components, or merely the opportunity to gaze across the majesty of the sky.

1. Outpost

The lower dopes are sheer and inaccessible, and often hidden by clouds. Still, the
avariels that claim the apex of this mountain as part of their aerial home find it pru-
dent to place sentries at the lower boundaries. Four likely looking rock spurs locat-
ed dmost equidistantly about the mountain's circumference currently provide
smple quarters for sentry teams, each composed of two avariéls.

Avarid Sentry (8): AC8 MV 9, H 18(C); HD 1+1; hp5each; THACO 18 #AT 1;
Dmg 1d8 (long sword); SA bola (1d3/1d2; entangles enemies limbs; it takes 1 full
round and a successful Strength check to break free); SZ M; ML champion (15); Int
exceptiona (16); AL NG; X P650each.

Whenever the sentries see uninvited intruders scaing the sides of the peak, one of
them immediately flies up to warn the residents of possible danger. The other sen-
tries usually attempt to discover the reason for the visit by perching on a nearby
outcrop and questioning the climber from a safe distance.

2. Lodge

Along thiswide ledge, the avariels have built ahunting lodge of stone and
wood. Asthe name implies, the lodge is atemporary residence for single avariels
that join extended hunting groups. These hunters travel far down the dopes and
across adjacent mountainsides, bringing in game animals of dl sizes and types.

The hunters use the racks and posts st outside the lodge to dress their game
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following successful hunts. Game suitable for consumption
and storage is usually trangported to the other avariels on
griffon-back onceevery two days.

The lodge itsdlf contains a rough table near the fore-
ground, racks upon one wall (holding dender long
swords, lariats, and bolas), and kegs upon the facing wall
(containing alight, refreshing wine called clos pegase).
The floor in the rear of the lodge is covered with shed
down, perfect for the comfortable deep of weary hunters
(and possibly containing small baubles of modest value).
Unless derted of intruders ahead of time, or unlessit is
nighttime (in which case all hunters are adeep savefor a
rotating watch of two), thereis a 20% chance that the PCs
find five hunters and one huntmaster in or near the
lodge. Otherwise, the avariels are out on the hunt!

Avariel Hunter (5): AC8 MV 9, H 18 (C); HD 1+1; hp
5each; THACO 18 #AT 1, Dmg 1d8 (long sword); SA
bola (1d3/1d2; entangles enemies limbs; it takes 1 full
round and a successful Strength check to break free);
SZ M; ML champion (15); Int exceptiond (16); AL NG;
XP650 each.

Avarid Huntmaster: AC 3 MV 9, Fl 18 (C); HD 3+1;
hp 27; THACO 16, #AT 3/2; Dmg 1d8 (long sword); SA
bola (1d3/1d2; entangles enemies limbs; it takes 1 full
round and a successful Strength check to break free);
SZ M; ML champion (15); Int exceptiona (16); AL NG;
XP735.

3. Garden On High

Avariels do not subsist on game aone; instead, they
prefer an omnivorous diet. To satisfy this need, they
grow grapes, vegetables, and legumes in ordered plots
upon this tended ledge. The most cherished crop is the
ddicate, high-dtitude grapevine from which dos pegase
is squeezed. Many lowland races have heard of this spe-
cia nectar, but only alucky few have ever actually
sampled it.

Avariel gardeners do not have permanent residences
here. Usudlly, they commute from their aeries on adaily
basis. However, the ledge does hold a simple stone struc-
ture filled with avariety of gardening tools such hoes,
shoves, rakes, shears, and smilar implements. The
structure also contains several loose sacks of seeds of
varying types in anticipation of the next planting season.

Gardeners are likely absent at night, but during day-
light hours, 2d6 avariels are found here tending to their
vegetable charges.

Avariel Gardener (2d6): AC3, MV 9,H 18 (C); HD
1+1; hp 5each; THACO 18 #AT 1, Dmg 1d8 (long
sword); SA lasso or bola (1d3/1d2; entangles enemies
limbs; it takes 1 full round and a successful Strength
check to break free); SZ M; ML champion (15); Int excep-
tional (16); AL NG; XP 650 each.
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4. Abiding Cloud

This cloud, like many in this region, has been magical-
ly fortified, making the top solid (though its undersideis
dill permeable to upward moving objects). Aslong as
the cloud remains in the general region in which it was
fortified, it doesnot unravel. To keep it in place, the
avariels have moored this cloud to the peak against
which it rests.

To the touch, an abiding cloud is spongy, yielding a
few inchesto every footfall. Moreover, acloud's surface
israrely level, but rather fantastically textured with tufts,
loops, banks, chasms, and domes of solidified mist. This
should make traversing the top of a cloud a chalenge.
Of course, those with wings can easily clear these
barriers.

This particular cloud boasts a solidified cloud sculp-
ture, resembling a 50-foot-high thunderhead with a low-
ering humanoid face. Nearby, soil was deposited into a
30-foot-diameter depression and leveled. It now serves
as abase for asmall temple where several avariel
acolytes and priests reside. The priests hold daily ser-
vices near the cloud sculpture, and they are aso spiritu-
aly responsible for the "buria” of deceased avariels.
They conduct such ceremonies on the nearby peak
(areab).

Avariel Acolyte (6): AC8 MV 9 H 18 (C); HD 1+1; hp
5 each; THACO 18 #AT 1, Dmg 1d6 (staff); SA bola
(1d3/1d2; entangles enemies limbs; it takes 1 full round
and asuccessful Strength check to break free); SZ M; ML
champion (15); Int exceptional (16); AL NG; XP 650 each.

Avariel Priest (2): AC8 MV 9, Fl 18 (C); HD 5, hp 27
each; THACO 18 #AT 1, Dmg 1d6 (staff); SA spdls SZ
M; MLchamplon (15); Intgenius (17); AL NG; XP650

each.

Spells (3/3/1): 1st—animal friendship, bless, faeriefire;
2nd—charm person or mammal, dust devil, splrltuaJ hammer;
3rd—summon insects.

The temple is fairly smadl. It contains a large hollow
open to the sky for specia services, various iconic repre-
sentations of a towering thunderhead, and a hidden and
locked sacristy that contains the church's treasures (some
coins and gems and possibly a weather-related magical
item appropriate to your scenario).

5 Cemetery

An avariel's natural life span is approximately 300
years. When they die, their physical forms are brought to
thiscemetery. A ceremony overseen by thewind priests
from the nearby abiding cloud (area4) culminatesin an
air burial. Thus, theterm burial is actually amisnomer,
as custom actually calsfor the body of the deceased to
be specidly prepared and laid out upon the mountain
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peak. Because of the preparations (and sometimes with
the aid of summoning spells), al manner of air creatures
eventually visit the ste to take a portion of the deceased.
In a matter of days, no flesh remains, and the deceased's
body is physically incorporated back into the ecosystem
of the heights, poetically s0 in the eyes of the avariels.
Sometimes, stone markers list the names of those given
to theair, but it is not necessarily required for the
ceremony.

From this peak, various other peaks are visible, half-
clothed in mist and clouds. Some of the peaks are sur-
prisingly close, and the intervening distances are often
bridged by abiding clouds.

Aerial Focus Geomorph

The aerial focus geomorph islocated on amagically-
fortified cloud high above the ground. As written, the
geomorph describes a small structure that serves as a
home for Persephone (or a personage suited to your sce-
nario), the resident avariel mage that makes this cloud
kingdom possible. :

6. Hall of Convergent Winds

The chamber is called the Hall of Convergent Winds
because the avariel natives come here to hear the words
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and counsel of Persephone. Besides Persephone herself,
the hall normally contains severa €elite avariel warriors,
aswell asafew common avariels seeking advice. There
is dso a 65% chance that 2d4 pilgrims from another aeri-
a or groundling race are gathered within the chamber
seeking an audience with Persephone.

Persephone, Avarid Mage ACO;, MV 9,H 18(C); HD 12,
hp 38 THACO 16 #AT 3/2; Dmg 1d6 (staff); SA pdl; SZ M
55(%(‘)‘ tal); ML champion (15); Intgenius(18); AL NG; XP

S9, D12 C10l 16, W 14, Ch 13,

Spoellbook (6/5/5/3/2/2): 19—charm person*, color spray*, com:
prehend languages, detect magic, featherfall, hold portal*, magic
misslj( lex** protectionfromevil, sleep, spook, wall offog, wizard
mark.

2nd—Dblindness, continual light, detect invisibility*, ESP, invisi-
hility*, knock, Melf'sacid arrow**, ropetrick, web*, wizardlock.

3rd—blink*, dispel magic*,fireball**, haste, hold person, Melf's
minute meteors, protectionfrom normal missiles*, slow, sugges-
tion, wraithform.

4th—charm monster, dimension door*, improved invisibility,
solidfog, stone skin*, wizard eye*.

5th—cloudkill*, conjure elemental (air), passwall, teleport*.

6th—control weather*, invisible stalker, deathfog*, true seeing.

*Indicates spells usually memorized.
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Elite Avarid Warrior (1d6): AC 3 MV 9, H 18 (C); HD
3+1; hp 27 eech; THACO 16, #AT 3/2; Dmg 1d8 (long
sword); SA bola (1d3/1d2; entangles enemies limbs; it
takes 1 full round and a successful Strength check to break
free); SZ M; ML champion (15); Int exceptiond (16);

AL NG; XP735each.

Common Avarid (1d6): AC8 MV 9, H 18 (C); HD
1+1; hp 5 each; THACO 18 #AT 1, Dmg 1d38 (long
sword); SA bola (1d3/1d2; entangles enemies limbs; it
takes 1 full round and a successful Srength check to break
free); SZ M; ML champion (15); Int exceptional (16);
AL NG; XP650each.

7. CloudBirthing Chamber

Persephone works her unique sorcery in this room,
magically fortifying clouds. Thus, it is kept locked and
trapped. (Y ou can either choose atrap or usethe Trap
Architect in Part Five.) Theroom containsvarious clay
bowls and jars, some holding relatively normal ingredi-
ents (such asrainwater and dew), and some containing
pretty unusual substances (such as mist, essence of the
north wind, and the scent of a storm).

A large workbench in the center of the room holds a
huge chunk of unmelting mystical ice (obtained on the
Paraglemental Plane of Ice), acrystal chisd, and aniron
hammer. Using the various components in the room in
conjunction with the proper incantation and a chip of
the magical ice, Persephone is able to engender abiding
clouds, birthed from the edge of the cloud on which this
building stands.

Every cloud created here is objectified by a splinter of
unmelting ice, which is added to an ever growing
mobile above the workbench. If any piece of iceis
destroyed (by inflicting 1 or more points of damage
upon it), the particular cloud associated with that piece
of iceislikewise unraveled. Any creatures or buildings
situated upon that cloud simply fall through the dissi-
pating mass of water vapor.

8. Persephone's Quarters

The center of this chamber holds awide circular
depression filled with the softest down, interwoven
with threads of silver and gold—a comfy bed for Perse-
phone. Broad circular windows in every outer wall
dlow sunlight into the chamber, and the vaulted ceiling
holds an extraordinarily elaborate magica windchime
composed of ice, crystal, and silver. The chimes magical-
ly attune to the general mood of any living creaturesin
the room, providing an appropriate tune in accompani-
ment. Thus, a peaceful feeling in the room produces
soothing tones and rhythms, while conflict and anger
produce strident martial chords.

A dedicated search of the chamber may unearth a
secret safe wherein Persephone stores wealth in the
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PIWII eI WP NE

T e Rt BN LB SO e e -.“' N AR RS AR RSO PL At 2% ]

g ”: g 0%/ AT e
\ — - ' st ,//ﬁ ,JIJIIIIIH@; \ \ “’ /// g \ ' ’.\ iy m “’ v': ;

form of clear gems (of an amount appropriate to your
scenario), aswell as the singlewood chimethat acti-
vates the Pool of Perception (area 9).

9. Pool of Perception

In fact, the Pool of Perceptionisacircular gap in this
fortified cloud. A stone span overhangs it, and through
it the solid surface of the ground isvisible far, far
below. If one possesses the Key of Perception (asingle
wood chime that can be found in area 8), one may
stand upon the stone span and command the pool's
magical properties. Normally, only Persephone has the
authority and knowledge to utilize this pool.

Sounding the Key of Perception chime once causes
the pool to act as a massive crystal ball (with a picture
that formsin the circular gap) once per day for amaxi-
mum viewing period of one hour. Sounding the Key of
Perception chime twice causes the pool to act as adiv-
ination spell once every two days; for this purpose, the
answer to the question is given as an image in the
pool's depths. Sounding the Key of Perception chime
three times causes the Pool to funnel avisual commune
spell to a deity of wind and the air (the avariel's patron
deity). Except in times of great need, Persephone does
not utilize this last power. Needless to say, if a nonbe-
liever were to activate that particular power, the deity
in question could show its annoyance in a particularly
spectacular and lethal fashion!

10. Celestial Observatory

A metal blister rests here on this high cloud. On still
nights, the structure protrudes a dark eyepiece towards
the heavens and its wealth of scintillating stars. The
creatures that live at, and above, the cloud cover have
an extraordinary opportunity to learn a great deal
about simple astronomy, and the avariels have not
ignored this chance.

Contracted in groundling gnomish foundries and
glassmithies, the observatory was transported piece by
piece and assembled here. The head astronomer is a
kenku named Absarlem.

This observatory islikely the best a medieval fantasy
world has to offer, and the sights viewabl e through the
eyepiece of the telescope within are truly wonderful. If
you choosge, a stellar event viewed from here might
pr?cede afantastic physical event that affectstheworld
at large.

Absarlem, Kenku Astronomer: AC5;, MV 6, FL 18
(D); HD 5; hp 22; THACO 15 #AT 3 or 1, Dmg
1d4/1d4/1d6 or 1d6 (quarterstaff); SD 50% chance of
passing for human; MR 30%; SZ M (6' tall); ML dlite
(13); Int exceptional (16); AL N; XP975.

Thief Abilities: PP 45, OL 37, F/RT 5, MS 33, HS 25
DN 15, CW 88, RL 20.
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PartEight: Castle

Although the following descriptions list human inhabitants for the castle geo-
morphs, fed freeto treat these as mere gpace holders and insert whatever raceis most
appropriate to your scenario.

A Glimpse of Castle Life

A horn note sounds at the first sign of morning light, waking the castle res-
dents. Following a quick breakfast of bread and wine, the nobles attend religious
savices in the castle chapd. After devotions, the ruler gets down to business,
receiving reports from estate managers, giving orders for the capture of trouble-
some serfs or villains, and listening to petty grievances from the peasants and
lower dass.

Before noon, another horn blast summons the cagtl€s inhabitants to the great
hdl where they consume great quantities of soup, game, birds, mutton, pork,
beef, and often venison or boar, dl piled upon flat pieces of bread cdled
trenchers. In winter, the meat is heavily spiced to hide the rank taste of bad
preservation. Wooden mugs hold cider, beer, and wine. Mindres entertain the
residents throughout this massve med.

The rest of the day is often spent hunting, playing games, and competing in
tournaments. However, if wartime threatens, ceasdess councils of war, the blare
of military drillsin the bailey, and the scurry of castle servants laying down pro-
visgons and preparing defenses are audible long into the lantern-lit night.

Castle Founding Geomorph

Thefounding geomorph for the castle dungeon encompasses dl the other dements
and geomorphs, at least for the aboveground sections. Unlike many of the other
types, this founding geomorph is less open to rearrangement due to the space consid-
eraions of the outer cagle wals. Empty gpaces between placed geomorphs and the
outer walls can be relegated to storage dosets, secret rooms or passages, or something
completely uniqueto your own cagtle. Also, while the castlelikely risessmorethan one
story, geomorph placement in the upper soriesis similarly constrained by the outer
walls.

Traditionally, thefour corner-points of acastle are towersthat contain circular air-
wdlsthat rises dl theway to the top of the castle, creating an open but defensible
position on top.

1 Barhican

A surrounding heavy wooden fence of sharp-pointed stakes surrounds the castle to
prevent surprise attacks by delaying the advance of lants. This gives soldiers
within the castle compound time to both resist and prepare a counterattack. Severd
soldiers patrol the exterior of the barbican.

Soldier, hmand hf, F2 (1d6): AC5 (chainmail); MV 12, hp 13each; THACO 19,
#AT 1 (long sword or light crossbow); Dmg 1d8 or 1d4; SZ M; ML steady (12); Int avg
(8); AL N; XP65eech.

2. Lists

Theligs (sometimes caled wards) are strips of land that encircle the castle within
the barbican. Thelids serve asroads in time of peace and as trapsin times of war.
Oncewithin the barbican, theinvading forces arein range of arrows shot from the
cadlewdls. In peacetime, the lists d 50 serve as an exercise ground for horsesand
occasondly astournament grounds (described in area 3 bel ow).

Part Eight: Castle 43
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In addition to 3d20 O-levedl merchants, peasants, and ser-
vants that can dmost awaysbe found within the ligs, sol-
diers and knights usudly patrol these areas as well.

Soldier, hmand hf, F2 (3d6): AC 5 (chain mail); MV 12,
hp 13 each; THACO 19, #AT 1 (long sword or light cross-
bow); Dmg 1d8 or 1d4; SZ M; ML steady (12); Int avg (10);
AL N; XP65each.

Knight, hm and hf, F5 (1d4): AC 3 (plate mail); MV 12,
hp 37 each; THACO 14 (17 Str and specidization); #AT 3/2
(long sword) or 1 (light crossbow); Dmg 1d8+3 or 1d4 (17
STR and specidization); SZ M; ML dite (13); Int avg (8); AL
NG; XP270each.

3. Tournament Grounds

Tournaments are typically held every 5d6 days. The tour-
nament ground grows or shrinks according to the number
of vigiting knights and nobles who set up pavilions nearby.
When tournaments are being held, abanner flutters over
each tent to show therank of the contestant. The first day of
the tourney is usualy devoted to sngle combats, in which
pairs of knightsjoust, but the climax is the mdee, when
companies of knightsbattle in mimic warfare. Thevisting
knights can range from 14 levd to 20th leve.
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Average Knight, hmand hf, F5 (4d6): AC 3, MV 12, hp
37 each; THACO 14 (17 Str and specidization); #AT 3/2;
Dmgby wegpon+2 (17 Str); SZ M; ML dite(13); Intavg
(8); XP270each.

Special Equipment: Retinue of 1d10 O-level retainers and
quires, and 1d4 O-levd advisors.

4. Moat

Between the lists and the towering outer walls of the
castle itsdlf lies the moat. Though the moat is usually
filled with water, fantasy castles could conceivable have
moats filled with ice, flame, or acid. If filled with weter,
the moat dso offers substantial opportunity for monster
infestation, which could lend an additional measure of
protection.

5. Drawbridge

Across the moat stretches a drawbridge, which israised
nightly and in the event of an attack. A portcullisis situat-
ed directly in front of the gates of the castle. Theselarge,
heavy oak gates are rarely opened except on ceremonid
occasions. A smaller door in one of them provides easy
entrance and exit under normal circumstances.

A chief porter and some soldiers guard this door, moni-
toring access. In case of a serious breach, however, a gen-
eral alarm aerts the entire cadtle to the threst.

Chief Porter, hm, F5: AC 3 (plate mail); MV 12; hp 37,
THACO 14 (17 Str and specidization); #AT 3/2 (long
sword); Dmg [d8+3 (17 Str and specialization); SZ M; ML
dite(14); Intvery (12); AL NG; XP270.

Soldier, hm and hf, F2 (4): AC 5 (chain mail); MV 12
hp 13 each; THACO 19, #AT 1 (long sword or light cross-
bow); Dmg 1d8 or 1d4; SZ M; ML steady (12); Int avg (8);
AL N; XP65each.

6. Castle Walls

Massively thick (10 foot or more) castlewalls protect
theinterior. The corners are high towers, each asmall fort
in itself with provisions to withstand a long siege. During
an attack, wooden ba conies are hung over the outer
edges of the wall so that stones, boiling oil, or magic can
be deployed onto anyone threatening the castle or climb-
ing the walls. Both the walls and the towers have hun-
dreds of arrow dits through which defenders can fire
missiles or spélls.

Soldier, hm and hf, F2 (10d10): AC 5 (chainmail); MV
12, hp 13 each; THACO 19, #AT 1 (long sword or light
crossbow); Dmg 1d8 or 1d4; SZ M; ML steady (12); Int avg
(9); AL N; XP65each.

Special Equipment: Boiling oil (2d6 the first round/1d6
the second round).



7. Bailey

Thecourtyard, or baley, liesinsgdethewalsand condgsof a
plane of cobblestone, grave, or dirt. Thebailey containsthe sta-
bles (containing about 510 horses and 1d6 O-leve dable
hands), acarpentry shop (withoneO-leve carpenter and 1d2
gpprentices), an armory/blacksmith shop (with 1d2 OHeve
blacksmithsand 1d4 gpprentices), barracksfor themen-at-arms
(containing the same 10d10 soldiersthat hold thewdlsin
wartime) and servants (3d10 O-leve servants), and awel and
drinkingfountain.

8. Keep

Thekeepisthefocd point of the cadle, the placetowhichthe
whole population of thecadlleretiresif the outer defensesfail
during an attack or Sege. Thekeep dso housestherulers,
gpartments of nobility and knights, the great hdl, and private
gpartments, service rooms, wegpons supplies, awell, akitchen,
achapd, and more.

Thekeepisnormally two to four soriestdl (thoughit could
concaivably reach higher), but it may contain many sub-levels
delved below the earth. For the purposes of this guidebook, the
keep containsal theremaining castlegeomorphs (labded A
through K) that you chooseto incorporate, includingthefocus
geomorph.

Castle Focus Geomorph

Thefocusgeomorphfor the castle containsthethroneroom
and asxociated chambers, If desired, place thefocus geomorph
inacentraly located postion within the castle dungeon.

9. Approach

A great hall dlowsan awe-filled approach towardsthe actua
throne chamber (area 12). Great bannersand tapestrieshang
fromthehigh, vaulted celing, dternating the castle coat of arms
with scenes of greet battles. On both Sdes of the hdl, guards
stand spaced between the tapestries, mostly for show, but capa
ble of defending thehall inthe event of an unauthorized entry.

Soldier, hmand hf, F2 (4d4): AC5 (chanmail); MV 12; hp 13
eech; THACO 19, #AT 1 (long sword or light crassbow); Dmg
1d8or 1d4; SZ M; ML gteady (12); Intavg (8); AL N; X P65 each.

10.Anteroom

Thisgrandly gppointed chamber containsvariouscomfort-
abledivans, chairs, and throw pillows. Chanddiershang from
theceiling, providing scintillating light, and beautiful paintings
adornthewadls. Everythingin thischamber spegksof the
power and wesdlth of the caglés owner. Thisroom often serves
asthewaiting chamber for those seeking audience withthe
ruler. A steward (O-level human) isoftenfound here, ready to
answer or deflect questions, or lie outright if the Situation cdls
forit. If vistorsthreaten or act violently, asinglecdl fromthe
steward bringsreinforcementsfromthe secret Sdechambers
(area 17) flanking the anteroom.
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11. Murder Rooms

Each of these chambers secretly connectsto the anteroom
(area 10). Thehdl captain and an dite squad of ldiersare
quartered within each chamber to keep tabs on any posshle
troubleinthethroneroom (area12).

Hdl Captain, hf, F5: AC 3 (platemail); MV 12 hp 37;
THACO 14 (17 Str and specidization); #AT 3/2 (long sword);
Dmg 1d8+3 (17 Str and oecidization); SZ M; ML dite (14); Int
very (12); ALNG; XPZ70.

Soldier, hmandhf, F2 (2dO): AC5 (chainmail); MV 12 hp
13each; THACO 19 #AT 1 (Iong sword or light crossbow);
Dmg 1d8or 1d4; SZ M; ML steady (12); Intavg (8); AL N; XP
65each.

12. ThroneRoom

A vast vaulted hal of polished stonelit by massive bonfires
atop high pillars provides the appropriate grandeur for the
throneroom. Thethroneisstuated uponatal dais A secret
door hidden behind atapestry behind the throne provides a
convenient escgpefor theruler, if necessary. Thelower stepsof
the dais usually provide convenient seating for those mogt in
favor withtheruler, whilethemain floor holdsafew dozen
noble courtiers and hangers-on, aswell asroyd mingrels and
counsdors

Besdes the not-incondderable power and might of the spe-
cificruler (and possibly aroya wizard), acadre of hand-picked
guards usudly stands at attention aong the periphery of the
chamber, dressed in gtriking royal colors and wielding massive
wegpons meant as much to intimidate asfor actua use.

Guard, hmand hf, F7 (1d10+4): AC 3 (platemail); MV 12,
hp 52 each; THACO 12 (17 Str and specidization); #AT 2 (two-
handed sword); Dmg 1d10+3 (17 Str and specidization); SZ M;
ML champion (15); Intvery (12); AL NG; X P420 eech.

13. King's Conference Chamber

Thischamber containsalargetable of sturdy manufacture,
around which st 2dIO+5 seets, appropriate for holding those
most trusted knights, advisors, and military commanders of
therulerintimes of conference andwar. If any plansof con-
quest arebeing made, they are likely within thischamber.

14. Secret Treasury

Unlessthetreasury is cached within astructure specificaly
designed to house it, the castle wedlth can oftenbefoundina
secret, locked, and trapped chamber behind the throne cham-
ber. Usethe Trap Architect in Part Fiveto determinetheactua
mechanism guarding thischamber.

Within, the chamber holds asgnificant amount of wedlth (as
appropriate toyour adventure). It could even containafew
magica itemskept in reserve againgt futureneed, such as
potions ofhealing, giant strength, and longevity, if available.

Part Eight: Castle 45
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Part Nine: Interdimensional

Unlike many of the other dungeon types, the lettered interdimensiona geo-
morphs are each given an individual entry. Significantly, these interdimensiona
geomorphs differ in scae and shape. Due to the strange nature of an interdimen-
sond dungeon, you must link them carefully to create a coherent adventure. As
adways, fed freeto replace any of the races presented here with ones more appro-
priate to your campaign.

Birth ofa Demiplane

The Deep Etheredl is devoid of order or feature. The expanse is unbounded
but without purpose, latent but without life. Without life, that is, until a brief Sn-
gularity dlowed the Mhagane entry. The Mhagane, a community of powerful
wizards, sought to carve their own vison of redlity from the building blocks of
cregtion. The ambitious mages found what they sought amidst unformed ethere-
dities, infinitely distant from the knowledge of prime-materia concerns.

The Mhagane initialy inhabited small nodes of temporary matter but soon
redized the inadequacy of those idands. Working in concert, the united Mha-
gane pooled their sorcerous might to fashion a large region of permanently stabi-
lized matter bounded by the swirling chaos. Thus was born the Semblance.

The edges of this demiplane are protected from corrosive evaporation by the
solidity of the Semblance itsdf. Beyond the Semblance, chaos reigns. Intime,
inhabitants came to know this unordered region as the Tumult.

Within the boundaries of the Semblance, an environment exigts not unlike
those of more traditional worlds; rivers, trees, mountains, and seas abound,
though limited in scope. The individuals making up the Mhagane live, grow, and
finaly die in an almost familiar cycle within ther artificial world, but even in
thelr isolation amidst the Deep Ethered, the wizards remain ever-vigilant against
the diabolic agents of those who pursue them.

Interdimensional Founding Geomor ph

The Semblanceisasmall but growing demiplaneinthe Deep Etheredl. Likeall
demiplanes, the Semblance possesses boundary conditions unique to itsdf that are not
necessarily indicative of other demiplanes (dthough rumorspersist of another hidden
demiplane possessing Smilar characteristics). Asthe Mhagane continuesto exert their
wizardry influence, the Semblance continuesto push outward dowly intotheformless
etheredl miasma. Intime, the Semblance could very wel achievethe status of afull-
fledged world, but that timeistill far off.

Regionsat the Semblance's center arethe most civilized. In generd, the common
mortalsliving there do not even give credence to wild stories associated with the demi-
plangs genesis Outlying lands become increasingly wilder, where the vagaries of pla
nar physicsexert greater influence over the Semblance'sform. Only mortasof great
persond power are ableto pushinto thefrontier, and in some places, to the edge of the
Semblanceitsdf.

In seeding the demiplane, the Mhagane incorporated esoteric magics, resulting in
the chaotic conditions attendant beyond the Semblance. Ethereal mists constantly
coalesceinto true matter, while at the same time counter forceswork to evaporate
the solidity of the growing demiplane. Thiswar of cregtion vs. destruction dong al
the borders of the Semblance has created a standing chaos stormfront of incredible
proportion. Despite this, the net result is the gradual continued growth of the demi-
plane, the obscurement of the demiplane from magical divination and scrying, and
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the cregtion of an entire secondary planar ecosystem
known as the Tumullt.

One of the Tumult'schief propertiesisits penchant for cre-
aing short-lived portas to random planar locations. The
founding geomorph does not focus on the civilization built
by the Mhagane (s0 you arefreeto insert the civilization of
your choice), but rather upon the edge effects of the Sem-
blance, and locdities associated with the connections made
there. Where these connections are marked, the lettered geo-
morphs may thus be linked to the founding geomorph.

1. Vukov's Pantry

Themage V ukov (or a personage more gppropriate to
your adventure) has alarge resdence, which isnot keyed in
this geomorph. However, you can either subdtitute any
home, cadle, dungeon, or other likely structure or use geo-
morphs from the other dungeon typesto flesh out this Ste.
The structureitsdf is actually located within the Prime Mate-
rial Plane, but strangely enough, it contains a passageway
into the Semblance,

V ukov's pantry has become aplanar gateway dueto an
interaction between the strange planar physics of the Seam-
blance (described in area 3, bdow) and the magic-dense
qudities often associated with awizard's domicile. The
pantry contains severd large crates full of packing materid,
amoked mesat, and dried fruit. These crates obscure the cor-
ners of the chamber, but anyone who continues beyond
them discovers aamdl, dark doset in one corner cluttered
with old coats and robes. Beyond the coats lies a mysterious
passage. From thelip, the passageisdark, but just 10 feet
further down, it becomes a rough natural tunnel that opens
upon alighted vista.

2. PrivateBeach

Theroughtunnd (described in area 1, above) opensonto a
amdl private beach. The ground is composed of chill black
sand, but the sand soon gives way to swirling, multicolored
mists and twining, temporary matter (area3). Thisareais
sequestered from the main beach by large boulders of black
stone, through which afew narrow channels might offer pas-
sage for those willing to squeeze.

Back down the tunnel, the passage smply ends, unless
oneiscarrying apiece of dried fruit from among the stores
of Vukov's pantry (area 1). Those characterswho posessa
piece of fruit automatically trigger the portal and walk back
into the cdlar. Because the tumultwarders (described inarea
5) have never had the opportunity to vist the other Sde of
the portd, they haveno porta key. Infact, they do not even
redize that thetunnel is aportd, so they leave this smdl
area unguarded.

3. Edge ofthe Semblance

A wide beach of dark sand provides stark counterpoint to
the wild gyrations of the rainbow ethers beyond, where
chaos seemsto reignindl directions. Boomsfrom afar rall
in, announcing unseen events out amidst the swirling colors.
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Along the very edges of the beach, wherefooting seems
uncertain, the light warps about small holesin theair,
through which faint views of other places flicker!

Thisbeach represents the boundary of the Tumult (area4)
and the Semblance. The Tumultisthe chaotic miasma
beyond the black sands, while the Semblance isthe solidity
of thebeach itsalf. Animate matter (living beings and the
items they possess) can move back and forth acrossthe
boundary without trouble, although those unprepared for
the Tumult may well perish there.

Planar holes are anchored inthe relative solidity of the
sands at intervals dong the beach. These planar holes result
from the relationship between the Tumult and the Sem+
blance; asthe Semblance grows, old planar holesfade and
new onesform aong thefreshboundary. Normdly, planar
holeslast for 1d4 weeks. Y ou arefreeto dispensewiththe
idea of planar holes and instead use conduits, portds, gates,
or any other mechanism or terminology that might be more
fitting to the scenario at hand.

For the most part, planar holes connect the Semblance
with nearby temporary nodes (cdled resonanceidands)
within the Tumult, but afew aso openinto locdes on distant
planes! Accessng aplanar holeisas smpleaswalking
through itsflickering boundary, although theridetendsto
be precipitous, asif one were diding through a steep, nar-
row, gyrating tube. These planar holesform connection
points to which the lettered interdimensional geomorphs
could be easly attached.

Thetumultwarder outpost (area5) monitorsthisareaof
tﬂe beach, and sends agreeter to investigate any activity in
thearea

4. The Tumult

Out in the chaotic void, boiling migts herald the appear-
ance and dissolution of temporary floating idands. When
one physicdly seps off (or falls off) theedge of the Sem-
blance or one of theseidands, standard laws of prime-mater-
ia physicsceaseto gpply. Gravity, momentum, other
intringc physica congantsare all subject to alteration and
possibly obliteration within this sharply defined space. As
such, the flux is exceptiondly dangerousto those unpre-
pared to ded with its unique properties.

Unless one has the tumultwarding proficiency (described
bdow), aliving beingin the midst of the flux must makea
Condtitution check with a -4 bonus every 1410 turns. Failure
indicates that some integral portion of the entity in question
has degraded, causing the permanent loss of 1 Conditution
point! Inthisway, thosewho enter the Tumult unprotected
eventualy dissolve into their component atoms (when their
Condtitution scoresreach 0).

Those who can either return to the Semblance, find ares-
onanceidand, or makeit completely out of the Tumult to
the Deep Ethereal beyond are safe from the degrading ero-
son of themigs however, any lost Condtitution points
remain logt. Unlessthe PC has the tumultwarding profi-
ciency, entering the Tumult callsfor aWisdom check with
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a+2 pendty. Successindicatesthat the character locatesa
vishlelandmark and can reach it in only 1d4 turns, failure
indicates that the character has become lost and must
gpend a minimum of 2d10 turns searching blindly through
the Tumult before discovering avisble landmark. At this
point, another successful Wisdom check alows the charac-
ter to reach solid ground (the Semblance, a resonance
idand, or something much worse ...) in 1d4 turns by flail-
ing through the chaos. This process repests until the char-
acter ether reaches safety or disperses.

Tumultwar ding (3 dots, Wis-2): Only tumultwarders
can teach the tumultwarding proficiency. Thosewith the
tumultwarding proficiency areimmuneto the disintegra-
tion of the Tumult. This proficiency alows one to operate a
tumultglider (described in area 5), cutting the duration of
al tripsthrough the Tumult by 75%. Thosewith this profi-
ciency aso gain a -6 bonus to the Wisdom check required
when looking for alandmark in the midst of the flux (an
action which normally requires a +2 penalty).

5 (A, B, and C). Tumultwarder Guardpost

Those who live in the center of this demiplane redize
the Semblance is adangerous place that bearswatching. To
this end they have created a cadre of specia rangers called
tumultwarders, and the security of the realm is given into
the care of these gpecidly trained guardians. In addition to
the Tumult, the inconstant planar holes often prove a
source of continual threets, as strange creatures sometimes
wander through the temporary connections.

Tumultwarder, T7 (8): AC 2 (Dex and studded leather +2);
MV 2 hp 40 each; THACO 14 (13 with long sword +1 and
short sword +1, 9 against demons); #AT 5/2; Dmg
1d8+l/1d6+I (long sword +I/short sword +1); SA fight two-
handed with no penalty, tracking through the Tumult (18),
moveslently in Tumult (53%), hidein Tumult (65%), +4
attack bonus againgt racial enemy (demons), animal
friendship (random flux-creature); SZ M (58" tdl); ML
champion (15); Int avg (10); AL CG; XP 650 each.

All dong the Semblance, guardposts have been con-
structed to hold smal detachments of Tumultwarders.
These black stone guardposts include one large central hdl
(area5a), atower (areabh), and agarage (area 5¢). Gener-
dly, thewarders deep, cook, repair their equipment, and
otherwise take care of domestic mattersin the central hall,
which usualy holds six tumultwarders. The tower
atached to the main hall rises up 40 feet into the air, alow-
ing abetter view of the surrounding Semblance and
Tumult. Thetwo tumultwardersin the tower immediately
sound an alarm if they notice any strangers upon the
beach. Findly, the long, low garage holds the indispens
able tumultgliders used by the warders to patrol the
Tumultitsalf.

The six tumultgliders in the garage look much like stan-
dard gliders, with aframe of bone or wood over which is
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stretched digphanous membrane specialy spun inthe
interior of the demiplane. A harness hangsbelow each
glider, allowing one or two tumultwarders to hang below
while gliding through the flux.

6. Resonanceldands

Resonance idands are temporary masses of earth, rock,
vegetable matter, flesh, and possibly stranger components
that are constantly forming and falling away in the chaotic
maelstrom of the Tumult. Though someidandslast but a
heartbeat, othersmight last for years—or evenlonger. The
cregtion of aresonance idand creates its own strange rules
of physics, often warping gravity, time, and matter in
grange ways that are not shared by standard planes, demi-
planes, or even adjacent resonanceidands. Asthe DM, you
are freeto create any combination of strange laws and
standards on these idands. See some of the geomorphs
below for examples.

Many of the resonanceidands are accessble by the pla
nar holes that wander the beaches of the Semblance. In this
way, explorers might find themsalves easily transported to
a resonance idand to experience its strange redlities and
interact withitsinhabitants (if any). However, the random
disappearances of the wandering holes have stranded
more than one group of adventurersin the roiling Tumuilt.

Interdimensional Geomorph A

This geomorph indicates a series of free floating spheres
of stone and other minerals located either in the Tumult or
a setting more appropriate to your scenario. Some of the
spheres are 0lid, while others are hollow, as labeled on the
map. Also, gravity on some of the spheresworks normally,
but on others, itisreversed, producing different effects
depending on whether the sphere is solid or hollow. The
direction of gravity isindicated onthe map by arrows.
Additionally, the sparsthat connect the spheres aredl hol-
Lovl\ll dlowing entry into those spheres that dso prove

ollow.

If you choose, other dungeon types may be located on or

within thesefree-floating spheres.

Interdimensional Geomorph B

This dungeon setting could conceivably be located any-
where within the multiverse. Whatever entity or group
controls this geomorph is lucky enough to have a direct
connection to either the Positive or Negative Energy Plane
behind magically reinforced walls. If you determine that
the vortex leads to the Positive Energy Plane, the control-
ling group islikely good, using the resident energy for
feats of hedling and magical enchantment. If the vortex
leads to the Negative Energy Plane, the controlling group
islikely evil or made up amost entirely of undead, using
the power to subvert and destroy all living things.
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Interdimensional Geomorph C

This planar tree is gargantuan, rooted in nothing more
than intertitia space (or the Elementa Plane of Air, the
Tumult, the Ethered, Adrd, etc.). Gravity functionsinonly
onedirection, soitispossbleto "fdl" fromthetree. Various
planar holes open on the tree, making it a crossroads of sorts.
However, it is entirely possble that entities (either malevo-
lent or benign) have set up a permanent base here in order to
either take advantage of the cross-planar traffic by setting up
trade or engage in smple banditry.

Interdimensional Geomorph D

Itisuncertain exactly where the bases of the monoliths
shown in this geomorph are located. To thosewho stand
upon the tops of the mondaliths, it ssemsthat they drop away
into an endless abyss (possbly the Abyss, the Tumullt, or
0me other drange, but dangerous, locae). What makes
these monoaliths particularly difficult to navigate isthe null-
magic fied that surrounds them, rendering magic of al
typesineffective. Thus, magica teleportation, flight, and
other means of supernatura transport do not help transport
charactersfrom onemonolith to the next. Thoseinterested in
moving from monoalith to monolith must resort to dangerous
physica means, or use the unique (nonmeagical) spacewarp
characterigtics common to each monalith.

Each monolith containstwo or more areasthat connect
through folded space to another monoalith, as shown by the
doubled aphabet key. For example, someone stepping onto
one areamarked A is suddenly transported to the only other
monolith marked on the geomorphwith anA. (Itispossible
to use these folded space areas on the monoliths in either
direction.) Inthisway, itispossbleto dowly makeit from
oneend of the monalith field to the other.

Thrests dong the way might include high winds and
giorms, or possbly malignant planar creetures plaguing
those who seek to travel across the monaliths.

Interdimensional Geomorph E

The corridors of this geomorph are actudly dive, func-
tioning amilarly to blood vessds, though clear of blood (at
leest for now). Thisliving area.could make up aportion of a
normal dungeon, exist within a discrete cresture, or possbly
make up the interior of an entire living demiplane!

Intersections of many vessd's conceivably hold organs of
omeimportance to the overadl organism, such asthe lungs,
heart, or even brain. Those seeking to harm the organism
from theindde should fear the defense of free-willed white
cdls letha T cdls, demonic antibodies, or worse....

Interdimensional Geomorph F

The Fortress of the Four Spheresispurely an artificia
sructure created in an extraplanar location of your choice.
Thebuildersmay belong goneand the structurefaleninto
ruin, it could have been taken over by other entities, or it
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could 4iill housethe origina creators. The Fortresswas built
for security, among other things, o the opening of atempo-
rary planar hole directly into itsinnermaost chambersis con-
Sdered an ultimate breach of privecy.

The structure was built with the intention of focusing the
dementa powers of the Inner Planesto aid in high-leve
enchantment for spels magica items, or even artifactswith-
in the Crux (the focus of the four dements). The four gatesin
the corners of the Fortress actually each open uponthe Ele-
mental Planes shown on the map. However, thefour inter-
mediate domes (magma, smoke, 0oze, and ice) arenot
openings to the paraelementd planes, rather, they areloca-
ized effects produced by the doseness of the parent Elemen-
ta Planes

Interdimensional Geomorphs G through L

Only six lettered interdimensional geomorphs were
created for the Dungeon Builder's Guidebook. If using the
Autodungeon Engine, simply substitute some other
random Dungeon Type (roll 1d6 on Table 2) and use the
indicated geomorph for that instead. This could indicate
that the wormhole opens into a "normal” structure on the
Prime Materia Plane, although you may decide that the
geomorph chosen actually represents a structure within a
planar setting.

Interdimensional Focus Geomorph

The interdimensional focus geomorph details alocation
in the Abyss, specifically the distant 986th layer, in aletha
valey known as Noisome Vae. Itislinked to the Sem-
blance through a wormhole that empties directly into
Tarnhem'sManor. Of course, asthe DM, you arefreeto
locate the tanar'ric citadel described below anywhere that
suits your scenario.

Within Noisome Vde, the demon lord Tarnhem long
ago constructed his fiendish retreat on the shores of the
River of Worms (area 5) well away from thetides and
duties of the Blood War. The atmosphereis lethal to most
organisms (described in area4), o most have completely
forgotten about the existence of the retreat known as
Tarnhem's Manor.

Most importantly, Lord Tarnhem himsdf ismissng. Itis
rumored that past crud actsfinaly caught up with him, and
that he now serves the purposes of an entity bent on incon-
ceivable conquest of aforgotten demiplane known asthe
City That Waits. Whatever thetruth of the matter, Tarnhem's
underlingswasted little timein claiming the manor for
themsdves, though they gill maintain thefiction of Tarn-
hem's presence in order to deter possible threatsto the
Manor's security.

Adventurers could access Tarnhem's Manor through the
random fluctuations of awormhole, but thosewho arrive
overland must deal with the acidic atmospherelong before
the Manor becomes visible across the blasted plain pock-
marked withvol canic vents. Whilenot sufficiently concen-
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trated to corrode surface flesh (at least without severd days
exposure), thear isamog ingtantly lethal when inhded.

TheManor isbuilt astride the River of Wormsand
perched on the edge of aterrible Gorge. Most of the cham-
bersinthe Manor are not detailed, so you are encouraged to
fill these chamberswith al manor of tanar'ric horror. Stll, in
the absence of the true master, many of theserooms may lie
empty and unused.

1. Suljurlock

Mo of the Manor is seded off from the outer aamos-
phere, because it is deadly. Thus, this chamber servesasa
sulfurlock. When accessed from the outside, the inner door

remains magicaly seded, but when the outer door is closed,

theworms that form athick, wriggling carpet on the celling
quickly (1d4 rounds) metabolize and condense the gaseous
sulfur dioxidefromthe air. The resultant liquid sulfur diox-
ideis channeled into underground reservoirsfor future use.
Once dl the gaseous sulfur dioxideis scrubbed from the air,
the inner door leading to the rest of the Manor unsedls.

It is a smple enough matter for ignorant visitors to day
dl the sulfur-scrubbing worms affixed to the calling. Still,
until the sulfur dioxideisremoved from the air, theinner
door remains sedled.

2. Blackhelm's Post

With Tarnhem's departure, the demon named Blackhelm
had hopes of improving its gation. Unfortunately for Black-
hem, the higher placed L ovebreath and Kaon (described in
areas 3 and 7, repectively) gained accessto Tarnhem's
Tomb of Truenames, and S0 gained power over Blackhem
by using itstruename (uulguthug), forcing it to guard the
main entrance. As such, this demon holds the entrance
againg any and dl comersto the best of itsinfernal ability.

Blackhem (Tanar'ri, Greater—Babau): AC -3, MV 15,
HD 8+14; hp 53, THACO 8 (19 Sir and shortsword +2); #AT 1,
Dmg 1d6+9; SA proficient with al weapons, backstab (X 4),
red gas (acts as a ray of enfeeblement with a20' range, affect-
ing one opponent per round), dime, Sodls, SD +1 or better
magica weapon to hit, wegponimmunities; SZ M (7 tal);
ML c:hamPlon (15); Intgenius (17); AL CE; X P 17,000.

Notes All babaus are coated in ared,jellylikesimethat ivesthem
a20% chance per hit of corroding a meta weapon. Affected normal
wesgponsmust savevs. acid or corrodeinto usedlessness, whilemagi-
cd wegponsloseone"plus’ per failed save. Thisdimedsoburns
exposd flesh for 1d6 points of acid damageper round of contact.

Babaus take only half damage from cold, gas, and magical fire
attacks, and they take no damage from electrlclty poison, and non-
magica fire attacks.

Sodls (I/round, at 20th level): darkness 15' radius, dispel
magic, fear, fly, heat metal, infravision, levitate, polymorph self,
teleport without error.

Thief Abilities: PP 70, OL 62, F/RT 60, MS 70, HS 56, DN
30,CW98, RL 45.

Special Equipment: shortsword +2.
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Any great commotion hereis dso likely to draw the
attention of the babaus (in areas 3 and 6) within 1d4
rounds. Blackhelm is named for the cursed ebony helm
permanently bound to its head. This helm stifles the
demon's ability to gate in other demons of its type.

3. Inhalatorium

Though it isanormal exercise in a standard prime-
material setting, breathing is not something to take for
granted in the Noisome Vae and the surrounding lands.
A search of nearby rooms should turn up afew sets of
bulky apparatuses composed of tubes and rusted worm
pods. The pods hold worms capable of absorbing sulfur
dioxide, scrubbing the air that is then channeled to the
wearer. Unfortunately, these devices are nonetoo
dependable.

In Tarnhem's time, all daves, soldiers, and demons
that could not polymorph a useful set of lungs moved
overland using these uncomfortable and chancy worm
pod breathers. With Tarnhem gone, his underling
demons decided to find amore comfortable way to exist
inthe NoisomeVae. To that end, they began experi-
ments in the Inhalatorium.

Through many cruel, painful procedures, the babau
named L ovebreath has long labored to artificially invest
living subjects stolen from the Prime Material Plane with
the ability to breathe gaseous sulfur dioxide. It performs
these experiments in hopes of perfecting a safe proce-
dure for future ranks of soldiers and daves, but none of
its experiments have proven successful.

Lovebresth's stats are the same as Blackhelm
(described in area 2) except that once per day, Love-
breath can gate in 1d6 cambions or 1 babau with a40%
chance of success. If Lovebrezath isbothered, thereisa
20% chance that another tanar'ri notices and comes to its
aid. (Kaon in area 7 would probably be the one to
respond in this instance.)

4. Noisome Vale

Asindicated earlier, the Noisome Vae and its sur-
rounding areas are bathed in a corrosive atmosphere of
gaseous sulfur dioxide. While not acidic enough to burn
unprotected flesh immediately, it is sufficient to quickly
destroy any normal set of lungs that breathes it in. Those
caught in the Noisome Vale without suitable magical or
technologica inventions soon perish. Only afew organ-
isms are capable of surviving within the vale (such as the
worms described in area 5).

Massive vents that blister the blasted plain of the Noi-
some Vale constantly vent sulfur dioxide into theair. The
gas is commonly assumed to be aresult of "natural” geo-
logic processes attendant upon this region, but Tarnhem
long believed that, in truth, the gases were the forgotten
exhalations of an entity of vast prehistoric power deep-
ing deep within the matrix of the planeitself.



P SRS P ST S FAF L SRl SOl L SN O f_.- ACRAENL g )

St i ||||I|mﬂl|%“""

)

illll ’4.. w.// |

'% - r— n\

.-. o p_sezaz

5. River of Worms

Aravine cuts through the landscape of the Noisome
Ve, but it isnot filled with water, or even condensed
acid. Insteed, it channels aflood of dick, writhing worms
that vary inlengthfrom 1 inch to 10 feet! Theseworms
breathe the gaseous sulfur dioxide endemic to the areg,
and are used extensively within Tarnhem's Manor for
just this purpose. The worms' respiration affects both
shores of the river to a distance of 20 to 30 feet by effec-
tively scrubbing the air free of sulfur dioxide gases suffi-
ciently to allow hardy grasses and sedges to spring up
along both sides. A human could breathe normally in this
greenbelt for 1d4 daysbefore residual gas beginsto be a
problem. Of course, the foul stench may choke someone
stranded aong the greenbelt far sooner.

The depth of the "river" is generaly between 30 and 60
feet, but in some places it is much deeper. The millions of
worms cause a subsonic dithering sound that penetrates
any enclosure within amile of the path of the river. Any-
one unfortunate enough to plunge into the wormflow
discovers that while individua worms pose no threst,
those within the wormflow suffer the effects of a creeping
doomspdl (7th-leve priest).

Once past the Manor, the wormflow plunges over the
Gorge to an unexplored fate. No dave or demon that has
attempted to trace the fall has ever returned to describe
how far down (or even if) the plunge terminates. Similar-
ly, those attempting to trace the River of Wormsto its
source are ill traveling today; at least one rumor hasiit
that the source may actually be a demiplane lost some-
where in the Degp Etheredl.

6. The Bridge

Built of green-veined black stone, this bridge arches
over the wormflow on sturdy pillars, connecting the two
sdes of the Manor. The bridge is uncovered, but because
of the proximity of the worms, most of the harmful sulfur
dioxide gasisfiltered fromthe air, allowing normal crea-
turesto passin relative saf ety—at least from the fumes.

A babau named Merbaegul serves as the bridgewar-
den. He seesto it that anyone trying to pass over the
bridge that is not part of Manor's staff soon get afirst
hand tour of the wormflow's depths, preferably in pieces.
Merbaegul's stats are the same as Blackhelm (described
in area 2) except that once per day, Merbaegul can gatein
1d6 cambionsor 1 babau with a40% chance of success.
Those with proper credentias, or those who best Mer-
baegul, arefreeto continue on to the far side of the
Manor or descend the carved stairs to behold the worm-

scape (area?).
7. Wormscape

This spacewas artificially created by Tarnhem long

ago. |n essence, the wormscape is a soace where the nat-
ural wormflow of the River of Wormshasbeen magically
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diverted such that the flowing worms actually act asthe
floor, walls, and ceiling of thishall! In addition, the
enchantment allows beings to stand normally upon the
floor, and items to be hung from the wals and ceiling,
athough some drift usually occurs. The subsonic growl
of the surrounding wormsisextremely uncomfortable,
but ill bearable.

Tarnhem held court in thischamber. With Tarnhem's
disappearance, Kaon now claims rulership in Tarnhem's
name, though this ruse is known to be alie by al that
live within the Manor. Kaon maintains power by being a
true t;[Sanar'ri and by keeping possession of the Sesat of
Gru

From the writhing ceiling hang great chandeliers of
iron, providing ghastly light to the shifting surroundings.
In the very center of the chamber isthe Seeat of Grubs;
which allows anyone seated in it power over the integrity
of the chamber, if they know the proper command words.
One command causesthe artificial chamber to loseits
ability to support certain individual objects above the
flowing worms! For inanimate objects, this causesno
problem. A single command word causes the object to
rise once again no worse for wear (making the Seeat of
Grubs ahandy place to store valuables). For living
beings, however, such a command is nothing short of a
death sentence. The Seet of Grubs can selectively raise or
lower one object per round. Living objects must make a
successful saving throw vs. death magic at a-3 penalty
to avoid the effect.

Kaonisasix-armed marilith. As such, it appears ser-
pentine from the waist down and as abeautiful, six-
armed humanoid female from thewaist up.

Kaon (Tanar'ri, True—Marilith): AC-9; MV 15 HD
12, hp 71, THACO9; #AT 7, Dmg 4d6/1d6+1/1d4+4/
1d8/1d8+1/1d4+1/1d6 (tail/short sword +|/hammer +3,
dwarven thrower /long sword/one-handed bastard sword
+1/dagger +l/hand axe); SA +2 or better magical weapons
to hit, constriction; SD spell and weapon immunities,
never surprised; MR 70%; SZ L (7' tall), ML fanatic (18);
Intgenius(17); AL CE; XP23,000.

Notes: If the creature'stail successfully hits, it wraps around vic-
tim, inflicting 4d6 points of damage each subsequent round. The
victim must make a successful Constitution check every round or
fall unconscious. Each round, the victim has a 10% chance per point
of Strength over 14 of escaping.

Tanar'ri take only half damage from cold, gas, and magical fire
attacks. They take no damage from e ectricity, poison, and nonmagi-
cal fire atacks.

Sdls (I/round, at will): animate dead, cause serious
wounds, cloudkill, comprehend languages, curse, darkness 15'
radius, detect evil, detect magic, detect invisibility, infravi-
sion, polymorph self (7/day), project image, pyrotechnics, tele-
port without error, telekinesis, and gate (1/hour, 35% chance
to gate in 2d10 least tanar'ri, 1d6 lesser tanar'ri, 1d4
greater tanar'ri, or 1 truetanar'ri).
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Part Ten: Mine/Natural Cavern

Because of the wide variety of possble underground dwdlers, this section presents
just onerace (mountain dwarves) as the assumed primary occupants of the upper
mine/natural cavern geomorphs, however, various other creatures are likdy found in
assodiated runnel systems (such as the drow described in the focus geomorph). If moun-
tain dwarves and drow do not fit in your campaign, fed freeto treat them as mere space
holders and insert more appropriate races.

Below TheEarth

The upper shafts, following veins of iron, slver, and semiprecious Sones, are
smoothly bored and shored up with sturdy fire-treated posts. The air is codl, and
the steady ventilation assures that any accumulation of bad air is flushed away.
Lanterns with crystal panes brilliantly light the magjor rail lines, alowing both ore
carts and miners ease of travel. Because the foundry and city itsdf are so dose,
mogt dwarf miners work light-heartedly, raisng their voices in song and day-
dreaming of high craft and strong de equdly.

With the discovery of the deeping tunnels, the possible extent of mining
operations opened up athousandfold. The degping tunndls, astheir name
implies, are far below the artificia mines, accessble a the edges of some of the
delved tunnels.

The natural caverns below are rough, speckled with saactites and staag-
mites. Narrow ways often open into wide chambers, and broad tunnels are just
as likely to narrow, making them impassible to any but the smdlest dwarf. In the
largest cavern discovered to date lie the shores of a vast subterranean sea. This
sea gppears to support living creatures of maign visagein its obsidian depths.

Mine/Natural Cavern Founding Geomor ph

Thisfounding geomorph centers on theworking nexus of adwarven mine. Fromit,
natural passages and minetunne s give off in many directions. Notice that the other geo-
morphs can be attached to the outsde of thisfounding geomorph aswell aswithinit.

1. Tunnel Nexus

In many mines, awide mineshaft is dropped deep into the earth (in the case of the
dwarves, from ahigher subterranean city) fromwhich horizonta mine shaftsradiate. A
common mining practice cadlsfor theradiating shafts to gradual ly dope upward from
their origins, thus alowing mined materia to be removed more eesily back through the
drop shaft; drainage of ground water isdso controlled in this fashion. Accessup and
downthe drop shaftis granted by alargelift platform controlled by an elegant system of
counterweights controlled at the top of the shaft.

At thebottom of the shaft, anexus of ore carts and tracks congregate. Those cartsfilled
with unworked ore are directed towards the smeltery (area 3), while those with amdted
and refined iron bars, rods, and wire are prepared for transfer up the drop shaft.

Normadly, there are 4d6 dwarf minersinthisarea, pushing or pulling ore cartsinto
their respective podtions dong the track nexus, while 1d4 dwarf mine engineers direct
the chaos

Dwarf Miner (4d6): AC4; MV 6; HD 1+1; hp8each; THACO 19, #AT 1; Dmg 1d6+1
(footman'spick); SD +3 saving throw bonus againgt magicd attacks and poison, szeL
and G humanoidsreceivea-4 pendty to hit dwarves, &Z M (4' 6" dl); ML dite (13); Int
very (11); AL LG; XP270each.

Notes: Dwarveshave 60' infravision. Magical itemsare 20% likely to malfunction in the hands of a
dwarf.
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Dwarf Engineer, F4 (1d4): AC4; MV 6; HD 4; hp 30 eech;
THACO 16 #AT 3/2, Dmg 1d6+1 (footman'spick); SD +3
saving throw bonus against magica attacks and poison, size
L and G humanoidsreceive a-4 penalty to hit dwarves, SZ
g/lagﬁf‘ 6'tdl); ML dite(13); Intvery (12); AL LG; XP420

Notes Dwarves have 60' infravision. Magical items are 20% likely
to mafunction in the hands of a dwarf.

2.MineSation

This chamber fulfillsavariety of purposes, including
sarving as agathering point for prospecting and mining
parties prior to amining shift or exploratory prospecting.
Four or five rough tables St dong onewal, each surround-
ed by severd short sools built to suit dwarf stature. At any
one time 34 dwarf miners, 2d4 dwarf engineers, and 1d4
dwarf off-duty patrollers can befound heretaking their
eae. (Refer to area 1l for miner and engineer dats.)

Dense sheving on thewalls holds sufficient rations,
water, and deto support over ahundred dwarvesfor a
month. The shelves ds0 contain avariety of basic equip-
ment useful for subterranean subsstence, including rope,
backpacks, soikes, mdlets, lanterns, ail, and flint and tinder
s A sturdy locked safe (-30% penalty to lockpicking
atempts) st in onewall contains specid mining equip-
ment, such as explogves, gas masks, and afew magica
light sources.

Dwarf Patroller, F6 (1d4): AC4; MV 6, HD 6; hp 50 each;
THACO 14, #AT 3/2; Dmg 1d6+1 (footman's pick); SD +3
saving throw bonus againg magicd attacks and poison, Sze
L and G humanoidsreceive a-4 penalty to hit dwarves, SZ
M (4' 6" tdl); ML dite(13); Intvery (12); AL LG; XP650
each

Notes Dwarves have 60 infravision. Magical itemsare 20% likely
to malfunction in the hands of a dwarf.

3. Maintenance

Ore cartsin various stages of disrepair sand in neat rows
inthe center of thischamber. On thewalls hang both broken
and newly mended mining implements. This room always
contains at least 1d4 dwarf engineers, hammering, sewing,
or welding broken equipment back into shape for another
dintinthemines. (Refer to area 1 for engineer gats.)

4. Sreltery

This chamber isfilled with the sounds of clanging metal
and roaring fire, and the odor of burningiron. Massve
amdting furnaces of black iron dominate much of this
chamber, bedecked with ore hatches accepting crushed rock,
cod ports swdlowing cod from shovds, and bellows
pumping air into theraging furnace. The dwarf minersin
thischamber are dwaysbusy, coordinating their activities
with adeep basxo chant. Thefirst furnace accepting the
crushed rock channels molten oreinto asecond, larger fur-
nacewherethefinal impuritiesareremoved fromtheore
beforeitisfinally poured into the appropriate molds.
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Therearealways at least 2d8 dwarf minersworking the
furnaces and 14 dwarf engineers overseeing thejob. (Refer
to area 1 for miner and engineer ats.)

5. Materials

Bricks, bales of wire, and rods of samdted and refined ore
(iron, or another meta of your choice) are stockpiled in
this chamber before being batched and sent up the drop
shaft. Thefina degtination of the refined oreislikely a
dwarven forge, athough some may be used in trade by
dwarf merchants. Anyone with the ability to transport
large, heavy loads finds this chamber avirtual bonanza of
refined ore and could potentialy reap alarge profit by lib-
erating it from the dwarves. Of course, such atheft would
embitter the dwarves againgt the thieves, and few bear
grudges with greater skill than dwarves, who are adept at
tending ill will with bitterness over many decades, if

necessay.

6. HomeAway FromHome

Thislarge chamber serves asthe dormitory for al the
dwarves that work extended hours down in the dwarven
mine. As such, one side of the chamber isfilled with low
bunk beds, sufficient to accommodate over 100 dwarves.
However, because the dwarves work rotating shifts, the
room never holds more than 3d4 miners, 2d4 engineers,
and 1d4 patrollers, al of which are usualy desping or oth-
erwisetaking their easeinthe chamber. (Refer toarea 1 for
miner and engineer stats and area 2 for patroller sats.)

Each bunk contains a smdl chest at its base, containing
persona belongings like extra clothes, combs, beard trim-
mers, hard candy, and possibly etchings of loved ones.
Dwarves on mine duty do not bring their hoards down
into the tunnels, though each dwarf may carry spare
changein small gems and silver (no more than 1d20 gp
value per average dwarf).

Mine/Natural Cavern Focus Geomorph

Thisfocus geomorph centers upon asmal colony—
more of an advance camp, really—of drow explorerson
thetrail of conquest and profit. The colony is Situated on
the edge of a massive cavern where the drow have the
dual opportunity of exploring both the newly discovered
subterranean sea contained in the cavern as well asthe
possibility of annexing the ore-rich caverns adjoining the
dwarven mine described in the founding geomorph.

7. Checkpoints

These areas each hold a small watch of drow warriors
(1d10) and one drow lieutenant charged with the vigilance
of the narrow tunnelsthat give entry into the larger cav-
ern, which thedark elves now claim as their own territory.
Those on watch take full advantage of their specid abili-
ties and items to surprise and curtail potentia trespassers
and dangerous creatures native to the underdark realm.
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Drow, F1 (1d10): AC4; MV 12; HD 2; hp 14 each;
THACO 18 (long sword +1); #AT 1, Dmg 1d8+1 (long sword
+ 1) or hand crossbow (1d3+poison); SA spells, SD +2 on
savesvs. Jdls SW light; MR 52%; SZ M (5 ' tdll); ML dite
(14); Inthigh (13); AL CE; XP650 each.

Notes Drow possess 120 infravision and the ability to cast dancing
lights, faeriefire, and darkness I/day. A dark elf can be surprised only
onarall of 1 on1di0.

Drow inbright light suffer a-2 penaty to Dexterity scores, saving
throws, and attack rolls. Thasewho stand in bright light whilebeing
attacked by drow gain a +2 bonusto saving throws, while the drow
atackers are at acumulative -1 pendlty to attack rolls.

Special Equipment: cloak and boots of elvenkind (75% to hide
in shadows and surprise), chain mail +1, buckler +1, long
sword +1, dagger +1 (drow magicd itemsloseall bonuses
when brought into sunlight), dart crossbow (180° maxi-
mum range), and poisoned darts (victims must save vs.
poison with a -4 penalty or fall unconscious).

Drow Lieutenant, M5/F5: AC2; MV 12, hp40; THACO
14 (long sword +2); #AT 1, Dmg 1d8+2 (long sword +2) or
hand crassbow (1d3+poison); SA spdls SD +2 on savesvs.
Fdls SW light; MR 60%; SZ M (5 tal); ML dite (14); Int
high(14); AL CE; XP2000.

Notes: Drow 120 infravision. The drow lieutenant can cast
each of the following spdls 1/day: dancing lights, darkness, detect
magic, faeriefire, levitate, and know alignment. A dark df can be sur-
prised only onarall of 1 on 1d10.

Drow inbright light suffer a-2 penalty to Dexterity scores, saving
throws, and attack rolls. Those who stand in bright light whilebeing
attacked by drow gain a +2 bonus to saving throws, while the drow
attackers are at acumulative-1 penalty to attack rolls.

Spellbook (4/2/1): 1s—alarm, burning hands, charm person*,
comprehend languages*, hold portal, hypnotism, magic missile*,
read magic, shocking grasp*, sleep, spider climb, ventriloguism,
wall offog; 2nd—alter self, darkness 15' radius, detect invisibil-
ity*, invisibility*, knock, mirror image, web, wizard lock; 3rd—
dispel magic, fireball, haste, hold person*, wraithform.

*|ndicates spells usualy memorized.

8. Colossal Cavern

Tufts of bioluminescent fungi dotted here and there
across the 100-foot-high celling of this massive hollow
give some smdl indication of the truly large dimension of
this area. However, the cavernis so tremendous that even
that light fades into darkness out over the sunless seathat
Igps upon the rocky shores here (area 14).

The dry portion of the cavern, though small in compari-
0N to the subterranean seg, is dill quite large and current-
ly houses an exploratory outpost. Every three hours, for
one-hour intervals, the large cavern floor serves as a prac-
ticefield for 2d20 drow warriors. (Refer toarea 7 for drow
warrior dats.) Theradiance from the fungi high aboveis
too dim to bother the light-sengtive drow.

9. Sockade

Dark df vigilance has netted 2d8 over-curious dwarf
miners who are now incarcerated in this open pen sur-

54 Part Ten: Mine/Natural Cavern

rounded by afencebuilt of hardened fungi stems. (Refer
to area 1 under the founding geomorph description for
dwarf miner stats.) The dark elves have not actualy decid-
ed what to do with the prisoners, but in the meantime,
1d10 drow warriors have been left here to guard them.
(Refer toarea 7 for drow warrior gats.) If released, the
dwarves hurry back to their mine in order to warn of the
potentiad dark df incursion.

10. Drow Base Camp

This single-story stone structure was raised quickly
with the aid of drow magic. It serves as adefensible
redoubt in case they stir up trouble in exploring the high-
er tunnels or the nearby sunless sea. As such, the stone
doors normally remain closed and locked, guarded by 2
drow warriors (described in area 7). The wardens alow
access to dl drow that attempt passage, but they sound
an alarm on their bone whistles if any strangers attempt
to force entry.

Within the structure, the cornershold ajumbled pile of
deeping pads and stacks of provisions (including skins
of dark nectar, bread, and hardtack). In addition, 3d6 off-
duty drow warriors and 1d4 off-duty drow lieutenants
stand, lean, or sprawl upon the moss-lined stones of the
chamber floor. (Refer to area 7 for their stats.) All of the
drow that deep in this chamber are mae; the higher
caste females reside in the shrine (area 12).

11. SrongRoom

To explore this chamber, delvers must first find the
secret door in area 10, and then bypass the trap on the
interior door. The second door leading to the artificid
room is trapped with poison gas (requiring al within a
10-foot radius to make a successful saving throw vs. poi-
son or suffer 3d10 points of damage).

The room itself contains the booty gathered by the
drow exploratory forcein its progress to date. The booty
(as appropriate to your campaign) includes money, magi-
cd items not already handed out amongst the drow, and
any items taken from defeated foes or prisoners.

12. Shrine

This cavern was chosen to house a mobile shrine dedi-
cated to the dark elves patron goddess. The shrine is
composed of hollowed stone sections, and when assem-
bled, it stands some 15-feet high and depicts a loathsome
female seemingly caught halfway between drow and spi-
der form. All nondrow viewing the unsettling image
must make successful Wisdom checks or suffer -1 (or
-5%) penalties on al actions and saves while in the pres-
ence of the shrine and for 10 turns after leaving the
chamber.

Besides the shrine, the rocky cavern holds 1d3 drow
priestesses chosen to lead this expedition. A long stone
table contains maps of the expedition's progressfrom a
distant dark €f city. The white space past the bounds of
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the sunless sea indicates that the drow have yet to ven-
turefar acrossitsrailing surface. Holy texts (writtenin
the drow tongue) and afew priest scrolls dso lie scat-
tered acrossthe table.

The drow priestesses hold a daily ceremony (attended by
the of f-duty drow); otherwise, they canbefoundinthis
chamber adding details to the map, discussing theology, or
debating the next move of the expedition. Needless to say,
the priestesses are more than capable of defending them-
sdvesin the event of an attack by infidels.

Drow Priestess, F7/P8 (1d3): AC2, MV 12 hp 56 each;
THACO 8 (mace +2); #AT 3/2; Dmg |d6+2 (mace +2); SA
sodls D +2 on savesvs. spdls, SV light; MR 66%; SZ M
(5'tall); ML dite (14); Int high (14); AL CE; X P 1,400 each.

Notes: Drow 120 infravision. Drow priestesses can cast
each of the following spdlls 1/day: clairvoyance, dancing lights, darkness,
detect lie, detect magic, dispel magic, faeriefire, levitate, know alignment,
and suggestion. Adark ef can be surprised only on aroll of 1 on 1d10.

Drow inbright light suffer a-2 penalty to Dexterity scores, saving
throws, and attack rolls. Those who stand in bright light while being
attacked by drow gain a +2 bonus to saving throws, while the drow
attackers are at a cumulative -1 penalty to attack rolls.

Spells (3/3/3/2): 1st—cure light wounds (x3); 2nd—augury,
charmperson or mammal, hold person; 3rd—animate dead, con-
tinual darkness, dispel magic; 4th—cure serious wounds, neu-
tralizepoison.

13. Boathouse & Pier

This newly-constructed boathouse contains the tools and
materias (hardened fungi sems, glue, iron nails, saws, and
hammers) that the drow are using to assemble alarge barge
with which they expect to explore the surface of the sunless
sea. (If you choosg, the dark elves could have completed
their boat-building project. In this case, the bargeistied at
the pier.)

Wek, em F7/IM7: AC 2, MV 12 hp 41; THACO 12 (long
sword +2); #AT 3/2; Dmg 1d8+2 (long sword +2) or hand
crossbow (1d3 + poison); SA spdls, SD +2 on savesvs.
spells, SW light; MR 64%; SZ M (5 tall); ML lite (14); Int
high(14); AL CE; XP975.

Notes: Drow 120 infravision. The drow mage can cast
dancing lights, detect magic, faeriefire, levitate, know alignment, and dark-
ness 1/day. A dark df can be surprised only on aroll of 1 on 1d10.

Drow in bright light suffer a-2 penalty to Dexterity scores, saving
throws, and attack rolls. Those who stand in bright light while being
atacked by drow gain a+2 bonusto saving throws, whilethe drow
attackers are at a cumulative -1 penalty to attack rolls.

Sells (4/3/2/1); 1st—change sdf, charm person*, comprehend
languages, detect magic, identify, magic missile*, read magic,
shield*, spider climb, taunt*, unseen servant; 2nd—alter self,
darkness 15' radius, detect invisibility, ESP*, invisibility*,
knock, levitate, Melf's acid arrow, shatter, stinking cloud*; 3rd—
dispel magic, feign death, fireball*, invisibility W radius, phan-
tomsteed, water breathing* ; 4th—fear, fumble*, minor creation,
polymorph self, stoneskin.

*Indicates pdls usualy memorized.
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In charge of the project is Welk, a dark-elf mage of
many interests and talents. Assisting Weik is a workforce
of 2d4 drow warriors. (Refer to area 7 for drow warrior
stats.) Weik hopes to magically grant the boat the power
to travel underwater, plumbing the aquatic depths of the
sunless sea

14. Sunless Sea

While not the Sunless Sea on Oerth (though it could be
if you so choose), this subterranean body of water is
truly vast and deep. The portion shown on the focus
geomorph is only avery small portion of the totality of
the unmapped ocean, a large portion of which extends
downward. Though the seais too large to fully catalogue
in the space permitted here, you can be sure that these
waters contain a variety of strange and dangerous life
forms, such as kua-toa, dragon-turtles, and probably
some never-before-seen races that live in aguatic king-
doms deep in the frigid depths. The opportunity to
expand and develop these watersinto a full-blown sce-
nariois significant.
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Part Eleven: Ruin/Tomb

If any of the creatures presented in this section do not fit in your campaign, feel
free to treat them as mere space holders and insert amore appropriate race.

Crumbled Ruins

Fair city of Aganon, where are you now? Centuries ago, you were known as
the Jewd of the East, and dl sought your gates. Now, nothing but tumbled walls
and ruination greets atraveler's eye. To those with the knowledge to seek, sec-
tions of the city exist ill, buried in ruined splendor below the earth. Those that
yearn to know Aganon can wend through these broken, subterranean passages,
but they must keep congtant vigilance againgt the creatures that now dwell in
those passages. Of more concern to the seeker, however, are those former
Aganonians, once interred in the city tombs, but now haunting the shadows in
unrequited vengeance for the city's demise.

Ruin/Tomb Founding Geomorph

Often, structuresthat fall into ruin are still suitable for habitation by baser
races of humanoids and monsters, which is exactly what happened in the case of
the ancient city of Aganon. Of old, Aganon served as amodel of how magical
progress can help the economy, but in the end, the city served better as an exam-
ple of the dangers of over-reliance upon mystical energies.

A tribe of goblinoids has taken up residence within many of the upper portions
of Aganon. At first, the ruins seemed an opportune place to build a community,
but as the goblin activity increased, so too did the disturbing activity beneath the
city. Not desiring to stir up more trouble than what they could handle, the new
residents of Aganon limited their explorations to the lands surrounding Aganon,
moving to banditry instead of looting as they had originally planned.

Of course, goblins are not the only dangerous beings that have cometo livein
the empty buildings of Aganon. Natural and supernatural creatures of all types
now lair in the extensive upper ruins. Nests, burrows, and lairs can be found all
over the upper levels, and insects of all sizes swarm the lower subterranean ruins
inicky multitudes. Generally, the goblins steer clear of at least the larger and
more dangerous creatures. Unlessfeeling particularly belligerent, the monsters
leave the goblins alone as well, content to hunt farther afield.

1. Foyer

Because this overall structure houses the primary colony of goblins that now
live in the ruins of Aganon, this chamber serves asthefirst line of defense against
any possible incursion. They guard against other creatures that live or haunt the
ruins and possible vigilante justice brought to bear by nearby human villagesin
retaliation for constant goblin banditry.

A force of goblins, bugbears, and worgs take turns guarding here. If amelee
with an attacking force goes on longer than 10 rounds, 1d6 goblins begin to arrive
from area 2 each round for every round the melee continues or until every goblin
from that area has moved into this room.

Goblin (8): AC6; MV 6; HD 1-1; hp 4 each; THACO 20; #AT 1, Dmg 1d6 (by
weapon); SZ S(4'tall); ML avg (10); Intavg (8); AL LE; XP 35 each.

Bugbear (6): AC 5, MV 9; HD 3+1; hp 18 each; THACO 17; #AT 1, Dmg 2d8+2
(or by weapon); SA -3to foes surpriserolls, SZ L (7' tall); ML steady (11); Int low
(7); AL CE; XP120each.
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Worg (12): AC 6; MV 18 HD 3+3; hp 21 each; THACO 17,
#AT 1, Dmg2d4 (bite); SZ M (4-7' long); ML steedy (11);
Intlow (5); AL NE; XP 120 each.

2. Accommodations

This chamber was possibly once a courtyard, but the
depredations of time have collgpsed the surrounding upper
dories and created athick roof of debris over thiswide
goace. A continud rain of fine detritusthreatensto fill in
the room entirely, but the new goblin tenants make an
effort to dear out the largest of the debris. They have dso
gone to some lengths to prop up the weaker sections of the
celing with stout wooden poles and iron beams.

The space serves asthe main living space of the bulk of
the Urshanai goblin tribe. Each family group hasits own
"nest” composed of cooking pits, severd bags of loot, extra
clothing, and excessve garbage. In dl, 106 adult goblins
live here (both mae and femae), aswell as some 35 goblin
children (noncombatants). The stats for the adults match
those presented in area 1

Two roomsflank the courtyard, each containing spira
dairs leading down into darkness. Often, strange winds,
unfamiliar scents, and haunting sounds emanate from the
dairs. (Thexe sairs serve as perfect links to any of the
ruin/tomb or other geomorphs.) Because of the possble
danger, two family groups of bugbears (fivein each, with
the same dtats as those in area 1) have been persuaded to
inhabit the rooms with the sairwells. This gives them "pri-
vate' chambers, but dso dlows them to keep awary eye
over these unsecured entrances to the main goblin colony.

In the center of the area, alarge sone basin was recently
unearthed by the goblins. They have ignored it, however,
dncefailing to trandate the writing inscribed on its outer
rim. Those with knowledge of ancient evish tongues recog-
nize that the message reads, "This is the Fountain of
Aganon. Quench your thirst and revitadize your spirit in
these enchanted waterd" Unfortunately, thefountainisdry.
Any enchantment is once possessed has long since fled.

3. Worg Kennels

Many crude goblin clans seem to have anatural talent for
railsngworgs. The Urshanai clanisno different; it haskept
akennd of these creatures for many generations.

The kennel master Leerhoi actually degpswith the
brutes, having no fear of their savage ways. He has cared
for the current dam and stud (Mishka and Sweet William)
ancethey werekits and treatsthem like pets. Infact, Leer-
hoi feeds the dphaworgs nothing but halfling liver and
tender df flesh, and the two animals have grown large,
grong, and savage under such lavish care.

Besdes Leerhoi, 36 adult worgs dwell in thisroom.
(Leerhoi possessesthe stats of abugbear. Both bugbear and
worg stats canbefound in area 1) Mishka and Sweet
William, the dphaworgs, possess somewhat enhanced
dats, as shown beow.
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Miskhaand Sweet William (AlphaWorgs): AC3 MV
18 HD 8+8, hp 56, 50, THACO 11; #AT 3 Dmg
1d8/1d8/1dIO (claw/claw/bite); SZ L (7' long); ML steady
(1); Intavg (8); AL NE; XP975 each.

4. GuardPost

A smdll honor guard of bugbears and worgs are St
tioned hereto limit access to the goblin chief's quarters
(areab). Thereare 6 bugbearsand 6 worgsin this chamber
(whose stats are identical to those presented in area 1).

5. Chief's Quarters

Being the most important goblin of the Urshanai cdlan,
Chieftain Ahrareserves the least dilapidated room within
the current ruin as her domicile and audience chamber.
Ahra squats upon apile of skulls rumored to be the heads
of those lesser goblinsthat tried to take her place. In her left
hand she holds Elfhewer, and upon her head she wears the
Eyeof Aganon, salvaged fromruins. Attendant upon Ahra's
commands and whims are four bugbears.

Normally, Ahrahearsthe grievances of her subjects
only once per month. Otherwise, Ahrais likely out lead-
ing ateam of 12 goblins, 12 worgs, and 6 bugbearsin one
of her many salvage operations in the lower catacombs.
She hopes to soon acquire more magical itemsto add to
her collection.

Bugbear (4): AC5, MV 9; HD 3+1; hp 18eech; THACO
17, #AT 1; Dmg 2d8+2 (or by weapon); SA -3tofoes sur-
priserals, SZ L (7' tal); ML steady (11); Intavg (8); AL CE
XP120each.

Ahra, Goblin Chieftain, F10: AC 2, MV 12, HD 10, hp 80;
THACO 11 (10 or 8 with Elfhewer); #AT 2, Dmg 1d8+
(1d8+3 with Elfhewer); SA -3 to foes surpriseralls SZ L (7
tdl); ML steady (11); Intvery (12); AL CE; XP2,000.

Secial Equipment: Elfhewer (battle axe +1, +3 vs. elves and
faerie creatures), the Eye of Aganon (a crown with a centra
diamond gemstone that allows the wearer to cast aclair-
voyance spdll once per day as a 12th-levd wizard).

6. Looted Treasury

Thisreinforced chamber obvioudy once guarded some-
thing very important, judging by the thickness of thewalls
(which arethreefeet thick). A massveiron aloy door
checks passage into this chamber, and it islikely that an
eaborate trappi ng mechanism once further served to deter
thieves. Asthe goblin'sluck would have it, however, some
tomb raider long ago managed to penetrate this vault and
takewhatever treasures once lay here.

Currently, Ahrakeeps her treasure of copper and silver
(in amounts appropriate to your scenario) in this chamber,
athough the main door stands rusted open and usdess.
While no one guards this room, she hasinsgtaled atrap that
isrigged to fall upon any that investigate the messy pile of
coinsin the center of thefloor. If thetrap istriggered,
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everyone within the room takes 4d6 points of damage asa
portion of the ceiling cavesin. Anyonewithin fivefeet of
the door can attempt a saving throw vs. paralyzation to
excgpe unharmed into the outer hallway before the trap
comes down. Once the ceiling section has collapsed, itisan
easy enough matter to dig through the extra debristo
access the scattered coins.

7. Undiscovered Legacy

Beyond a secret door undiscovered by Ahra and her
goblin looters lies the legacy of ancient Aganon. This
andl room remains uncollgpsed, and its smooth, dark
blue marble walls remain relatively unmarred by the pas-

MMMW i el i sage of time. Upon a pedestal in the center of the chamber
o 4 e s =3 is an urn containing the ashes of an ancient sorcerer. The
di it =00 ‘ ' runes upon the urn name its cremated occupant as
‘ I "Ddegadar.”

Removing the urn from the pedestal triggers a power-
ful magical trap. As soon as the urn ismoved, ablue
beam of energy fallsfrom the ceiling, initiating a series of
magical spdls. Theenergy first channelsatype of charm
spdl; the would-be thief must make a successful saving
throw vs. spdl or immediately put the urn back on its
pedestal. If the handler bypasses this effect or makes a
successful saving throw, a second spell is cast the follow-
ing round; the handler must either make a successful sav-
ing throw vs. spdl with a -4 pendty or put the urn back
on the pedestal and then run in fear from the room for 10
full turns. If the character bypasses this second effect,
then a third spell is channeled the following round; the
delver must make athird successful saving throw, this
time with a -6 penalty, or return the urn to its resting
place and then guard the urn and room againgt dl future
intrusion! If the thief gill managesto takethe urn, a
ghogt (as presented in the MONSTROUS MANUAL tome)
risesfrom the ashesin 1d4 hours. It attempts to cast magic
jar on whoever carries the urn, hoping to return the urn
to its pedestal.

Those who forsake the study of the urn and instead
focus on the pedestd may find a secret compartment with
asuccessful find secret doorsroll. Within the compart-
ment is Dalagastar's ring of elemental command.

Ruin/Tomb Focus Geomorph

When Aganon (or acity more appropriate to your cam-
paign) sill thrived, it boasted a large population and cov-
ered large tracts of land. Rather than burying their
deceased in surface plots, the Aganonians interred their
dead below the city in extensive catacombs and tomb-
ways. Whenever subterranean graves and crypts began to
fill, the Aganonians had yet more sub-levels delved. In
time, the tombs became truly massive. It was indeed a
strange discovery for the Aganonians when their delvings
broke into the ancient tombs of ancther, prehistoric race.
After someinitial fright, explorers soon reported that

S
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nothing but dust and faded engravings were contained
within the lowest levels. Further, the discovery of the old
levels provided much needed additional space for
Aganon'sdead....

With thefall of the city, additions to the undertombs
obvioudy came to a standstill. However, residual destruc-
tive energies from the aforementioned disaster dowly sat-
urated the lowest tomb levels. After many hundreds of
years, the fading energies eventually entered the older
tombs and awakened something from its undead sumber.

The presence cdls itsdf Born. With its ancient knowl-
edge of magic, Bornis dowly utilizing the thousands of
dead bodies resident in the surrounding tombs to create
an empire of the dead, over which it rules with abony fist.

8. Crypts

Like many other crypts down here, those shown on this
geomorph consst of unwieldy blocks of crumbling damp
rock that form long, narrow, arched corridors with smdl
crypts on either Sde at fairly evenintervals. A dick con-
densation coats most surfaces down here.

For the most part, these crypts condist of an acove with
a gone bier, on top of which resdes either an urn or a sar-
cophagus. If the crypt contains an urn (filled with the cre-
mated remains of the deceased), a small chest should st
nearby, holding the personal possessions of the departed.
When a stone sarcophagus is present, the name of the
deceased is often engraved upon its surface. Removing
the lid of the stone sarcophagus requires a great deal of
effort, but they often contain valuable trinkets or pre-
served persond items alongside the bones and dust of the
former owner.

8a. ThavidtheNamer

Thishier holds an urn and an iron chest. Theurnis
engraved with the words, "Thavid the Namer." The chest
is locked and trapped with type-N poison, and it contains
amagical lyrecdled, appropriately enough, Namer. The
instrument functions normally, but it dso dlowsthe
owner to cagt an identify gpell once per day.

8b. Sallia of Woodcliff

Thisbier holds Sdlias stone sarcophagus, which is
engraved with her name. Those who sk to pry open the
lidareinfor arude surprise. Opening the coffin releases a
puff of quiescent sporesinto the atmosphere in a 10-foot
radius. Everyone within the radius must make a success-
ful saving throw vs. poison or inhae a hearty portion of
the spores. After one turn, the spores sprout in the moist
lungs of the tomb raider. Each round theregfter, the victim
must make a successful Congtitution check or suffer 1
point of damage, continuing until he or she either receives
acure disease spdl or perishes.

Sadly, Sdlids crypt holds nothing but more quiescent
goores, likely to be stirred up by any energetic search.

8c. Naerold, the Unjustly Sain

The words "I'll get you dl!" are engraved into the sur-
face of the sarcophagus lying in thisbier. Considerable
effort (a successful Strength check with a-4 penalty) is
sufficient to removethelid, revealing adecayed, almost
oectrd body. The body is actualy an animate revenant
and has lain in this coffin for hundreds of years, awaiting
the chance to day those that killed it. Even though that
corruptjury islong dead, the long-mad revenant of
Naerold cares not. Killing tomb raiders provesjust as sat-
isfying as would revenge against those that truly ended
itslife. Besides the revenant, the stone coffin aso contains
some slver and gold jewelry (of an amount appropriate to
your campaign).

Naerold (Revenant): AC 10, MV 9; HD 8, hp 57, THACO
13 #AT 1 (stranglehold); Dmg 2d8 (every round); SA gaze
(save vs. spdl or be paralyzed with fright), severed parts
act independently; SD regenerate (3 hp/round), immune
to acid, gas, turning, holy water, and religious parapherna-
lia; SW fire (the only waysto destroy arevenant perma-
nently); SZ M (6'tdl); ML fanatic (20); Intavg (9); AL N;
XP3,000.

9. Pilfered Crypt

The stone door leading to this chamber lies splintered to
one sde. The chamber within has obvioudy been ran-
sacked. Gold engravings on the many columnsin the room
have been pried out, and the stone sarcophagus upon on a
daisin the center of the room has been smashed and vio-
lated. Only bone fragments and tatters of gold-embroi-
dered tapestries remain to indicate the dignity of the
person that was once interred here.

10. Oganom's Crypt

Here the great warrior-hero Oganom was interred after
his savage battle with the Wyrm of Vuum. Oganom tri-
umphed over the Wyrm, but was sadly dain in the feat.
Unlike room 2, this chamber retainsrich tapestriesinlaid
with gold thread showing Oganom as aliving man (4
tapestries each worth 30 gp) and gold inlay in the many
columns (worth atotal of 100 gp, but it takes 24 hoursto
pry it al loose). The sarcophagusitself remainsinviolate
upon the central dais. Oganom's name isinscribed in the
surface of the sarcophagus, along with the warning, "Dis
turb Not the Warrior."

Those who disregard this warning find a human-sized
skeleton within the sarcophagus, resplendent in black
chain mail and holding a two-handed sword that glows
with its own light. As soon asthe lid is opened, Oganom
stands and kindly warns would-be despoilers away unless
they wish to fedl the bite of its enchanted wegpon Thanatis.
Those that comply with Oganom'’s request are alowed to
leave in peace. Thosethat prove argumentative soon find
themsalves in melee with the animate skeletal lord.
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Oganom wears chain mail +2 and wields Thanatis, a two-
handed sword + 2. While Oganom possessthestatsof a
warrior skeleton (as described in the MONSTROUS MANUAL
tome), the creature does not possess the indicated circlet
of control associated with other undead of this type.

Oganom (Skeleton, Warrior): AC 0 (chain mail +2); MV
6, HD 9+2; hp 72, THACO 11 (9 with Thanatis); #AT 1;
Dmg 1d10 +2 (two-handed sword +2); SA fear (foes of
fewer than 5 HD automatically fleein terror), +3 bonusto
attack rolls, SD cannot be turned, magica weapon to hit;
MR 90%; SZ M (6' tall); ML champion (15); Int exception-
al (15); AL N; XP5,000.

11. Court of Born

In this vast underground chamber, Born has begun to
assemble its undead army. Thankfully, it hasbeen dis-
tracted by the lore contained in the dead book room (area
13), 0 only arelatively few creatures of unlife mill here
in adeathless frenzy.

Reanimated skeletons of those once buried in sur-
rounding chambers are the most prevalent undead within
the chamber. The skeletons number in the hundreds, so
the clatter of their movementsfills the room with a con-
stant death rattle. Currently, the skeletons are under
ordersto give way before any living intruders, then clos-
ing off the point of entry to alow the other threat within
the chamber a chance to deal with the intrusion.

Within this chamber is the growing population of
Born's faded children. The faded children are the horrible
offspring of Born's own undead condition (see 5). For dll
practical purposes, they share the shadowy appearance
and stats of a standard shadow (as described in the MON-
STROUS MANUAL tome), though the faded children were
actually seeded from Born. As such, they function as
imperfect "clones’ of Born, and follow its commands
davishly. Currently, the faded children monitor the hall
againgt any unwanted intrusion, recruiting additiona
shadows into Born's army with the help of the skeletons.
This adlows them to apply their unique draining touch
amog at leisure.

Skeleton (200): AC 7, MV 12, HD 1, hp5each; THACO
19 #AT 1, Dmg 1d6 (by weapon); SD half damagefrom
dashing and piercing weapons, immuneto al sleep,
charm, cold, fear, and hold spells, SW holy water (2d4); SZ
M (6'tal); ML N/A; Int non (0); AL N; XP 65 each.

Faded Child (10): AC 7, MV 12, HD 3+3; hp 19 each;
THACO 17; #AT 1, Dmg 1d4+l +specid (touch); SA touch
(drains 1d4+l hit points plus 1 point of Strength;
humanoids reduce to 0 Strength become Faded Children);
SD +1 or better magical weapon to hit, immuneto sleep,
charm, cold, fear and hold spdlls, never make morale
checks, cannot beturned; SZ M (6' tall); Int low (6); AL
CE; XP420each.
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12. What Rough Beast?

Through a mechanism not even completely understood
by Born, residual energiesfrom asurface magical disaster
(resulting from Aganon's fall, or something more appro-
priate to your campaign) energized its remains, resurrect-
ing it. Born does not remember what corporeal form it
once possessed, not even its name or gender. 1t knows
only its current form: a shadow that flickers between the
slhouette of ahumanoid figure and a davering, amor-
phous mass. Being completely new to the world, the crea-
ture christened itself Born.

Asyet, Born remains content with dowly engendering
its offspring by splitting off pieces of itself and nurturing
the fragments until they become full-fledged faded chil-
dren (described in area 11).

In addition to rearing its "young," Born has dso been
animating the long dead remains of the many Aganoni-
ansinterred nearby. When Born feelsit has amassed a
sufficiently large army of skeletons and faded children, it
plans on pushing to the surface thereby significantly
adding to its growing sphere of control. Already, Born
has sent afew faded children to nearby surface commu-
nities to discover future routes of conquest.

The spherical room in which Born resides is covered in
amostly flattened heap of debris and filth. Itiswithin
this squalor that Born comesto rest from its exertions of
learning and engendering, and can thus be found here
33% of thetime. If you choose, severd small treasures
and magical items gleaned from the surrounding tombs
may be mixed in with the pile; however, Born uses any
useful magical itemsit finds.

Born: AC 0; MV 14; HD 12+3; hp 99; THACO 8, #AT 1;
Dmg 5d4+3 (touch); SA touch (also drains 2d4 points of
Strength, humanoids reduced to 0 Strength become faded
children), animate (skeleton, 1/day), regenerate (1
hp/round); SD dimension door (to any location within 1
mile, 2/day), +3 or better magical weapon to hit, immune
to dleep, charm, cold, fear and hold spells, MR 65%; SZ M (6'
tall); ML steady (11); Int high (14); AL CE; XP 13,000.

13. Dead Book Room

Y ears of theft and pilfering among the tombs and
ruined libraries of ancient Aganonian mages have pro-
duced a passable library of some 100 volumes for Born's
private use. Mogt of the books deal with philosophies of
necromancy and esoteric knowledge that only awizard
would understand, and these sources are dowly expand-
ing Born's knowledge and power in the necromantic arts.
The books located herein each have avalue of 4d6+6 gp,
but any mage with aspirations towards necromancy
might aso find theinformation within extremely useful.
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Part Twelve: Underwater

If the reef giants and krakens presented in this section do not fit in your cam-
paign, feel free to treat them as mere space holders and insert a more appropriate
underwater race.

Beneath the Sea

Can any city compare to Stormport? Nestled at the seds edge, the city par-
takesin aferocious pearl trade through the efforts of the diver's guild, whichin
turn supplements the prizeswon from the Drowned City by the salvager's guild.
Furthermore, Stormport isflush with luxuriesonly aharbor city can bring:
nephelium orebrought overland by dwarvish caravan, rare Juludapdtsfromthe
barbarous nationsto the south, winter spices shipped from the northern Grim
Steppes, and enchanted toy's and wegpons shipped from Far Moran by even
gdleon. On occason, shipsfrom the Plunder Ides put in at Stormport, ferocious-
ly trading thefruit of thar ill-gotten gains for wine and debauchery.

Nearby, Giant'sAtoll hostsacommunity of reef giants. Only in Stormport
bazaars are reef giants seen trading their peculiar wares (seefood of dl types, e
teric equipment, and pearls), though sometimes competition for prime pearling
beds and salvegeterritory in the Drowned City sets of f deadly skirmishes. How-
ever, just when it ssemed that real hodtility wasimminent, evidence surfaced
concerning an evil underseaempire growing like ared tide.

Ixitxachital, marinetrolls, and agresater, secret power jeopardized both
groups dike. Tradewith distant nations fell, pearling beds were despoiled, and
dark threatsbegan to inhabit sections of the Drowned City mat were deemed safe
only months earlier; soon enough, relations between Stormport and Giant's Atall
resumed. Sill, many wonder if even thisdliance is enough to sop the watery
machinations of a menace bent on the complete domination of the sea.

Underwater Founding Geomorph

The underwater founding geomorph is actually alarge cross section of a "uni-
versa" coadta area, possibly attached to an idand or on the edge of a large conti-
nent. Basicaly, the numbered encounter areas below describe some broad
categories that may be associated with the interface between land and sea, as well
as the interactions between land-based and sea-going organisms.

1. TheLand

As mentioned above, this landmass can be either idand or continent, home to
either civilized nations or barbaric tribes of demihumans—whatever best suits
your scenario. Further, the climate might range from lush tropical to arid desert,
or anything in between. In harsher climates, inhabitants upon the land often
dependent on the sea for their food; till, almost any advanced civilization near
the sea takes advantage of its bounty of fish and other natural resources (possibly
encroaching upon the territories of sea-adapted races).

2. Fishing Community ‘

This generic community may be as small as avillage or aslarge as amajor port
city, depending upon the requirements of your campaign. This entry is purposely
vague 0 that you can insert acity of your liking here. If small, the utilization of
the surrounding waters for fishing and pearling is likely minimal, with only a
small fleet of primitive fishing craft on the shore. If larger, the impact on the sur-
rounding sea could be significant, especidly if the community engages a fleet of
trawlers, diving guilds, and salvage guilds.
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With acommunity of any size aso comes the opportu-
nity to trade with cultures from distant coasts and far
inland. Port cities serve as great cultural mixing pots, as
well asfantastic environmentsto make quick money. Of
course, wherever you can find money, you can find a cer-
tain crimina eement hoping to leach off the success of
the wedlthy. In a coastal community, this includes the
possibility of pirate raids.

3. River Mouth

Alarge river pours its gathered volume into the sea
here, creating a nutrient rich areawhere sealife is abun-
dant and fishing is always good. As such, fishermen from
the nearby community stake out water here whenever
possible

Sharks and other predators also feed where concentra-
tions of prey are naturally larger. Thus, these waters
could prove quite dangerous to the occasiond "man
overboard" and to any diversthat may attempt to pearl
in the rich bedslocated in the cord reef. Generally speak-
ing, every time a surface dweller entersthe water inthis
areg, there is a 35% chance that a group of 1d4 sharks
notices and dosesin for lunch. Additionaly, for every
turn divers remain in the water in this area, there is
another 20% chance that an additional 1d4 sharks
show up.

Sharks (2d20): AC 6, MV Sw 24; HD 7; hp 27 each;
THACO 13 #AT 1, Dmg3d4 (bite); SZ L (10' long); ML
avg (10); Intnon (0); AL N; XP420 each.

4. Drowned City

A forgotten cataclysm (or possibly just the steady
entropy of time) long ago drowned an ancient communi-
ty herein the salty depths. These ruins alone could quali-
fy as an extensve dungeon setting; divers, gleaners, and
deep-sea salvagers from the nearby fishing community
ma%/ periodicaly enter these watery spaces for fun and
profit.

Fed free to substitute a drowned ruin of your choice
here, or refer to the descriptions under the ruin/tomb
geomorph entries on page 56. It is a smple matter to sub-
ditute water for air, and add in arace of underwater crea-
tures (such as locathah or kua-toa). Inthe sameway, the
ruin/tomb focus geomorph could be incorporated in the
underwater setting, either as an air-filled, watertight area
as yet unbreached by the seg, or as drowned tombs where
the dead walk regardless of their watery surroundings.

5. Sea Caves

Natural caverns leading into water-drowned caves
open up randomly from sea floor and continental
shelves. The underwater geomorphs prove ideal for
building an extended series of drowned sea caves, as
aways, substitution of other geomorphs for sea caves
aso works quite well.
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Besides leading to extensive underwater dungeon set-
tings, exceptionally deep sea caves can dso bethelair of a
large, dangerous sea creature that likes having quick access
to the open sea. Those who venture too near such an open-
ing arelikely to draw forth the creature in question.

6. Reef Giant Community

These water giants maintain acommunity built half
above and haf below thewaves on acoral reef. Again,
the amount of possible material that could be presented
hereis quite large, and thus constraints of space dlow for
descriptions of only afew of the general features. If
desired, the castle geomorphs could easily be substituted
for the portion of the reef giant community that is above
water, making adaptationsfor scae and inhabitants.

The sections of the reef giant community that lie
beow the water line primarily contain fish hatcheries
and pearl gardens. Within the fish hatcheries, popula
tions of fish are kept to supply the giants with both food
and natural byproducts for economic use. The pearl gar-
dens provide the giants with a currency that they can
use within their own community, as well as with other
sea and land races.

The proximity of the fishing community inarea2 pro-
vides the possibility of interaction between two races,
which might be amicable or warlike, depending on what
situation best fits your adventure.

Reef Giant: AC 0 (-4 when wearing noble armor); MV
15 Sw 12, HD 18 hp 72 each; THACO 5, #AT 1, Dmg

" 1d10 or 2d10+10 (giant trident); SA throw boulders (350

yards abovewater, inflicts 3dl O points of damage),
whirlpool (spinning in place in the water causes dl crea
tures within 10 yards to make Strength check, success
indicating 2d8 points of damage, failureindicating an
additional 2d10 points of battering and drowning dam-
age); SD immune to water-based attacks; SZ H (16 ' tall);
ML fanatic (17); Intvery (12); AL NG; X P 13,000 each.

Underwater Focus Geomorph

The underwater focus geomorph obvioudy existsfar
below the surface of alarge lake, seg, or ocean. Thisgeo-
morph encompasses a drowned ruin that now serves as
the seat of an evil kraken's watery empire. As ever, you
are freeto use dl some, or none of the particulars of the
following encounter areas, skewing the story in away
that best suits your own campaign.

7. The Approach

Ancient salt-rimed columns announce the presence of a
prehistoric sunken city mostly destroyed in an unknown
cataclysm. The portionthat remains here, offering
entrance to a portion of still serviceable chambers and
the sea caves beyond, has been chosen by a kraken to
sarve asits base of operations.
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In the outer open seq, the monstrous kraken controls a
large region of the underwater world, an evil marine
empire consisting of many disparate underwater races,
including both the ixitxatchitl and many large tribes of
marinetrolls. The only thing keeping the bounds of the
kraken's empire in check are the reef giants described in
the founding geomorph (or some other powerful under-
water race, if you are not using that geomorph), who just
happen to claim alarge portion of the remaining territory.
Thus, aterritorial war of extreme volatility is shaping up.

Guarding this final entry to the kraken's seat of power
are six saltwater trolls (also called marine scrags). These
trolls are vicious fighters, able to put down most assaults
by themselves. Even those threats they cannot handle are
taken care of by the eight kraken tentacles (described
under the "Squid, Giant" entry in the MONSTROUS MANU-
AL tome) that extend from the next room and lie along the
floor. When quiescent, the tentacles look dmost like
ridges along the floor and may be overlooked by
invaders, at least until they rise up to aid thetrolls. At its
discretion, the kraken may drag constricted invaders
through the portal into the next room, where it can feed
onthevictimwithitsbeak inleisure. See area 8 for com-
plete stats on the kraken.

Asif thetrolls and tentacles are not enough, any con-

flict that lasts for Ionger than four rounds brings |d4+4

IR \\\\\\

il 'Qi» ""fl gw"‘f‘uuﬂ’*\gm mu'-"ﬂrq“
' 9; Qs% ‘ \\) » :

A L7 (CEN
A \“&\\\\\\\\\\\ m\\\\\\\\\\\\\\\‘\\\“\

ixitxatchitl from area 9 to aid in the defense of the ruin.
Theixitxachitl arrive after 1d4 additional rounds (beyond
theinitial four).

Saltwater Troll (6): AC2;, MV 3, Sw 12, HD 6+12; hp 44
each; THACO 13 #AT 3, Dmg |1d4/1d4/1d8+8
(claw/claw/bite); SA severed limbs act independently;
SD regenerate (3 hp/round in saltwater); SW acid, fire;
SZ L (10'tal); ML champion (16); Intlow (6); AL CE; XP
1,400 each.

8. Bed of Contention

Sprawled though most of this secret, sunken hall isthe
bloated body of the kraken, the ruler of this undersea
kingdom. Most of its subjects never realize that akraken
rules them, and of those that do, even fewer dare to come
for apersonal interview.

Thekraken hasno given name. Toitsminions, itis
known as Master. To those few in the outer seas that
know of its existence, it is simply the Kraken. Deep
down, however, the kraken fancies the name Bob.

The kraken desires to one day rule the entire sea bot-

tom. Its best weapon is its secret existence, o it uses

other races and powerful beings as puppetsto further its
own designs. Just now, its designs of expanson remain

thwarted by the powerful reef giants, so it pondersfor
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many hours each day on designs of murder and death for
the recalcitrant giants.

The kraken savagely attemptsto day any foreign entity
or group that comes upon it unannounced hereinitsfina
sanctum. In any such struggle, dl remaining ixitxachitl (in
aea9) and thetralls (inroom 5) cometo the kraken'said
after 104 rounds.

Although the kraken has no persond usefor treasure and
paltry magicd items, it doesfind the accumulation of trea-
surevery useful in advancing its desgns. Thus, thosewho
search through the debrisin therear of thishall likely find
the kraken'shoard. The hoard islarge, sorinkled with afew
moderate magicd items (as gppropriate to your campaign).

Squid, Kraken: AC5/0; MV Sw 3, Jet 21; HD 20; hp 150,
THACOS; #AT 9 (barbed tentacle x 2/tentacle x 6/beak);
Dmg 3d6 (x 2)/2d6 (x 6)/7d4; SA condtrict, Spdls, SD poi-
sonousink, not affected by conch horn of tritons, SZ G (110
long); ML fanatic (18); Int genius(20); AL NE; X P14,000.

Notes The kraken's barbed tentacles do not condtrict, but the 6 nor-
“‘mal tentacles congtrict victims (in additional to causing norma dam-
age) for 3d6 points of damage for every round thereafter until the
victim breaks free. A humanoid may have one arm (01-25% | eft or
26-50% right) no arms (51-75%) or both arms (75-100%) pinned. While
held, no spdlls can be cast. The victim may attack the tentacleswith a
-3 pendty if onearm is congtricted or with a-1 pendlty if no arms are
held. Severing atentacle requires 18 points of damage (AC 5).

If four or more tentacles are severed, the kraken may squirt an 80
high by 80 wideby 120 long cloud of poisonousink. Those within the
cloud receive 2d4 points of damage each round. The doud dissipatesin
1d4+1 rounds.

If desired, the kraken can create airy water in a sphere 120 yards
acrossor inahemisphere 240 yardsacross.

Sells (L/round, at will): fariefire (for up to 8 hours), con-
trol temperature (in a40-yard radius continuoudy), control
winds (1/day), weather summoning (1/day), and animal sum-
moning I11 (fish only, 3/day).

9. Cloister

A cloiger of ixitxachitl priests resdes in the sandy con-
fines of thisdrowned cavern. Theixitxachitl servethewill
of their evil deity (as appropriate your campaign), who in
turn beievesthat its sphere of influence is best served by
ading the kraken in expanding its underwater realm.

Though theixitxachitl are now servants of the kraken, the
monsgter treats them much better than common daves or
even the scrags, astheir priestly magic and indght isavau-
able ast to the kraken's plans.

Normadly, the daily routine of theixitxachitl mvolves
long daily meditations, interrupted by two or more "plan-

ning sessons’ with the kraken inits chamber. Inthese ses -

sons, the kraken and ixitxachitl form their long-range plans
and organize gpecid missons of spying and hostage gath-
ering. If time dlows, theixitxachitl are aso dlowed out into
the outer sea caves to hunt and oversee defenses. If any
invading force penetrates to this chamber, they normaly
find 1d10+10ixitxachitl located here (unless some have
aready moved to defend the kraken), ready to destroy
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brash intruders with their vicious bites and spels.

Theixitxachitl located herelikely possessasmdl hoard of
treasure buried in the sand, but it is only aquarter of what
they would normally have (treesuretype P, R, S). Thisis
because the kraken demands the maj ority of booty gleaned
fromixitxachitl activitiesfor its own hoard in order to more
quickly foster the growth of itsempire.

Ixitxachitl, C5 (1d10+10): AC6; MV Sw 12, HD 5+5; hp
33each; THACO 15 #AT 1, Dmg 3d4 (hite); SA spdls SZM
(6 fingpan); ML dite(13); Inthigh (14); AL CE; XP650 each.

Spells: 1¢—cause light wounds, command, causefear; 2nd—
charm person or mammal, enthrall, hold person;
3rd—bestow curse.

10. Prison

The six chamberslocated immediately off thishallway
serve asthe kraken's prison (and sometimeslarder). The
kraken keeps some of the chambersimbued with abreeth-
able atmosphereto keep surface dwdlersdive Thethree
circular air-filled areas shown on the map each hold 1d4
waterlogged humans (of levels and ability appropriate to
your campaign; otherwisetreat dl such captives as O-levd).

The three square chambers are used to hold captive
water-breathers. Currently one of the chambers holds areef
giant captured in arecent foray. The giant iskept drugged
with ixitxachitl poison so that it remains subdued Reef
giant stats appear on page 62.

There are dso three ixitxachitl jailers present in the hall-
way at adl times. Thejailers stats are identica with the
ixitxachitl statsprinted in area 9.

11. Aspirations

Withinthis dark lair of de and oily water is one of the
kraken's secret wegpons. As agift, the evil deity that the
kraken sarves (the same one to which the ixitxachitl are
devoted) gave it agreater vampiric ixitxachitl. As described
below, this creature possesses more vampiric powersthanis
normd for creatures of thistype.

Thishuge creature floats freely in the center of thisterri-
ble cavern where light never penetrates (due to two perma
nentdarkness15' radiusspdlscenteredhere). Whencaled
upon by the kraken, the greater vampiric ixitxachitl moves
suddenly, like an evil dream, fulfilling whatever request the
kraken asks of the undead mongter. Otherwise, this creature
does not normally stir from its deep, unlessignorant
explorersdisturb it, inwhich case it defendsitslair with
deadly intent.

Greater Vampiric Ixitxachitl, Lesser Scion: AC 6; MV Sw
12, HD 10+10; hp 79; THACO 11, #AT 1, Dmg 604 (bite); SA
energy drain (bite drains 2 experience levels), regenerate (3
hp/round), +1 or better magica weapon to hit, transform
into acurrent of icy cod water (MV Sw 24); MR 35%6, SZ H
(20 fingpan); ML dite (13); Int high (14); AL CE; X P8,000.
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ou are probably wondering: Is this guidebook for me? In a word—yes! Dungeon

Builder’s Guidebook assembles tried-and-true dungeon building advice, approaches,
and tactics gathered over many years. The suggestions and samples in this book are an
invaluable resource for initiating and fleshing out the ruins, mines, caverns, and tombs
of your imagination.

What if you already design all your own dungeons? Though the advice and tips in
here may be old news to you, even the most experienced Dungeon Master is sometimes
strapped for time or inspiration. Dungeon Builder’s Guidebook is perfect for generating the
dungeon hook you need at a moment’s notice, the goblin warren the PCs accidentally
stumble upon, or the pocket dimension you did not get a chance to detail.

Dungeon Builder’s Guidebook contains the following features:
* Basic pointers and advice on building dungeons. ‘
* Permutations that provide ways to “twist” your dungeon in exciting ways.

» Six distinct dungeon types, each accompanied by property and encounter tables to
help you flesh out your dungeon.

* A collection of 78 geomorphs that you can photocopy, trace, or freehand onto your
own maps.

* The Trap Architect, a detailed process for generating lethal traps.

* The Autodungeon Engine, a series of tables that allow you to create a dungeon by
attaching random geomorphs together, forming a unique dungeon each time.

Dungeon Builders Guidebook follows and complements World Builder’s Guidebook,
focusing on specific sites rather than global design.

The tools are now yours.

What are you going to build?
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