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To my students, who teach me every day.






Introduction

Inky darkness stretches before you—those with darkvision see a pathway leading far into the depths of the earth. The stone of the archway above you is etched with ancient and unintelligible runes. Warm wind—like a deep, monstrous breath—wafts forth, and the sound of distant clanking can be heard. You are likely to be eaten by a monster. Beware, foolish mortal …

… and WELCOME to the DUNGEON!

Your adventure has only just begun! This book is your key to the dungeons, crypts, and other ancient sites that fill the worlds of tabletop role-playing games (TTRPG) like Dungeons & Dragons. Every dungeon needs explorers and adventurers to delve into its depths, slay the monsters, and grab the loot. But behind every great dungeon is a great Game Master (GM), the designer and mastermind of the whole experience. It’s up to the Game Master to decide what is around every corner, behind every door, and guarding every chest of treasure.

If you’ve ever been a Game Master, then you know it takes hard work and creativity. Tabletop role-playing games are fun to play, and running them as the Game Master and storyteller can be even more rewarding! But running these games can come with a lot of hats to wear—and that’s before you even start to talk about creating unique locations and challenges to fill your game world! Dungeon crawls in particular can sometimes feel boring or repetitive if they aren’t regularly injected with new elements or inspiration. Especially for newer GMs, designing your own dungeons can be a complicated and intimidating prospect.

One solution is reading established published adventures and studying famous dungeons from the past—both real and fantastic. These can give amazing ideas and exciting inspiration for how to create your own dungeons. But what if you had all those ideas at your fingertips?

This book of random tables gives you access to the best ideas that dungeons have to offer, all in one place. It’s hard to imagine every possibility that could occur to adventurers exploring vast and intricate underground complexes—and now you don’t have to! If you are searching for inspiration and new ideas, or simply trying to break away from the usual elements of your dungeon designs, then look no further than this book!


Random Dungeons

Inserting randomly generated content can be one of the most fun ways to approach Game Mastering. Random dungeons can be an excellent way to learn about how to Game Master, experience and explore the full catalog of dungeon possibilities, and find out what sort of dungeon elements you and your players like to run and play.

Generating dungeons with random dice rolls creates chaos, which can be a welcome delight in any adventure. It helps both experienced Game Masters and their veteran players break out of ruts, even the ones you might not notice. If you’ve never tried it before, it can be a fun experiment to run a whole session of dungeon crawling on the fly, improvising by randomly generating the content as you go. Experienced players will often be entertained just by knowing that the Game Master plans to use random content! Telling them the idea ahead of time allows players to get in on the fun, anticipating that whatever might be around the next corner will be just as surprising to the Game Master as it is to them.

Of course, it may be that you need a dungeon, and you need it now. It can happen to the best of Game Masters! Maybe you are pressed for time and didn’t get the chance to plan; the players are here, it’s game time, and you don’t have an adventure ready. Maybe you did plan a particular idea for the session, but the players are uninterested or are just looking for a classic dungeon crawl instead. There’s nothing wrong with giving the players what they want, and with this book, you always have a dungeon up your sleeve!

Or, it could be that you have time to plan, but you want inspiration. Dungeons can risk feeling like cookie-cutter clones without distinctive and unique details to set them apart. The tables in this book are filled with all manner of ideas that you may not yet have explored in the dungeons you’ve designed for your adventuring parties. You don’t need to imagine everything yourself! This book will help shake things up at your table and lead players to new and unexpected themes, encounters, and other surprises.


How to Use This Book

To use this book, you will need your trusty dice sets on hand. When you wish to use one of the tables, roll the appropriate die indicated by the table, be it a d4, d6, d8, d10, d12, d20, or d100; then, find the result that corresponds to the number you rolled. Some tables will ask you to apply a modifier to the roll according to certain details about your dungeon. Those details will need to be established before rolling.

Let one roll inform the next in an unfolding story. Sometimes results that seem contradictory are interesting opportunities, but other times an incompatible result (such as an ice door in a lava-filled room) simply doesn’t make sense and can be re-rolled or reinterpreted. You can stretch your imagination to make some surprising ideas work together; for example, if a dungeon built by a flying race has a surprising quantity of pits, this might indicate that they felt threatened by nearby land-dwellers. A villain whose bedroom randomly contains a statue of their greatest fear might seem silly but makes for a juicy narrative, and finding the story that the results generate for you can often be half the fun!

Often when you are building a dungeon, you may have some details that are already established, such as the location of the dungeon or the villain who inhabits it. Feel free to choose some details and roll others. This often makes for the most interesting dungeons! These tables will serve you well when filling in the blanks in a dungeon that might already be 10, 50, or 90 percent complete. Jump around and use the tables where they seem necessary; start and stop generating content as you see fit.

Even if you don’t have so much as the seed of an idea for your dungeon or if you’re generating one now in the middle of your game, you can still use these tables to generate an entire dungeon from scratch. To do so, follow these instructions:

First, you need the basic details, found in part 1, “Dungeon Essentials.” The tables there will help you generate the core dungeon type (page 14), current status (page 16), and location (page 31) of the dungeon, as well as its original builders (page 27) and any rumors (page 19) surrounding it. These details will be the basis to anchor all of the rest of the dungeon.

Once the essentials are locked in, a great place to start is at the entrance to your dungeon, working your way inward. Generate the dungeon facade (page 48) as well as any secret entrances (page 55) or entrance defenses (page 52) that might come into play.

Details like lighting (page 35), temperature (page 37), air quality (page 38), water sources (page 41), food sources (page 42), noises (page 44), and odors (page 47) can be generated for the dungeon in its entirety and can serve as some of its defining characteristics. You can then move on to part 2, “Rooms & Halls,” to procedurally generate the rooms (page 57) and connections (page 97) of your dungeon, generating additional details for each dungeon space as you move through the sub-tables. Or, you could start with the rooms and connections, then afterward outfit each space (or certain parts of the dungeon) with unique lighting, temperature, or noises to help distinguish them as the party moves through their expedition.

Finally, part 3, “Doors & Barriers,” offers a variety of doors (page 110), locks (page 121), and other sealing methods to impede parties trying to make their way through your dungeon. It is recommended that you place these wherever the dungeon builders or current inhabitants would value security or privacy. Sprinkle them liberally around areas with a high concentration of enemies or treasure.

And there you have it—a fully detailed dungeon space for your questing heroes to conquer. Let your imagination be the torch that lights the way. Good luck, and good gaming!
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Dungeon Essentials








Dungeon Types (d10)


Each dungeon is a unique adventuring prospect, a one-of-a-kind location that was likely built for a specific purpose. As such, it can be difficult to neatly classify the diverse array of dungeons that might populate your campaign—but there are some rough categories. Roll on this table to generate a dungeon type in which you can set your next adventure. Your dungeon type will be used again for future rolls in this book.



	Type

	Description




	1: Barrow

	Located below the surface of a cairn, mound, hill, or mountain, this dungeon with primarily earthen ruins is where ancient rulers and warriors would be laid to rest.




	2: Fortress

	With fortified walls and defenses, this dungeon is designed to allow an armed population to live, guard, and secure the location against other armies.




	3: Home

	This dungeon serves as the domestic home for a particular individual or villain, reflecting the personality of the owner.




	4: Lair

	This dungeon serves as the base or headquarters for a particular villain, group, or force, reflecting the aesthetics and culture of the occupants.




	5: Maze

	A winding, complex network of tunnels and passages is designed to confuse, challenge, or kill those who would try to reach the end of this dungeon.




	6: Mine

	The inhabitants of this dungeon work (or previously worked) in its rough, winding tunnels and unfinished portions to mine ore and other resources from the earth.




	7: Prison

	With complex and inhospitable tunnels, this dungeon is designed to contain prisoners, a particular kind of prisoner, or one prisoner in particular, keeping them securely locked away from the rest of the world.




	8: Temple

	With accommodations for the worship of certain gods, deities, or other entities, this dungeon likely reflects the general or unique aesthetic of the entity in question.




	9: Tomb

	A particularly important individual, or a large population, has been laid to rest in the crypts and graves of this dungeon, which is distinguished by primarily stone ruins.




	10: Vault

	Designed to contain valuables, a particular kind of valuable, or one treasure in particular, this dungeon keeps its contents warded, guarded, and secured.
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Current Status (d12)


Any dungeon worthy of an adventure has probably acquired a rich and colorful history since its construction. It may have traded hands, suffered the effects of time, or been converted for a new purpose depending on whether the original builders are still around to maintain it. The residents of the surrounding region might not know the dungeon’s status, and adventurers may need to seek it out or hope for the best. Roll on this table to generate the current status and condition of your dungeon.



	Status

	Description




	1: Ascendant

	Not only is this dungeon intact and inhabited, it is also thriving and growing in size, population, and influence. The rising power of the dungeon makes it a threat and keeps would-be heroes from venturing closer.




	2: Destroyed

	This dungeon has been absolutely wiped off the map by some major cataclysm. Somehow, against all odds, portions of the original structure have survived and may still be explored.




	3: Fortified

	This dungeon has been occupied and fortified either by its original inhabitants or by new occupants. More individuals may be living in the dungeon than was intended by the original builders, and additional defenses may have been added to protect the fortifying forces.




	4: Long Lost

	This dungeon has disappeared from records and common knowledge, or at least its location has. Even knowledge about how to find this locale would be valuable to the right interested parties.




	5: Natural Space

	This dungeon is a natural area consisting of a geological formation. It was not fashioned with conscious intention, but has now been outfitted with a purpose by its current occupants.




	6: Occupied by Original Builders

	This dungeon is still occupied by its original builders (see page 27), though it may have traded hands with other factions in the past. These builders constructed the dungeon for a particular purpose and likely still seek to complete that objective.




	7: Partly Conquered

	This dungeon has been partly conquered by an army or powerful faction that has a large quantity (if not high quality) of soldiers to aid in their conquest. They are likely hostile to the party, but also to other, older inhabitants of the dungeon.




	8: Partly Explored

	This dungeon has been partly surveyed, looted, or otherwise explored by another faction besides the party. It may be a rival adventuring group or guild, or some other good or evil faction. This may make the dungeon more or less dangerous.




	9: Rebuilt

	This dungeon fell into ruin long ago, and locals likely assume it to be still abandoned. However, recently it has undergone rebuilding and renovation efforts, which may have been carried out secretly. The rebuilders might be the original dungeon inhabitants or new occupants who believe themselves to be carrying on their legacy.




	10: Ruined

	This dungeon has fallen into ruin, and large portions of it are collapsed or otherwise damaged. It is likely unable to fulfill its originally intended function but can perhaps still serve a portion of that purpose for its current occupants.




	11: Sealed

	This dungeon has been permanently sealed to prevent access by outside intruders, or perhaps to seal away something even more terrible. There may be other, unknown ways into and out of the dungeon, or perhaps the seals have weakened or can be overcome by the right individual, magic, or key.




	12: Supposedly Abandoned

	This dungeon was abandoned by its original occupants sometime in the more recent past, but by now may have drawn the attention of other occupants. Few have any reason to venture toward it, making it a convenient and likely lair for new inhabitants and creatures.
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Rumors (d100)


Dungeons are often mysterious locations, and many become the center of at least one rumor about their nature, origins, or what lies beyond their entrance. The rumor may or may not be true and is more likely than not a misinterpreted or partially understood truth. Rumors of a dungeon of sufficient age may have faded into the legends and ancient myths of the surrounding region. Roll on this table to generate one or more unique rumors about your dungeon.



	Rumor

	Description




	1–3: Armed Presence

	This dungeon is rumored to house an army of unknown (but likely surprisingly large) size that has been growing there for years with the intention of being unleashed upon the surrounding region soon. The army will likely disperse if their leader, objective, or strength is somehow compromised.




	4–6: Bandit Presence

	Rumor has it that this dungeon is home to inhabitants who rob and steal from the locals of the nearby regions and those who travel through their territory. This behavior has drawn the attention of many locals and other outside forces who are unhappy with the impact the bandits have had on their way of life.




	7–8: Beset by Treachery

	Treacherous individuals are said to hide within the ranks of this dungeon’s inhabitants. The inhabitants themselves likely know about the problem, or it is a secret only known among outsiders to the dungeon. These traitors may feed information to the party or otherwise aid them on their adventure, if the party comes prepared to work with them.




	9–10: Cult Rituals

	A church, magical group, or cult may be using this dungeon as the site of their rituals—either for its convenience or because its specific function, nature, and/or location have proven conducive to their magic.




	11: Dark Trade

	This dungeon is rumored to be the source of a particular kind of illegal, distasteful, or monstrous resource that is being traded with local criminals and black marketeers. This resource or at least maintaining its trade, is likely useful to the dungeon inhabitants, as well as other criminal and noncriminal outside factions.




	12–14: Deadly Presence

	A predator, magical energy, or monstrous force has a reputation for causing the death of locals and possibly even daring adventurers who have ventured close to this dungeon. Signs of these deaths have confirmed the dungeon as the source of the presence, but perhaps not its true nature.




	15: Divine Presence

	A deity or other godlike being likely resides in a special chamber or at the heart of this dungeon’s structure. The being might be a demigod, a newborn or dying god, a newly created god, or a mortal transitioning into a god, but even a weakened god is still capable of immense power and likely has an influence over the nearby region.




	16: Draconic Presence

	This dungeon is rumored to be the home or lair of a particularly famous or powerful dragon. The dragon may be ancient and legendary; most locals believe it to be dead, but whether or not it still lives in some form is unclear.




	17–18: Enemy Presence

	Individuals or forces who have somehow garnered the personal enmity of particular powerful, well-connected, or authoritative figures in the local region are believed to have taken residence here. The rewards offered to adventurers willing to explore the dungeon are notably higher than would be expected and can likely be negotiated even higher. However, it may not be clear who the real villain is: the one in the dungeon, or the one condemning them as an enemy.




	19: Ghostly Presence

	A particularly famous or powerful ghost is said to haunt this dungeon. Their presence likely manifests in particular locations at particular times outside of the dungeon, but it is clear that the dungeon is the source of the haunting, as well as whatever unfinished business may plague them.
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	Rumor

	Description




	20: Great Library

	This dungeon is rumored to contain a large collection of ancient, valuable, and perhaps even lost books and tomes. The rumors hint at any quirks the collection of books may possess.




	21–22: Great Loot

	Fortune-hunters and treasure-seekers are drawn to a large quantity of a particular kind of loot that this dungeon is said to contain. Rumors may hint at any quirks the treasure may possess.




	23: Great Lore

	A particular secret or piece of lore associated with this dungeon attracts the attention of scholars and mystics. The rumors may hint at any prices or dangers associated with learning the lore.




	24–25: Great Magic

	This dungeon is rumored to contain either a magical construct or apparatus, or the remains of a great ritual or spellcasting wrought here at an earlier time in history. This magic has probably caused sustained supernatural effects around and throughout the area of the dungeon.




	26: Great Prison

	Rumors speak of a vast prison with many different types of prisoners in this dungeon. The rumors likely discuss the quality and conditions of the prison, as well as any particular quirks it may have (see page 94).




	27–29: Great Prize

	A particularly impressive prize associated with this dungeon attracts the attention of fortune-hunters and treasure-seekers. The rumors may hint at any quirks the treasure may possess.




	30–31: Great Treasure

	The prospect of myriad prizes and loot attracts the attention of fortune-hunters and treasure-seekers to this dungeon. Rumors hint at any quirks the treasure may possess.
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