
Creating dungeons within 10 minutes 
Randomized by Johnny Bremer 

 

Are you having trouble designing interesting dungeons? Are you sick of using several hours trying to figure out 

where the passages of the dungeon should be? Are you beating yourself for being unprepared for your next 

adventure? Well don’t tear your hair out in anguish, your problem might have been solved.  

 

These tables below should enable you to create dungeons like you have never seen them before. They will create the 

dungeon of heaven or hell, it all depends upon what the dices tell you.  

 

Before you start rolling your dungeon there are a few things you should know. First, the term a "section" refers to 

something 10 feet long. Secondly, use gridpaper and let one square be 10 feet long,. Third, behind each door there is 

always a room. Fourth, when the tables says either door, trap, monsters, or something else that don’t seem to have a 

determined location you have to decide for your self (tough, isn’t it?).  

 

If you somehow get the result that a 3 section passage is to run directly through a 2x2 room, then just remember that 

dungeon passages somehow never are straight and in level. Just note that this passage is either going up or down and 

thereby placing it either above or below the room.  

 

Note that it would be a good idea to follow this order when rolling your dungeon:  

 

1. Passage Length 

2. Passage Appearance 

3. Passage Features 

4. Passage End 

 

If a result is made on the Passage Features table, then continue rolling on the table suggested and when finished 

return to step number 4. At the end of step 4 you return to step 1. There will appear situations where there is more 

than one lead to follow, but if you stick to one loose end and complete it first it should not be a problem.  

 

Passage Length:  

2-5 One section 

6-9 Two sections 

10-12 Tree sections 

 

Passage Appearance:  

2-7 Damp 

8-10 Dry 

11-12 Water filled 

 

Passage Features:  

2-3 Encounters 

4-8 Nothing 

9-11 Door 

12 Trap 

Passage End:  

2-4 Left turn 

5-7 Right turn 

8-9 T-section 

10 Dead End 

11 Stairs down 

12 Stairs up 

 

Encounters:  

2-4 Other adventures who are friendly 

5-6 Other adventures who are hostile 

7-9 Dungeon related creatures (rats, bats, etc.) 

10-12 Dungeon monsters 

 



Trap:  

2-7 Minor hazard, max. 1d6 damage 

8-9 Major hazard, about 2d6 damage 

10-11 Lethal hazard, min. 3d6 damage 

12 Death trap, min. 5d10 damage 

 

Room Size:  

2-3 1x1 sections 

4-5 2x2 sections 

6 3x3 sections 

7-8 1x2 sections 

9-10 1x3 sections 

11-12 2x3 sections 

 

Room Feature:  

2-5 Nothing 

7-8 Door 

9-10 Hidden Treasure 

11-12 Secret door 

 

Hidden Treasure:  

2-9 Coinage (use DM-Guide) 

10-11 Art object (use DM-Guide) 

12 Magic item (use DM-Guide) 

 

If it all went well, your should now be holding your new dungeon, ready to be played in and it didn’t take you all 

night to prepare, what a relief… 

 


