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INTRODUCTION
Alex Schroeder

Another year has passed and the time has come for the One Page Dungeon Contest. And what a 
year it has been. My campaigns are full of contest entries from previous years. Towers for sages, 
abandoned homes for wizards, tombs that have been disturbed, troll lairs, rumors of 
necromancer kings – all of these things and more got added to my campaign because it was so 
incredibly easy for me to do.

I hope you find adding contest entries to your campaigns just as easy!

Thank you all for contributing!

− Alex Schroeder
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THE JUDGES
Adrian recently moved back to the United States, joined a new group, and now plays in two 
games, one set in Eberron and the other in Athas. His system of choice is D&D 4E. You can find 
his blog on food, academia and hiking here: http://occamskatana.blogspot.com/

Alex lives in Switzerland and currently plays eleven sessions per month distributed over six 
campaigns using D&D 3.5, Pathfinder RPG, Burning Wheel and Labyrinth Lord. You can find his 
blog here: http://emacswiki.org/alex/RPG

Jeffrey has been a Dungeon Master and player in the old school tradition since around 1979. You 
can find his new blog that concerns the old school here: 
http://hobbitualoffenders.blogspot.com/

Ken lives in Australia and runs a game of D&D 4E every Wednesday night and looks forward to 
it every week. You can follow him on Twitter here: http://twitter.com/lawnikky

Shane is dedicated to the exploration of Sword & Sorcery gaming and how it can be combined 
with the Cthulhu Mythos, to form a genre he has dubbed Sword & Sanity. He blogs about it 
here: http://swordandsanity.blogspot.com/
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MY THOUGHTS
Adrian Shieh

When Alex put out the call for judges for this year's One Page Dungeon contest, I decided to 
throw my hat into the ring. For the last eight years or so, since I started to more regularly DM, 
I've had an interest in adventure design, and the one page dungeon format was very intriguing 
to me from a game mastering perspective. I thought I had the critical skills to effectively 
evaluate the entries, but I also hoped to learn something about DMing in the process. And since 
Alex generously welcomed me into his gaming circle while I was living in Switzerland, I 
definitely owe the guy a few :)

My approach (which I learned was quite different than some of my fellow judges) was to read 
each entry and ask a simple question: would I be able to run a great session using this one page 
dungeon? I had briefly considered using some sort of rubric, defining important categories and 
giving each entry a score. This, in my mind, would be a very reasonable and effective way to 
judge the entries (and in fact was what some of the other judges did), but in the end I opted for a 
more holistic approach. The reason, though I did not articulate it as such at the time, was 
because of the varied experiences I have enjoyed as a player. I have been fortunate to have a 
number of DMs who have run great games, and each had different strengths and different 
styles. I realized that trying to categorize and quantify the essential elements of a good one page 
dungeon would, for me personally, be a fool's errand. Why? Because a session (and the dungeon 
used as its basis) could succeed in so many different ways, in my experience. If the entry was 
something I thought would make a great session, I would recognize it instantly; if I thought the 
entry had glaring flaws, they would jump out at me. So what I decided to do was to read through 
the entries once, taking notes on my initial impressions; then, after some time had passed, I 
returned to my notes, and did some follow-up. In some cases, my initial impressions were 
reinforced; in other cases, I discovered nuances in a particular one page dungeon that pushed it 
up or down the rankings; but in no case did my first impression fail me. I found this rea�rming, 
because (I thought) it showed me that my holistic approach was working for me.

This approach resulted in a diverse selection of nominees. Several of my favorites had a very 
strong hook that grabbed my attention and drew me in – in this way, I knew immediately that, 
as a DM, I could run a great session with this one page in my hands. That hook could be 
fantastic map art that helped me visualize the setting (after all, a picture is worth a thousand 
words, right?), such as the Hallways of Thime, or an evocative theme that spoke to me, like The 
Belly of the Beast (I am a bioengineer by training, so I was a sucker for the anatomy and 
physiology theme). In some cases, this very strong hook could, in my mind, outweigh other 
deficiencies the entry might have, though in most cases major flaws remained deal breakers. At 
the other end of the spectrum were entries that I thought lacked that one knockout hook or 
feature, but were so solidly built in nearly all respects that the session would practically run 
itself, because the designer had packed so much gaming value into such a succinct description. 
The Bastion of the Boglings seemed unremarkable to me – except that it had a beautiful non-
linear map ripe for exploration, a succinct adventure seed, an old-school blue dungeon map, an 
interesting monster ecology/culture, and this beautiful line in the description of room #26: 
"...includes a book...that contains everything a player would need to reconstitute the faith [of a 

5



forgotten god]". That line alone would be enough to spawn an entire campaign arc!So while it 
was not flashy, it had a tremendous amount of substance.

Now that I am reflecting on the judging process, I can begin to see three very simple themes 
emerging in what I liked – good presentation, interesting details, and innovative ideas.  One of 
these alone was not enough to earn a nomination from me, but strength in two was certainly 
su�cient. Ultimately, though, if the one page dungeon got me excited and immediately had me 
thinking of adventure seeds, or how I would run it, or how I would fit it into a current or 
ongoing campaign, then it clearly was a success. I was immensely impressed with the entries – 
fitting so much RPG value onto one page is something I have never been able to do.  And the 
entire experience reinforced in me how many different ways there are to run a fun, engrossing, 
and successful gaming session.
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TOO WORDY
Geoffrey McKinney

Most modules are too wordy.

In my experience, modules tend to be more trouble than they are worth. One of the reasons for 
modules is to save the referee's time, but if the referee has to spend hours studying a module, 
what's the point? He could have spent those hours designing his own dungeons for free.

The so-wordy-that-it-needs-to-be-studied module has been the norm since TSR started 
publishing in 1978 what has come to be the “standard” module format of prolix descriptions and 
ever-increasing page counts. Fortunately, though, a different path of historical development 
goes all the way back to the beginnings of the hobby:

1970-1971: Dave Arneson designed the very first dungeon. The ten levels of the Blackmoor 
Dungeons (published in Judges Guild’s The First Fantasy Campaign) consist of fewer than 5 
pages of text, and the maps are printed on 6 pages. Thus, this 10-level dungeon was presented 
on a little fewer than 11 pages. A typical room description reads as follows: “1 Ochre Jelly: AC 8, 
5/22 HTK”. It’s the original One Page Dungeon!

1972: Gary Gygax created the dungeons underneath Castle Greyhawk. Here is a photograph of 
the first level of the dungeon:
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Here is a close-up of the map and its key: 

One page is the map of the dungeon level, the facing page consists of a mere 18 lines of written 
text. It’s the original Two Page Dungeon!

1974: The original Dungeons & Dragons rules include a sample dungeon level that fits on a 
single sheet of 8 ½” by 11” paper.

1976: The very first module ever published, Palace of the Vampire Queen, consists of five 
dungeon levels, each one mapped on a single page and accompanied by 2 pages of very brief text 
(with a lot of white space).

1977: Judges Guild published Bob Bledsaw’s Tegel Manor, which consists of a beautiful dungeon 
map with hundreds of rooms, each with a terse description such as “Screaming woman runs 
across room every fourth turn. Cobwebs cover a silver cross on east wall.”

2008: The One Page Dungeon format leap-frogs over 30 years of reams of purple prose to return 
to the original tradition started by Dave Arneson and Gary Gygax in 1970-72. A referee can 
spend 5 minutes glancing over a One Page Dungeon, and he will be ready to go.
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WHERE TO WANDER?
John M. Stater

I write hex crawls. Hex crawls need dungeons. Therein lies the problem.

I have a complicated relationship with the One Page Dungeon. On the one hand, I love the form 
and simplicity, and personally would just as soon never run another dungeon that wasn’t in the 
One Page format (or something very close to it). After all, it gives you the most (assuming you 
have an imagination, and I do) for the least. This year’s compilation would probably last most 
gaming groups several years, assuming they meet about once or twice a month.

When it comes to writing a One Page Dungeon, however, I’m just no good. I did submit a one 
pager to the first contest, and found the process of writing it frustrating. I’m just too verbose – 
when running a One Page Dungeon, I have no problem inserting the description myself, but 
when writing a One Page Dungeon, I have a real problem with leaving out the descriptive bits.

Now, from the preceding paragraph, one might take it that I’m saying the winning One Page 
Dungeons lack description. Far from it – and that makes it all the more frustrating for a wordy 
guy like me. Reading through the entries, I’m in awe of the folks producing these things. The 
best of them are like Hemingway novels for gamers – few words invoking so much wonder!

So, I’m a failure at One Page Dungeons, but I love the things. I really want to learn how to write 
them well, because I think they’re the perfect complement to the hex crawls I spend most of my 
time writing. Dungeons are, of course, an important part of any adventuring landscape, and 
every good hex crawl should have at least three or four of them, with one being fairly large and 
capable of sustaining a lengthy campaign. Now, most of my hex crawls run anywhere from 40 to 
60 pages as it is (don’t even get me started on the One Page Hex Crawl – if I couldn’t load my 
crawls up with saffron, porphyry and hepatizon, I don’t know what I’d do), so stu�ng three or 
four decent sized dungeons running between 15 to 30 pages each is just not economical, and 
even for the someone as productive as me would be quite a feat. Three or four one-page 
dungeons, on the other hand, would work beautifully as inserts, even if they had multiple levels.

In short, this is why I think the art and science of One Page Dungeons is an important one to 
nurture and encourage. In a world of busy people and precious resources, getting the most for 
the least makes sense. In addition, the design of a One Page Dungeon forces one to think about 
everything they put in the dungeon, eliminating the chaff and concentrating on the 
fundamentals of clever design.

I’ll keep working on condensing my prose and shooting for the day I can join the elite One Page 
Dungeon Writers. In the meantime, I’ll just enjoy this excellent new venue for old school 
dungeon design.
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OUR SPONSORS
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THE WINNING 
ENTRIES
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http://creativecommons.org/licenses/by-sa/3.0/    font © Nate Piekos  Visit  for more!

Meckwick was once a prominent wizard 
whose in!uence extended throughout the 
known world. In more recent times, politi-
cal maneuvering by long standing rivals 
has ruined Meckwick, and forced him to 
withdraw from society. Living in isolation, 
Meckwick has purchased a vacant dungeon 
and begun plotting his revenge. 

Meckwick has spread rumors detailing 
the location of  the fabled   
and the , which are sure to 
catch the attention of his foes. Meckwick is 
looking for seasoned adventurers to stock 
his dungeon with guards and traps and 
prevent his rivals from making it out alive.

"e party will be given 800 gold coins (GC) 
in credit with , which is 
located in a nearby town. "ree standard 
traps (trip wires/ pit traps/ crossbow/ etc.) 
are available for 50 GC each in addition to 
Balrig’s featured deals.

Here is a chance for your players to take on a 
small role of game mastering and for you to 
have a little revenge of your own. 

 Slobolins eating termite 
bottles! Dark Cultists attempting to sacri#ce 
Garumble! Invaders mocking the dungeon! 

 "e Mace and Herring (minor or 
temporary items), as well as any credit remain-
ing with Balrig. Meckwick will likely consider 
the party a “loose end” and begin plotting...

    

 “Garumble kill! Garumble grind 
bones! Garumble sleepy...zzzzzzzz...zzzzzzzz”
"is #erce looking ogre is sure to frighten any 
would be treasure hunters.  Unfortunately he 
has di$culty staying awake. Garumble is asleep 
when encountered on a roll of 1 or 2 on 1d6 .

 “You’re in luck. 
!ese freaks apparently need gold to usher in 
the ‘seventh putrid age of decay’”. 
"is powerful group of evil priests 
instill dread to all who encounter them.  
However, all humanoid sentient deni-
zens will su%er a  penalty to rolls if 
the Dark Cultists are hired. 

 “A fool and his money, and 
his arms, and his legs, are soon to part.”
"e coin golem must be contained in at least 
two co%ers and kept in separate rooms. Once 
all parts of the golem are collected, it will 
recombine along with any other treasure 
carried by the group and attack.

  “!ey can’t breed, and they 
die once they "ll their tiny bellies. So really, what 
could go wrong?”
Successfully disarming this trap 
releases several small glass vials #lled 
with enchanted termites. "ey can 
devour support beams in 1d2  turns, 
causing a collapse.

"e invading party should be scaled higher 
than the players so that careful dungeon 
design is critical to success. "is table details 
the behavior of the DM controlled party.  
Roll (1d6) to determine which entrance the 
party will use.
1-2 : West 3-4 : North 5-6 : East

Roll 1d6 to determine which direction the 
party will travel.

1-3 :  Clockwise 4-6 : CCW

"e party will continue until they reach the 
doors by either room 6 or 8.  "ey will head 
into the inner circle there.  "en roll (1d6) 
again to determine if they will go Clockwise 
or not (using the same table above). 
"e invading party will then head to the 
central chamber through the door in room 
9 or 11. "is table can also be used to de-
termine Slobolin movement if the “Invade 
another room” result is rolled. 

 “He doesn’t look like much, but he can 
block a door like nobody’s business.”
"is stone golem has lost its arms in a battle 
long ago, but can still put up a #ght by charging 
in and using its head as a battering ram

 
 “!is bunch already 

killed their own mothers for a few coin.              

An e%ective team of warriors
that is only interested in getting paid. "e 
mercenaries will claim any loot from invaders
as their rightful property.

 “Don’t touch that thing 
with your bare hands! I said don’t touch it!”
"is barely intelligent horror is a dangerous foe 
and would deter any intruders.  It has little sense 
of what constitutes an intruder and the ooze is 
very prone to wandering.

 “!ese "lthy buggers 
are as nasty as they are cheap and I won’t 
take ‘em back for love or gold.”
"ese vile creatures are volatile and 
unpredictable. Each round roll                              
1d10 . A result of 1: the slobolins 

invade another room. A result of 2: 
the slobolins attack one another.

http://creativecommons.org/licenses/by-sa/3.0/
http://www.blambot.com
http://www.kirith.com


Into the Worm’s Gullet
a mid-level adventure location by Dyson Logos of A Character For Every Game

released by Dyson Logos under the Creative Common Attribution-Share Alike 3.0 - http://creativecommons.org/licenses/by-sa/3.0/

In ages long past, a great worm erupted from the mountain face in a dire frenzy, only 
to be struck to stone almost immediately by it’s poor choice of meals - a young cocka-
trice. The local dwarves celebrated the demise of both the cockatrice and the worm 
and expanded the intestines of the worm into a homestead for the small dwarven 

clan in question.

But even that was ages ago and the worm fortress has been forgotten 
far from any useful veins of ore or trade caravans. Now adventurers 
are drawn here in search of the Heart of Dur, a magical ruby that is 
said to have been swallowed by a great wyrm. Only recently has a sage 
determined that this may actually be a reference to it being protected 

Wandering Monsters (1 in 6, check every 2 turns, d4 for type)
1. 1d3 Living Statues, Rock (can occur twice, ignore if rolled again)
2. 1d12 Rock Baboons
3. 1 Gray Ooze escaped from room 5 (can only occur once, ignore if rolled again)
4. 1d8 Dwarven Acolyte Shadows (can occur twice, ignore if rolled again)

1. The Mountain Face - a score of rock baboons have set up their nest around the 
worm’s mouth on the cliff face and the ground leading up to the mouth, although 

grudgingly allow the apes in area 2 access in and out. They will continue to pes-
ter adventurers throughout their explorations, with scouting groups entering the 
worm’s gullet after them (via the wandering monsters).

2. The Maw - 5 white apes live here and venture forth at night for food.
3. The Twist - a smooth wall with a door has been carved here where the worm’s 

body twists downward into the mountain face. Mosaics on this landing are colour-
ful and garish and magically confuse viewers, making those who fail their save to 
travel back towards the entrance instead of deeper into the worm.

4. Statuary - 2 rock living statues stand guard over the mangled and burned bodies 
of a pair of white apes. They will not attack the umber dwarf not his acolytes. The 

1 2

3

room to the south has a secret trap door to the tail of the worm. This door is not locked currently, but can be locked simply by 
opening and closing it again. Paintings on the walls indicate that this was once a bedroom for young dwarves.

5. Fungus - this moist room has been completely given over to fungal growth. 4 shriekers and a gray ooze are here along with 
the other harmless mushrooms and slime molds. Buried in the slime is a small coffer containing 4,000 ep protected by a poison 
needle trap.

6. Chamber of the Acolytes - once a small dwarven forge complete with hammer and anvil, now home to 4 dwarven acolyte 
shadows of the umber dwarf. If the anvil is struck by a hammer, it rings out a pure note and grants the hammer an additional 
+1 bonus to hit and damage beyond any bonuses the hammer may currently have. This effect lasts for 1 hour.

7. The Umber Hall - The Umber Dwarf (an insane dwarf now made mostly of stone) resides here along with four captive white 
apes. Treat the umber dwarf as a rock living statue with a faster movement rate and more intelligence. If he can, he`ll try to 
escape deeper into the bowels of the worm and then use the secret door into area 4 (locking it behind him) in order to escape. 
Regardless, he won`t help the adventurers to recover the heart in area X. The stone door to the stairs to areas 9 - 11 is locked 
and jammed. Treat the unlocking mechanism as a secret door for detection purposes.

8. Retreat - once a chapel to a dwarven god, this room is used by the umber dwarf in prayer and contemplation.  Among the imple-
ments of worship is a scroll of bless, , cure disease and cure serious wounds
orcs entering it) must make a saving throw or be cursed - reducing their prime requisite by half until the curse is removed.

9. Alcoves - each of the four alcoves in this hall (three of which contain doors) contains a glowing orange mist. Living things enter-
ing this mist must make a saving throw. A successful save increases Constitution by 2 for an hour, while a failed save reduces 
it by 2 for the same duration. 

10. Statuary Redux - 3 rock living statues (in the form of dwarves) are arranged in a triangle in this room, around a large glow-
ing ruby. The massive 1,000 gp ruby is incredibly hot via some unknown magic, dealing 1d6+1 damage per round to anyone 
touching it, although that is its only power.

11. The Heart of the Worm - a single pedestal in the middle of the room holds the Heart of Dur. The pedestal is actually an earth 
elemental
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Hook: Children have been kidnapped from a local village! The tracks of 
bipedal frog-like beings lead to a ring of ruined standing stones. There a 
crumbling staircase descends into the dark... 
Wherein: The party confronts a small tribe of frog-like boglings and finds 
all the children eaten but one. They may also learn that this complex once 
served as a religious site to the now-defunct faith of Solis, God of Light. 
 
All pit traps are covered and do 1d6. 1 square = 10 feet. 
 
Wandering Monsters: 
(Random monsters are in addition to keyed monsters) 
1 = d6 Skeletons 
2 = d6 Boglings 
3 = d6 Stirges 
4 = d6 Giant Centipedes 
5 = d6 Giant Rats 
6 = Green Slime 
 
Room Restock: 
(Check between Expeditions) 
1 = Monster 
2 = Monster and Treasure 
3-6 = Empty (1 in 6 hidden treasure) 
 
By Greg Gillespie. Designated open creative content: 
http://creativecommons.org/licenses/by-sa/3.0/ 
 
http://discourseanddragons.blogspot.com/ 
Meatshields: The Classic Fantasy Hireling and Henchman Generator 

1.  Stirges (6) drop and attack. The boglings consider the bug-like stirges a delicacy and catch them with their tongues. Boglings can pass unhindered. 
2.  Formerly a guardroom, this room is littered with rubbish. 
3.  A rubbish pile in the middle of the room contains Giant Rats (5). 

4.  
Boglings (6) consuming cooked children and rolling bones. One boy Kelgax, is bound and gagged in the corner of the room. A strong lad of 17, he 
will serve as a hireling if freed. *Note: The boglings know the pit locations and can leap over the 10 foot concealed pits without difficulty. They carry 
silver jewelry for a total of 2-20 sp each. All boglings attack at +1 when they leap into (or during) combat. 

5.  The boglings started sculpting a statue of the snake-like Water Weird (#12) here to place on the dias in Room 6 when complete.  
6.  A former statue of Solis, God of Light, now rests in a pile of rubble. The dias has obviously been cleaned and prepared for some purpose. 
7.  With the exception of a small spit and fire-pit - and the remains of small humanoid children - this room is empty. 
8.  On a large dias, a chipped and defaced statue of Solis stands with staff in left hand and gauntleted right hand upraised to the sky. 

9.  This room has a trap set by the boglings. The back (south) floor of this room is littered coins (5pp, 15gp, 48sp). However, a trip-rope at the door 
triggers a deadfall of rock debris in a net from above. The first PC to enter has a small chance to see the rope, unless obviously looking for traps.  

10.  
The wooden door to this room has a hole in it. Stirges (5) created a nest in the secret room. They enter and exit through a crack in the secret door 
at the ceiling. If the party searches the room or opens the secret door the stirges attack. Their nest contains small shiny baubles as well as two scroll 
cases: 1 clerical with 2 cure light wounds spells, and 1 arcane with magic missile, shield, and feather fall. 

11.  This room has the rotten remains of a bed, fire-pit, and small humanoid bones broken with the marrow sucked out.  

12.  
This room has 4 large pillars and a pool of stinking fetid water. Skulls of children and boglings, and many coins and coin bags (offerings), litter the 
floor (total of 60pp, 85gp, 105sp, and a Dagger +1). Here the party finds the adopted god of the boglings. Their god is a monstrous Water Weird. 
Bogling Zombies (3) rise slowly out of the water 2 rds into combat and attack. In the pool is a suit of studded leather +1, a potion of heroism.  

13.  Murals, heavily worn and defaced, depict Solis calling on holy power to turn undead. * Close inspection reveals gauntleted right hand emitting light.  

14.  A tripwire attached to a rusted heavy crossbow rests across the entrance from the NW. There is a chance that the rusted crossbow will not fire. 
Under a loose stone, only found on a successful search, is a small Scarab of Protection in a brown leather pouch. 

15.  This room is empty, although if carefully searched will reveal tracks in the direction of Room 16 
16.  A moldy, rotted, blood-stained curtain barely hangs from the ceiling. Old tracks lead to Room 19. 

17.  An old, defaced mural depicting the faith of Solis adorns the walls. The secret door is represented in the mural as Death’s Door, and Solis beckons 
his followers, lined in procession, towards the glorious doorway to the Afterlife. 

18.  

The trap in this room is a triple scything blade (from the west and east simultaneously, followed immediately by third from the south). This is 
activated by a pressure plate immediately in front of the altar. The object is the Harness of Solis, a clerical magic item given to his followers. The 
harness is a gauntlet that increases a cleric’s turn undead ability (subject to DM). In addition, any undead turned by the wearer will also take 1d6 
DMG from the holy power of the harness. The latter power is only available if the wearer is a cleric of Solis. 

19.  Formerly a guardroom, this room is now used as a latrine (If the DM doesn’t want a 2nd level simply remove the stairs). 
20.  Old moldy books lay strewn across the floor. Searching reveals the Codex of Solis, a book that outlines a new 1st level cleric spell. 

21.  There are Boglings (7) here resting and cleaning their weapons and non-combatant females (3) here. 2-20sp each in jewelry. Females have 3-
30gp in gold jewelry. Blub-Gup, the Chief, is among the warriors. He is stronger and better skilled. He possesses a spear and a shield +1. 

22.  Skeletons (6) rise from the floor and attack! 
23.  This room is empty with the exception of a fire-pit. The bones of human children litter the floor. A small wooden toy can be found. 
24.  Boglings (8) are searching this room. The boglings are engrossed, check surprise. 
25.  The boglings believe this room to be a dead end and so there are very few tracks in this room and none on the southern end of the room. 

26.  

This crypt has remained undisturbed since the time of the Solis clerics. Each alcove contains the remains of an acolyte. All have decayed (formerly 
white) robes, beads, circlets 50gpx5, bracers 50ppx5, rusted armour, shields, and quarterstaffs. Alcove D contains the remains of a High Priest and 
includes a book The Holy Word of Solis that contains everything a player would need to reconstitute the faith (value: 2500gp); Staff of Light +1 (Light 
as per spell 1 time per day). Underneath these remains are Giant Centipedes (5)  

27.  
Tracks lead to the center of the dias in this dusty room and then exit the way they came in. The dias is identical to the one found in room 8. The first 
player to stand on the dias in the pose of the statue in Room 8 will receive the grace of Solis. A cleric will have his/her wisdom increased by one. Any 
other character will have one randomly determined ability score increased by one. This happens only once. 

 

http://creativecommons.org/licenses/by-sa/3.0/
http://discourseanddragons.blogspot.com/
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,-./0112.
Someone the players care about has been ab-
ducted by the nefarious highbinders of the 
Hip Sing tong and taken to the steaming, rat-
infested heart of New York City’s Chinatown. 
Time to rescue them - before it is too late! The 
map shows the block between Mott & 
Bowery west to east and Bayard & Pel l 
north to south, in New York City. !e let-
ter or number in each building is located at 
its primary entrance, but each structure has 
an alley exit and a connection to one adjacent 
structure. !e walls are also "imsy!  !e vic-
tim could be anywhere, and will likely be in 
the last place they look. Keep the pressure on!

34(05-4/6
1. Law o!ces of Waugh Gee. Waugh Gee is 
a Harvard-educated Chinese attorney.  He is 
smooth talking and charming, with an innate 
ability to play the role his audience expects, 
from bumbling “foreigner” to accomplished 
defense lawyer.  He is in the pocket of the Hip 
Sing and frequently counterbalances corrupt 
jurists in the pay of rival tongs.

2. The Alley of Death. This narrow alley 
reaches deep into the block’s interior.  It is 
the informal headquarters of the Wah Ching 
gang, the Hip Sing’s elite cadre of hatchet-
wielding enforcers. 
3. Celestial Market. A labyrinth of market 
stalls that cater strictly to Chinese locals, 
crowded at all hours. Obscure, curious and 
illicit goods from China, as well as Chinese 
vegetables can be obtained here.
4. Hum Mon Tau’s Chemistry Shop. Dr. Tau 
is widely known in the American Chinese 
community as a criminal deviant.  Although 
aligned with the Hip Sings, he’s happy to sup-
ply lethal concoctions (principally nitroglyc-
erin-based explosives, but also poisons and 
other chemical exotica) to the highest bidder.
5. "e residence Low Hee. Dragon Head of the 
Hip Sing tong, Low Hee lives in heavily guard-
ed, ornate luxury. He is a fat man with low 
tastes who enjoys a sumptuous back garden.
6. "e Tong hall of the Hip Sing Mercantile 
Association. !e hall is a meeting place, a 
business o#ce, a trading "oor, and a gambling 
den all rolled into one. It is the epicenter of 
Hip Sing territory and uninvited visitors are 
violently discouraged.

Map key: Numbers are adventure locations. Fists are roving gangs of highbinders. T: Tenement. W: Warehouse. S: Store.

52/272/5%2/(48/52!6

1. Wong Get, Hip Sing Lieutenant
2. A child who thinks you are playing a game
3. A child who intends to steal from you
4. A screaming mother-in-law with a hatchet
5. An accidental kitchen !re
6. Loose chickens
7. A very pregnant girl who needs help
8. A brick wall about to fall down
9. An illegal hospital full of syphilitics
10. Informal Red Door gang brothel 

 7. A respectable cigar store. !e front for an 
opium den. Access to the miserable pit of sopo-
ri$c lethargy is through the alley. Slaves to the 
pipe come from all social classes, and anyone 
might be lounging here.
8. Alley of Chaos. !e haunt of Mock Duck, 
known as “the Clay Pigeon of Chinatown” be-
cause of his uncanny ability to survive assassi-
nation attempts.  Mock Duck wears chain mail 
shirts and walks everywhere with a bodyguard.  
He also carries two .45 revolvers and a hatchet, 
and he is well known for his favorite $ghting 
method, squatting in the middle of the street, 
shutting his eyes, and $ring both of his guns in 
a full circle around him.  
9. "e Canton Club. A nightclub and brothel 
run by Chong Sing, who is the leader of the in-
famous Red Door gang. Catering to well-heeled 
New Yorkers, the Canton Club is an elegant and 
deceptive gateway to gambling, prostitution, 
and drugs.
10. Alley of Despair. !e women (principally 
opium-addicted Italian and Jewish immigrants) 
who are slaves to Chong Sing and his minions  
in the Red Door gang congregate here when 
they are not working, which is rarely.

90!2:4862%2/(48/52!6

1. Carboys of acid, stacked in pyramids
2. A maze of crates containing porcelain
3. An open safe containing gold relics
4. A loud drunk and a nail-studded board
5. Wah Ching gang security guards
6. A crumbling, abandoned pump house
7. Darkness, rotten boards, a cesspool
8. Opium piled to the ceiling
9. Highbinder dormitory and thug central
10. An illegal slaughterhouse

%654!2%2/(48/52!6

1. An Irish “bill collector” and his “helpers”
2. A gambling room choked with old men
3. A false wall with a surprise behind it
4. A shopkeep with a shotgun
5. A Sixth Ward cop visiting for his payo"
6. Slumming socialites
7. Flash powder and throwing knives
8. Two goats and a wagon-load of rotting !sh
9. Rev. Charles Parkhurst, reformer
10. Red Door gang pimp and bodyguard

Source: Bromley’s Atlas of the City of New York, Borough of Manhattan, 1913.
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10.10.10.10.    TicketTicketTicketTicket, , , , TelegraphTelegraphTelegraphTelegraph    
and and and and Post Post Post Post OfficeOfficeOfficeOffice: Mr. 
Sparks has a ticket 
waiting for Miss 
Emma. He’s got 
another for Pastor 
Grayson for the 
following week. 

15.15.15.15.    LLLLivery and stablesivery and stablesivery and stablesivery and stables:::: Stableman (and poor 
poker player) Barney Foster sleeps in the 
loft these days. Seems he saw Miss Emma 
with Sheriff Culpepper a few days back. My 
goodness, that Miss Emma has a mouth on 
her, pretty little thing that she is. She said 
something about money, and that sure 
quieted the Sheriff down. 
    

13.13.13.13.    Sawmill. Sawmill. Sawmill. Sawmill. Williams Lumber Company., once 
owned by the recently-deceased Burt Williams. 
Everyone here thought Paul Gaston was a 
good worker, that is until he got drunk and 
then robbed and killed Burt Williams. Least 
that’s what the Sheriff says. 

14.14.14.14.    GibbGibbGibbGibb    UndertakUndertakUndertakUndertakinginginging:::: The Cheerful 
Mr. Gibb’s already got a pine box and 
marker for Gaston. Funny, it all cost 
the town more than what Miss Emma 
paid for her own husband’s funeral.  

16.16.16.16.    CorralCorralCorralCorral::::    A couple of horses trot about here, 
one of them a mare. It had been a gift from Mr. 
Williams to his young wife Emma, but 
according to Woodward, the young wife 
declined it, and told him she didn’t want him 
throwing away his money on such things 

7.7.7.7.    Doctor HersheyDoctor HersheyDoctor HersheyDoctor Hershey’’’’s office: s office: s office: s office: 
The good doctor witnessed the 
signing of Mr. Williams’ will a 
few months ago. It gave Miss 
Emma everything. The lawyer 
asked a copy be mailed to his 
office in Majorstown. 

9.9.9.9.    Wolverine City Bank:Wolverine City Bank:Wolverine City Bank:Wolverine City Bank:    
According to Bessie the teller, 
Mr. Frank Chambers’s got a 
cashier’s check for all of Miss 
Emma’s inheritance waiting for 
her. Oh, and The Sheriff has paid 
off his debts. 

! HanginG in Wolverine City, CO., POP. 128 !!

12.12.12.12.    StationStationStationStation p p p platformlatformlatformlatform: Miss Emma 
will wait here for the 12 o’clock to 
Poeville the day after the hanging. 

Water Water Water Water 

towertowertowertower!!!!

2.2.2.2.    Town Parish:Town Parish:Town Parish:Town Parish:    
Pastor Grayson 
presided over Mr. 
Williams’ funeral. 
He was real 
comforting for 
Miss Emma in her 
time of need, hear 
folks tell it. 

3.3.3.3.    Schoolhouse:Schoolhouse:Schoolhouse:Schoolhouse:    Miss 
Emma teaches here. 
Jarrod Daniels, 10, 
once saw the 
schoolmarm getting 
real friendly with 
Pastor Grayson the 
other afternoon. It 
wasn’t bible study.     

!

6.6.6.6.    BergeronBergeronBergeronBergeron’’’’s s s s General StoreGeneral StoreGeneral StoreGeneral Store: : : : 
Hear him tell it, Burt Williams 
had his wife order a bunch of 
Excelsior lamp oil a few weeks 
back. His wife never said why. 
She just paid for it and had 
young Jarrod Daniels pick it up.    

Burt Williams was murdered, and Paul Gaston’s gonna hang for it. I mean, somebody’s got to, right?!

18.18.18.18.    SheriffSheriffSheriffSheriff    
CulpepperCulpepperCulpepperCulpepper’s office’s office’s office’s office    

!

8.8.8.8.    Wolverine City Hotel & Saloon:Wolverine City Hotel & Saloon:Wolverine City Hotel & Saloon:Wolverine City Hotel & Saloon:    
The ground floor houses the saloon and 
poker room, where Gaston was a 
regular, along with Sheriff Culpepper, 
Mr. Sparks, Frank Chambers and 
Barney Foster. Gaston won big the last 
time. Big enough to talk about moving 
on 

!

1111aaaa....    CemeteryCemeteryCemeteryCemetery: : : : This is where 
Paul Gaston will be laid to 
rest, in the corner fenced off 
from the consecrated space. 
Burt Williams is here too. 
Tombstone’s a little cheap 
for a man of Williams’ 
standing, so folks say, but 
that was what his wife 
Emma Williams wanted... 
Who was Mr. Gibb to argue? 
Poor woman’s been through 
a lot. 

1c.1c.1c.1c.    ToolToolToolTool    
sssshedhedhedhed    

!

17.17.17.17.    Woodward’sWoodward’sWoodward’sWoodward’s    
Blacksmith:Blacksmith:Blacksmith:Blacksmith: Mr. 
Woodward saw the 
Sheriff and Frank 
Chambers arguing 
about his debts before 
the murder.     

1b.1b.1b.1b.    PottersPottersPottersPotters    
fieldfieldfieldfield    

!

GastonGastonGastonGaston’’’’s s s s 
CellCellCellCell    

!

Sheriff Matthew 
Culpepper and his 
two deputies Vernon 
and Jake will be 
found here watching 
over their prisoner. A 
simple man, he was 
Miss Emma’s 
sweetheart before she 
married the 
Easterner Williams. 

5.5.5.5.    Mrs. Warden’s Mrs. Warden’s Mrs. Warden’s Mrs. Warden’s 
boarding houseboarding houseboarding houseboarding house: : : : Miss 
Emma stayed here 
following the fire. Pastor 
Grayson and the Sheriff 
both called upon her, so 
Mrs. Warden says.. Such 
gentlemen, they were.  

PoevillePoevillePoevillePoeville (east) (east) (east) (east)                                    MajorstownMajorstownMajorstownMajorstown (west) (west) (west) (west) 

GallowsGallowsGallowsGallows    

4.4.4.4.    TTTThe he he he gutted remains of gutted remains of gutted remains of gutted remains of 
the the the the WilliamWilliamWilliamWilliam’’’’s s s s house house house house are a 
mile or so up the road. 
Nothing left except ashes, 
and more than a few 
Excelsior kerosene cans. 
Thankfully Miss Emma 
was at her bible study class 
with Pastor Grayson at the 
time. . . 

DDDDeeeessssiiiiggggnnnneeeedddd    bbbbyyyy    LLLLeeeesssslllliiiieeee    FFFFuuuurrrrlllloooonnnngggg    ((((jjjjiiiinnnngggguuuu....ggggaaaammmmeeeessss@@@@ggggmmmmaaaaiiiillll....ccccoooommmm))))        hhhhttttttttpppp::::////////ccccrrrreeeeaaaattttiiiivvvveeeeccccoooommmmmmmmoooonnnnssss....oooorrrrgggg////lllliiiicccceeeennnnsssseeeessss////bbbbyyyy----ssssaaaa////3333....0000////    

M
ain S

treet 
! ! ! ! !RoadRoadRoadRoad    outoutoutout    ofofofof    towntowntowntown    



During a barely remembered golden age, a cabal of wizards constructed a 
series of experimentation chambers, scattered all over the world. To protect 
the public from accidents, great magical effort buried the chambers deep un-
derground, with no connections at all to the outside world. With their intimate 
knowledge of the details and location of each chamber, the wizards simply 
teleported in and out of the laboratories, but their assistants and other minions 
could not. So the wizards connected the chambers with a network of teleporta-
tion circles, to allow minions with the proper keys to move about the labs.
The wizards have long since passed and, with them, the knowledge of the lab 
network. Even the few teleportation circles that would carry their minions into 
the labs from the surface were destroyed and forgotten. The network remains 
powerful magic, however, and undulates throughout the world. Occasionally, 
it malfunctions and “captures” creatures from the surface world, especially 
when strong magical events occur there. Events like the one that just happened 
around the PCs, transporting them all into room one…
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Vermin Hollow - for 3 or more PC’s of level 1 to 2 - by Rob
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Whats going on. People are 

missing. The trail leads to the 

backwoods on Burfoot land. Old 

Toby Burfoot has been consorting 

with Grothmog Lord of Vermin.

Wandering Monsters

1-2. Halfepedes (1-4)

3-4. Giant Centipedes (1-4)

5-6  Giant Slug

Rumors

1. If your headed to the backwoods 

keep an eye out for my cow. Lost 

her out that way a few days ago.

2. The forest fae’s to blame. Too 

many mushrooms out that way.

3. That’s Burfoot land. I aint seen 

any Burfoot apart from Old Tom 

1. Entrance. Ancient dying forest. Heady smell of rot and decay. 

Hole in twisted primeval tree leads to pit entrance.

2. Guard post. Entrance arch writhes as if alive with movement 

of thousands of beetles. Three halfepedes, halfling centipede 

hybrids that are individually weak as kobolds, and a giant slug  

protected by ad hoc bovine skeleton armour. Slugs spittle 

causes acid damage and paralysis like centipede venom.

3. Fungus crossroads. Harmless swarm of beetles takes flight. 

Rust coloured mushroom spores cause rust as rust monster if 

disturbed. Lost amber worth 20 gp amongst fungus. 

4. Home. Nests of rotting organic matter. Five halfepedes. 

5. Lair of the Shadowpede. Icy cold Pool. Large mushrooms 

cover all surfaces. Mushroom caps have halfling like faces 

which turn to face movement. Concealed in the shadows is an 

insubstantial Shadowpede, a stealthy relation to the carrion 

crawler. A skeleton clutching a ceremonial bowl worth 200 gp 

lies at the bottom of the pool.

6. Sacrificial pit. Stench of death. Trench 15 ft. deep and 

wreathed in Ectoplasmic mist. Upon the spikes are sacrifices, 

both human and animal, in varying decayed states. Some are 

partially consumed and riddled with maggots and vermin.

7. Corpse door. Double doors. Bloated bodies spiked to door 

form the whorl symbol of Grothmog. The decaying corpses, 

alive with vermin, must be touched to open the doors. 

8. Vermin shrine. Statue of Grothmog Lord of Vermin. Three 

beetle backed halfling statues hold aloft a bowl in which sits a 

writhing sack. Lit candles illuminate the statue. Sack containing 

six giant centipedes sits within the bowl and may be 

mistaken for a writhing sacrifice. Ectoplasmic mist pours from 

Grothmog’s mouth concealing the trench pit to location 6. 

Edges of cavern safe to traverse. The statues eyes are garnets 

worth 250 gp each. A disheveled halfling Esmerelda Burfoot 

tries to lure adventurers into stumbling into the pit. Esmerelda 

wears an amber necklace worth 100 gp.

9. Viewing chamber. Desiccated giant spider with limbs shaped 

into a throne. Those seated inhabit the minds of vermin and 

can view a random cavern (1d12) through their eyes. Viewers 

run the risk of going temporarily mad from the disconcerting 

effect of inhabiting such an alien mind.

10.Old Toby’s cave. Pipe weed aroma. Entrance from location 9 

blocked by vermin wall that clings to unbelievers. Vermin do no 

damage but are a nuisance. Plank covers the drop to location 

8. Bedroll, table, oil lamp and mildew damaged books on fungi 

and vermin. Collection of pipes and pipe weed worth 75 gp. 

Old Toby Burfoot a halfling priest of Grothmog and two giant 

centipedes. Old Toby wears boots of spider climbing.

11.Living prison. Entrance barred by a rusted locked metal gate.  

Old Toby has the key. A human and two halflings imprisoned 

by tree roots and suspended 10 ft. off the ground.
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