
Lair of the Goblin Hoard
Current Random Seed: 1163373965

Dungeon Level: 2

Room #1:

Door (west, 1 from north): wooden, simple, stuck
Empty

Room #2:

Door (north, 3 from west): wooden, strong, stuck
Monsters

vampire spawn (1)
4d12+3 (29 hp), AC 15, Slam +5 melee (1d6+4 
plus energy drain)

Room #3:

Door (east, 2 from north): wooden, simple, stuck
Door (west, 2 from north): (concealed) false wall, stuck
Door (south, 4 from west): wooden, good, stuck
Monsters

wraith (1)
5d12 (32 hp), AC 15, Incorporeal touch +5 melee 
(1d4 plus 1d6 Constitution drain)

Treasure
50 gold coins (50 gp)
gemstone - lapis lazuli (8 gp)
gemstone - white pearl (110 gp)
carved bone statuette (90 gp)
scroll (arcane)
- halt undead (l3, cl5)
- ghoul touch (l2, cl3) (525 gp)

Features
bones (humanoid)
anvil
cold spot
pit (shallow)

Room #4:

Door (south, 1 from west): (concealed) false wall, free
Monsters

ghoul (1)

2d12 (13 hp), AC 14, Bite +2 melee (1d6+1 plus 
paralysis) and 2 claws +0 melee (1d3 plus 
paralysis)

Treasure
60 gold coins (60 gp)
gold dragon comb with red garnet eye (500 gp)
Masterwork rapier (320 gp)

Features
bloodstain
words (scrawled)
pedestal
spinning wheel
chute

Trap
spiked pit trap (20 ft. deep) (CR2) (Find/Disable DC 
22)

Room #5:

Door (east, 3 from north): iron, free, trapped [trap: pit
trap (20 ft. deep) (CR1) (2d6, fall) (Find/Disable DC 
22)]
Door (west, 3 from north): wooden, simple, locked
Features

teeth
chasm
tapestry

Room #6:

Door (south, 1 from west): stone, locked
Hidden Treasure (Search DC 22)

1,000 silver coins (100 gp)

Room #7:

Door (east, 2 from north): wooden, strong, stuck
Features

ropes
nest (animal)
table (large)
rack

Room #8:

Door (south, 3 from west): (concealed) iron, locked,
behind tapestry
Hidden Treasure (Search DC 22)

3,000 copper coins (30 gp)
wand of magic missile (5th-level caster) (9 
charges) (3750 gp)

Room #9:

Door (south, 1 from west): wooden, simple, stuck
Monsters

lizardfolk (3)
2d8+2 (11 hp), AC 17, 2 claws +2 melee (1d4+1) 
and bite +0 melee (1d4); or club +2 melee 
(1d6+1) and bite +0 melee (1d4); or javelin +1 
ranged (1d6+1)

Treasure
potion: cure light wounds (50 gp)

Features
dishes
branding iron
flint and tinder
hook
cupboard
casket

Room #10:

Door (east, 2 from north): wooden, good, stuck
Features

razor
discarded weapons
paint
curtain
arch
pit (shallow)
forge

Room #11:

Door (east, 2 from north): (concealed) iron, locked,

behind tapestry
Monsters

scorpion, medium-size monstrous (vermin) (2)
2d8+4 (13 hp), AC 14, 2 claws +2 melee (1d4+1) 
and sting -3 melee (1d4 plus poison)

Features
rivulet
utensils
skull
branding iron
bookcase
tub

Room #12:

Door (west, 1 from north): wooden, strong, stuck
Monsters

goblin (8)
1d8+1 (5 hp), AC 15, Morningstar +2 melee (1d6) 
or javelin +3 ranged (1d4)

Treasure
800 silver coins (80 gp)

Room #13:

Door (east, 5 from north): (secret) passwall, magic
word trigger
Features

paint
pottery shard
carving

Room #14:

Door (west, 1 from north): wooden, good, free,
trapped [trap: spiked pit trap (40 ft. deep) (CR3) (4d6, 
fall) pit spikes (Atk +10 melee, 1d4 spikes per target 
for 1d4+4 each) (Find/Disable DC 22)]
Monsters

giant ant (vermin) (3)
2d8 (9 hp), AC 17, Bite +1 melee (1d6)

Treasure

20 platinum coins (200 gp)
420 silver coins (42 gp)

Room #15:

Door (south, 1 from west): wooden, simple, locked,
up-sliding
Empty

Hook
You wander into town, and as you sit in the pub nursing 
your honey ale, you hear news of a band of goblins who
have raided and pillaged aloung a small stretch of road
nearby. You and your comrades decide to raid the nest,
and sieze their spoils.
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http://www.aarg.net/~minam/dungeon.cgi

Modified for d20 SRD and PocketMod
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More adventures available at:
http://arthur.jfmi.net/m20/ and 
http://arthur.jfmi.net/adventures/

November 11th, 2006

This dungeon generator has received 2,251,290 hits since 10 Nov 2000!

This dungeon generator incorporates data and information from the Open Gaming License (OGL). The algorithms to
populate the rooms and the monster and room content data are from the System Reference Document. All other
aspects of this program are Copyright 2000 by Jamis Buck.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means copyrighted
material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute;"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity.
(e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other
visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your"
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the
exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify
and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the
Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial
order, or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
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System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan,
Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
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