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Random Dungeon 007: 
Mentzer’s Expanded Dungeon Level 2, Original Map 
 
1 -  MONSTER: Cave Locusts 
 
2 -  EMPTY 
 
3 -  MONSTER: Giant Rat Lair 

TREASURE: 3,000 sp, loose 
 

4 -  MONSTER: Giant Crab Spider Lair 
 

5 -  MONSTER: Carrion Crawler Lair 
TREASURE: 4,000 sp; 1 gem (10gp); 2 
gems (100gp each); loose 
 

6 -  MONSTER: Goblin Lair: 1 king (4th-level), 
4 bodyguards (2nd-level), goblins 
 

7 -  TREASURE: 5,000 cp; 1,000 sp; cleric 
scroll (cure light wounds, light); sword 
+1, light 

 
8 -  EMPTY 
 
9 -  EMPTY 
 
10 -  MONSTER: Skeletons 

TREASURE: 2,000 cp, pottery jars in plain 
view; ring of protection +1 in bag 
 

11 -  EMPTY 
 

12 -  MONSTER: Giant Rats 
 
13 -  MONSTER: Giant Fire Beetles 
 
14 -  MONSTER: Giant Black Widow Spider 

TREASURE: leather armour +1 
 

15 -  SPECIAL: This room is locked from the 
inside by barred doors. There are neither 
bodies or occupants, nor any indication how 
the bars were set in place. 
 

16 -  TRICK/TRAP: If anyone steps on the 
pressure plate in the center of the room, the 
doors automatically slam shut and a gas is 
released that acts as a confusion spell. It 
will fill the whole room in 6 rounds. If the 
doors are prevented from closing, the gas is 
not released. The doors automatically open 
after 1 turn and the trap resets. 

 
17 -  TREASURE: 1,000 sp, loose 
 
18 -  EMPTY 

 
TOTAL NUMBER OF ROOMS: 18 
 
Monster: 5 
Monster with Treasure: 4 
Treasure: 2 
Special: 1 
Trick/Trap: 1 
Empty: 5 
 
 
GENERAL NOTES 
This is the raw encounter key that I randomly 

generated along with the dungeon as ‘The 
Raging Templar’ explored it looking for 
Bargle. 

 
I didn’t immediately generate the contents for 

rooms 15 and 16 when I rolled for Special 
and Trick/Trap respectively. 

 
After the Templar moved on to the third level I 

went back and determined (by fiat) that room 
15 would be secured from the inside by barred 
doors and room 16 would be a gas trap. 

 
I am not a big fan of the amount of monsters in 

this small section, and if I were to complete 
this level, I would probably put in more empty 
rooms and possibly shift some of the monsters 
to the new areas. 

 
The treasure in room 7 does not belong to the 

goblins as they have just recently taken over 
room 6 and have yet to find the secret door. 

 
It tended to work out that vermin and other 

unintelligent creatures made their lairs in 
open chambers, while the rooms secured by 
doors contained either special encounters or 
creatures placed in the room by intelligence 
creatures. I figured that room 12 contained a 
number of giant rats that the goblins had 
captured for food. 

 
I like how this dungeon fits in with the rest of my 

Expanded Mentzer Dungeon. The goblins in 
room 6 hold the stairways to both Level 1 
North and Level 1 South, and as such they 
control the immediate areas around them on 
Level 1. I assume at this point that the eastern 
stairwell to Level 1 East is in dispute by a yet 
undetermined group of creatures. 

 
I almost want to call this ‘The Vermin Level’. 


