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Delvers are constantly seeking new dungeons 
to explore – and the best dungeons take 
planning! Be they simple caves, twisting  
sewer systems, or sprawling 
multi-level mega-dungeons, they 
need maps annotated with notes on 
monsters, traps, and treasures.

Where do you find your 
next dungeon? You 
could wait for somebody 
to write a new book – or 
you could write  
one yourself!
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Encounter Type (Exploits, pp. 85-86):  

  

Entrances/Exits (Exploits, pp. 82-83):  

  

Inhabitants (see Monsters, Monsters 2, and Dungeon Fantasy Companion 2 books for stats):  

  

 

 

Nasty Suprises (Exploits, pp. 23-24, 83):  

  

  

  

 

Obstacles (Exploits, p. 83):  

  

  

  

 

Special Features (Exploits, pp. 83-84):  

  

  

   

  

Treasure (Exploits, pp. 72-79):  

  

  

  

 

Monster Name:  _______________________  Class: _________________
ST:  ________________  HP:  _______________  Speed:  _____________
DX:  _______________  Will: ______________  Move: ______________
IQ:  ________________  Per:  ______________
HT:  _______________  FP:  _______________  SM:  _______________
Dodge: _____________  Parry: _____________  DR: ________________
Attack: ________________________________________________________
Attack: ________________________________________________________
Attack: ________________________________________________________
Traits: _________________________________________________________
_______________________________________________________________
_______________________________________________________________
Skills: _________________________________________________________
Notes (Weapons, Armor, etc.): ___________________________________
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To make it easy to keep track of 
frequently used monsters, record 
their stats in “index card” format 
(3” ¥ 5” cards work well). It’s 
handy to have a box full of danger 
ready for impromptu encounters! 

For creature ideas, see Creating 
Monsters (Monsters, p. 61).
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This book is yours to write. 
It’s a journal that lets you 
record your fiendish ideas 
as they occur, and then or-
ganize all the rooms and 
passages, with all their 
notes, into a dungeon.
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INTRODUCTION
Delvers are constantly seeking new dungeons 

to explore – and the best dungeons take planning! 
Be they simple caves, twisting sewer systems, or 
sprawling multi-level mega-dungeons, they need 
maps annotated with notes on monsters, traps, 
and treasures.

You can get a dungeon like that by using one 
of the existing official adventures: I Smell a Rat 

or Against the Rat-Men. But after you’ve played 
those, what’s next? You could wait for somebody to 
write a new book – or you could write one yourself!

This book is yours to write. It’s a journal that lets 
you record your fiendish ideas as they occur, and 
then organize all the rooms and passages, with all 
their notes, into a dungeon. If you get stuck, don’t 
despair – there are plenty of other tools in the box!

• Dungeon Fantasy Roleplaying Game. The boxed set includes Exploits, which has a Mastering 
Dungeons section offering advice on mapping, traps, and encounters, along with an Adventure Planning 
Form, blank wandering monster and random trap tables, and a Room Record Sheet. The set also includes 
Monsters, which features not only a horde of creatures, but also a whole chapter on how to construct 
encounters, plus record cards to help you keep track of monsters, traps, diseases, and poisons.

• Dungeon Fantasy Monsters 2. Adds more monsters – these with extensive notes on how to use 
them, which can inspire rooms or entire dungeons.

• Dungeon Fantasy Traps. A collection of ready-to-use traps and tricks to drop into your dungeons.
• Dungeon Fantasy Magic Items. Wonderful loot to reward adventurers who survive all the monsters 

and traps. Dungeon Fantasy Magic Items 2 adds rare and unique artifacts, each with a background 
story that could inspire some or all of your dungeon.

• Dungeon Fantasy Companion 2. Find yourself running out of monsters and items? Here are some 
more, also with lots of background notes.

Once your dungeon design is complete, please share your creation with others! Spread the word using 
the official Dungeon Fantasy Roleplaying Game forum at forums.sjgames.com. Post photos of your 
design in the unofficial “Dungeon Fantasy RPG” Facebook group.

DUNGEON PLANNER
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STEVE JACKSON GAMES

STUCK FOR AN ADVENTURE? 

NO PROBLEM.
Warehouse 23 sells high-quality 

game adventures and supplements 
in print and PDF formats.

● Free downloadable adventures for 
GURPS and In Nomine!

● Fun gaming accessories – shot glasses, 
shirts, specialty six-siders, and more!

● PDFs from Atlas Games, Amarillo Design
Bureau, Goodman Games, and 
many others – plus gems from 
the up-and-comers.

● Original material for Transhuman Space
and new GURPS supplements from 
Kenneth Hite, Phil Masters, David Pulver, 
Sean Punch, and William Stoddard!

● Fully searchable files of GURPS Fourth
Edition supplements.

● Digital editions of out-of-print classics, 
from Orcslayer and the complete run of ADQ
to GURPS China and GURPS Ice Age.

● Buy boardgames and roleplaying PDFs in 
the same order! Download digital purchases
again whenever you need to. 

warehouse23.com

®

http://warehouse23.com
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