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DESIGNER'S NOTES by John Van De Graaf

When we were given the task of designing the L&D tournament dungeon for
Wintercon VII, we decided to design it as a tournament first and an adventure
second. Most D&D tournaments we have seen and participated in have suffered
from the fact that the dungeon is designed as an adventure first, without regard
to the needs of tournament competition. wWhether we have been successful remains
to be seen, but we hope that our approach will foster some thought for future

tournament dungeon designs,

The most important requirement in a dungeon to be used for a tournament is
that every player should be judged for his own ability. The most frequent complaint
heard at tournaments from players is the variability of the groups to which they
are assigned. A good player in a poor group usually loses quickly, while a poor
Player in a good group may be carried along to the final round. If we want to
rate each player on his own merits, the logical step is to run each player through
the dungeon by himself, eliminating all problems of assigning players to random
groups, We declided to try this approach if the other proolems this raised could
be solved,.

There are certain practical difficulties to running players through a dungeon
one at a time. A convention cannot afford to have as many Uiis as players, anc it
is difficult to get DMs to volunteer to run more than one 4=5 hour session. we
calculated that if one DM can run a group of 8 players for a 4 hour-dungeon, he
can run 8 players through a 4 hour dungeon in almost the same amount of time, A
ratio of 1 DM per 8 players is about normal for D&D tournaments. Would this
detract from a player's participation in the tournament? A dungeon lasting only
a half hour sounds very short, but on the average players cannot contribute more
than one-eighth of the time in a four hour, 8 Player group. In theory, at least,
it seemed that a player could get as much participation in a one-half hour dungeon
as in the normal 4 hour dungeon.

Designing a dungeon on the basis of a single player with a 4 hour time limit
made certain demands of the dungeon. We had to give the Player a clear objective
to reach within the time limit, and of course it must be attainable within the

time limit. To provide a means of evaluating performance, we had to include as
many decision points as possible for the player to deal with. The dungeon thus
reWards players who make correct decisions as quickly as possible, :

To make the tournament as fair as possible, the players will generally
encounter the same situations during the tournament and random elements have
been minimized as far as possible. With only cne player to deal With, the
Player's choices in a given situation are rather small; thus we were able to
instruct the DM how to handle most situations and monster reactions. This also
had the benefit of eliminating another common complaint: the variability of the
DMing, Given the nmature of the D&D rules, local interpretations, and individual
idiosyncrasies, it is almost inevitable that 20 DM's will handle combat, spells,
and the like in different fashions if left to their own devices. 4 tournament
should be run consistently, so we have provided extensive instructions to the DM
so that there will be as little variation between DM's as possible.

With the dungeon designed on these lines, it was relatively easy to incorporate
a point-scoring system for an objective determination of victory,

The dungeon has been play-tested by over a dozen people, and thus far no one

- has complained of the 4 hour time length or that it is not challenging. We have
also found that it is a good dungeon to give novices a short taste of D&D campaign=
ing: new players are far more likely to try a half-hour adventure than to get
involved in a 4=6 hour marathon,
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CHAHAZTEH SHEET

Nama: ATHEIFROGG the Agile
Husan, Fe=+/ Wi=4/ 7-8, 24 WP
Characteristics: Str: 15  Abllitles: Cpen locks ..... 65(Try once only) Saving Thro=s:

Int: 1 Hemove traps ... S04(Try once only) Saieen: 10
Wis: § Mdpocket ,.,., ., 654 sanda: 11
cong 13 Hove silently .. 554 stone; 11
Deocr 16 Hide in shadcwm 554 Dragon: 13
chry 10 Hear nolse ,,.... 1=G(l&) Epelle: 12
olisb normal ... 62 slipping/turn
Maad lansungs .. o
Hovement ratem: sallking alimbin:
Formal movenant .....coenees van

Movinr allently or in R
Moving sllently & in shadows '

Jomtat Jonus: for atteckinr silently from behind: < to hit roll, trigle normal cazage.

Magic Spells: (Flayer may substitute one Ist level spell from Greyhawk for amy cther
lat level spell listed pelow)

1at laval; Detsat Maxic: May be ueed as an rrec spoll, snich will indicate sll items
A Esglcal naturs in & room tut will mot indicate the particuiar
neture of tho enchantmonts, of moy oe used on & jarticular item, «hich
will reveal the mature of the magic or enchantssnt, Lf any, of the item,
chars An: fay b cest upon & man=sized humapold, If the wictin falls
+0 ma ig sevine throw, he =111 1lke, trust and want to help the caster,
The victis w411 still act rationally. sdange 120"; quratlon nin. one day.

IH;E m;il" Sends one magic arrod at target dolng 2-7 s camage, Holl
or st nr target as a normal missile, Hange 150°.

Ventrilemulsm: The caster may project his volce Lo appsar to coas from any
object within 60'. Duration 6 turns, castoer may move alter firat turn.

Leavel: Strens ralses the character's strength to basic 18.
it "'EE':‘[.I':H.L 1 GCreates a flery display or a great deal of smoke as the caster
cnooses, Casting requires a real flame, and the alze of the eifect (up to
an ares 50° x 60') depends upon the size of the flame, Hange 1a 240%;

duration of effect la 6 turms,

Itens Carried (location):
Weaponsr Sword 1 (mcabbard, left ﬂdng

agge ath, right slde

MJ{E‘E, f::-mﬁ? a 4 cord used to strangle victias, Hust attack
silently from behind successfully to use., woes 1-0 pis of dasage par
turn after initial hit and prevents victin from shouting. Victin =uat,
of course, have a bare meck to use garrotts, ¥ictis may realst after

the first round by strlking at =4 on hit roll, any hit ocreaking the

3 lohold,
kijack (belt, front): Must attack sllently from oehind successfully. Doos
e L=y pninh'nr damage and victis may be knocked ummimliml if let
lavel, B0% if second, 708 if 3rd, 608 if 4th, etc,. Victin's head must
be Dare to be used. HMonsters with hard heads (most of them) subtract

204 from the chance for unconsclousness.
Magic Items: Hracers of Defenss, Al 2 (on wrists)
o2 ; Fotion of ﬁ.’lupiug*{'in pouch on belt): Anyone drinking will fall asleep
for 1 hour,
Tormag's falissen of Homing (on chain arcund neck)

other Items: lockpicking Kit [ in pouch on belt)
i I rllni,#:.nd Stasl {1!1 backpack )
Iron Rations (in backpmck)




A, CAVERN ENTHANCE

Sead to player: "You are behind a boulder on the rignt side of a S0' cavemn opsning
in the hillaide. Casticusly pesring arcund the boulder, you ses the
cavern extends back 30" to a 5 #ide passagevay lsading dseper intoc the
Rilleside. A single ogre guard clad in chalnmall sits on a boulder in
the center of the cavernm about 10' beck from the front opening, The
ogre watchas the openinz and the sloping hillaide in front of the opening
and carries a huge club in his hand., Beslde the cgTe ls & trass gong.
Froa the passageway to the rear of the cavern you can hear occasiomal
ogre volcea, but they are not approaching.”

DM: The ogre puard will investigate any noise Sefore alerticg the other ogres, walkirng
towards the nolse. Thus

1. the VENTHRILOQUISM spell, if used, will distract the ogzre and will sask any
slight sounds of movemsnt beshind him. The player, if moving silestly, can
creesp through the cavern undetected == no roll far discovery unless bhe ls
walking normally.

2. & THROIN ROCK (there are sany handy rocks) to the other side of the opening
will distract the ogre lntc loocking the other way., The playsr sust rall for
moving allantly to jmss undetscted.

3. a SLEEP SFELL automatically puts the guard to aleep, fut the player sust have
subetituted the apell for one of the other lat lavel apells prisr to play.

%, a player may try to sasak through woving silently and hiding in shadows, but
must roll for discovery sach turn of movessnt., O(oce he 13 behlnd the guard,
roll only for moving silsntly (since the guasd couldn't see his anysay).

5. the player may ATTACK the ogre;

a, To garvotte or hlacklack, e mst sosak behind the ogre first, then rall
for moving sllently to attack from behind, I the ogre is distracted as in
#l or 2 above, detection is as specified there, If the character ls detectad,
the ogre will tarm arcund, making elither weapon useless,

b, the character may strike with his sword from behimd. [Detection is as iz "a™.
If detected, the character gets no bomus for attacking silently from behind,
but fights normally, If not detectsd, the player gets one free strike from
behind before the ogre turns mound.

e, Normally, a fromtal assault with sword, missile, or dagger. This ls the
worst cholce a player could maks, and he deserves the results,

Hmmdlhﬂulﬂiﬂr.Wifllh:hdfrmuﬂr{ﬂuwﬂlrlrltmm
to talk to the ogre), the ogre first strikes the gong, then imsedistsly attacks
the player. Note that If the ogre has been tracted and has walked away from
the gong, he caanot etrlke 1t until He moves back, The ogre can shout for halp
(but not if belmg garrotted) with a 50% chance of being heard.

The gong, or shouts for help AT heard, bring ogres #1, 2, and 3 through the
Passagevay to help him. (The other ogre remains in the ogre den ®5" waltlng by
the entrance ready to bash anything that tries to eater.)

Conduct combat using the COMEAT SHEET. wi
the open, or 2 at a tims if the player

is .
Note: CHARM PERSON will not affect the ogre, and there is no fire to use PIRO-
TECHNICS. Elther -huuwupumt.‘mm.mmm-mm
the apell belng cast on a roll of 1-L{DG),

HI.IIHIIIthtu.phmmumfuunm;ﬂull;mrw-phmm
he 1s golng. Oet the player used to the mystem right away,

The mMmasageway lsads to arsa =5

CHECK TIME

£



F.

The OUTER SANCTUM
Bead: "You enter the (uter Sanctum as deplcted in map F. There ls a door in the

bt o

center of sach side wall, Along the walls to your left and right hangs an
arras projected about 2' cut from the walla, On the stons dals directly
opposite from where you stand, you cbssrve a man clad ina long black Tobe
adormed with a grey crescent moon, The man has his tack to you and sesms (O
pay no attention to you, He is palnting Punes on the blank wall in fromt of
hin, holding a brush in his ecarred left hand ard a red mmint pot in hls rignt
hand, As you watch, he completes a row of Runes about alx feet long at a
helght of 7' up the well and begins to paint ansther rod of Hunes one foot
balow the first row.™

1. The Mage and the blank wall on which he is painting Runes are all mrt of a
phantasmal illusion, The 1llusion will disappear only if touched. When any
part of the 1llusion is touched, the illusion vanisnes and reveals that a door

oxista in the wall to Area J,

The ™mage” palnts one row of Funes each movement turn, sach row 1' Delow the
other, until 7 rows of Funes are comploted., The lllusion ls programaed to
repeat the cycle whnever the room im entered, shen all 7 rows of Runes are
comploted, the total design forms a SYMBOL OF BLINONESS, If the player ls
locking at the illusion when the bottom row is completed, he ls immediataly
blinded, mo saving thros possiole. The player will be looking at ths iunes
as long as he le anywnere in the room (except behind the arras) unless he
specifically states that he is mot locking.

If the player im blinded, remove the map and playing plece or anleld the
map and figure from the player's vision, From this point on, the player must
suffer the sass handicap as his charactar, Describe only things he touches or
hears for the rest of the expedition.

After the Synbol appears, the funes will disappear and the mage will agaln
begin to paint Runes upon the blank wall, repsating the cycle,

KEEF TRACK of each movement turn., After sach movement turm in this room,
tall the player how many rows of funes have boen completed as long as he ia
in sight of the illusion. The Symbol appears after & movemsnt turns in the
room.

2., THE ARRAS: The character may move benind the arras to sither alds, but thare
is no light behind the artas, Whan the character reaches the Indlcated locatlona
he will be caught in maglcal WEES placed there by Felspel.
If caught in the wobs, he can free himself on roll of 1-2(D&), or l1-4 with
strength spell. Ench turn trying to free hinself is one movement turn,

3. INVISIBLE WALL; located along the front of the stone dals, 1t will prevent
the player from moving directly to the mage and will block any maisails fire.

i, Diher ltema In the Toom;
The Pentagram: a magical aymbol used to confine demons when summoned.,
The Alanthor: n maglcal alchemical furnace.,
Z standing braziers contalning glowing stones: the stones ars snchanted
with Comtinual Light spells to light the room.

3. Golng through sither alde door takes the charscter to corridar G,
Colng through the door concealed by the illusion takes him to room J.

CHMECK TIME = asward polnts
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