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Delve into a magical restaurant’s basement dungeon in this
2nd-level adventure for the world’s greatest roleplaying game



The Dueling Knight's "Fun"geon Dungeon

he Dueling Knight’s “Fun”’geon Dungeon is
tended for four characters with an
average party level (APL) of 2. Characters
who complete this adventure should earn
enough experience to reach 3rd-level.
The characters must head down into the
belly of a magical dungeon and fix it
before it explodes destroying the city.

This campaign takes place in Arden, although it can be set
in your own world. Any party composition should be able
to finish the adventure with intelligent play.

‘Backgrouno

The Dueling Knight is a magical tavern located in the heart
of Dennmarsh’s merchant district. It offers great food, cold
drinks, and a unique form of entertainment: the
“Fun”geon. Designed as a magical obstacle course, the
“Fun”geon allows everyday folks to play hero for an hour
or so without the fear of death or lasting damage. Anyone
injured to the point of death is magically teleported out of
the gauntlet and deposited back into the tavern, no worse
for wear, all their wounds healed.

Tonight, however, the magics that power the "Fun”geon
have gone awry. The apparatus that powers the course has
malfunctioned. Unable to reach the reset mechanism deep
beneath the tavern proper, the owner seeks the help of
some local heroes. They'll need to defeat the
malfunctioning musical automatons, enter the “Fun”geon,
avoid the traps and puzzles within, and confront the
rampaging creature at the heart of the “Fun”geon.

Adventure Hooks

The Dueling Knight can be placed in any city of reasonable
size. Getting a party there is fairly easy and launching the
adventure can be a fun surprise for players who think
they're just stopping off on the way to a more classic
dungeon.

Choose one of the reasons below for why the party finds
itself at The Dueling Knight or make up your own.

Planned Night Out. The party is in-between
adventures and needs a night off to relax. They head to
The Dueling Knight to enjoy the food and entertainment.

A Celebration. The party is celebrating something: a
victory, a birthday, a holiday, etc. and choose The Dueling
Knight as their go-to location.

High Score Hunters. The party, having heard of the
“Fun”geon, decides to show the locals what real heroes
look like by taking it head on and setting the high score.

A Night on the Town

It's a quiet night in the city, something rare
these days. With no monsters to fight,
townsfolk to save, or quests to venture out
on, you decide to pass the time with
something fun and lighthearted. You cannot
remember who suggested The Dueling
Knight, but once they did, everyone was
onboard.

Arden’s premiere establishment for food,
drinks, and entertainment has long been a
staple in Dennmarsh. Built almost a century
ago, and renovated many times since, it sits in
the center of the city in the merchant district.
What might otherwise be a large, yet
unassuming building stands out among its
neighbors due to the giant knight statue that
adorns the front steps and the numerous
banners and magical lights that run from eave
to eave.

Every night, adventurers, families, and
travelers from all over line up for a table or to
experience the thrills of the “Fun”geon, the
magical obstacle course built beneath the
establishment. Unique in its construction, the
“Fun”geon is designed offer thrills and near-
death experiences without any actual danger.
Anyone who falls victim to one of its many
traps or puzzles is rescued at the last moment
from instant death and teleported safely back
to the entrance. One of the main attractions
for the diners are the giant magical mirrors
that showcase the progress of whoever is
currently running the course. In between
runs, live stage shows are performed to keep
the crowds energetic and lively.

As you arrive at the establishment, you see
a large crowd outside. The town guard are
present along with a group of healers who are
attending to injuries in the crowd.

The crowd consists of townsfolk, staff, and patrons who
were either nearby or inside when the “Fun”geon
malfunctioned. Members of the town guard stand at the
entrance making sure no one goes back inside. Clerics
from the nearby temple are tending to the wounds of the
injured. A man in royal red armor, The Dueling Knight's
host for the evening, paces in front of the building.




If the characters inquire about what's going on, they are If the party searches the automatons, they find four
able to learn the following: musical instruments. Roll 1d10 four times and consult the
table below to see which ones the constructs were

e During one of the stage shows, the mechanical wielding.

performers went berserk and attacked the audience.
e Atthe same time, someone came out of the “Fun”geon d10 Result

extremely injured. 1 Bagpipes

e The town guard isn't willing to send anyone in to deal 2 e
with the situation. -

e The man in red is offering a reward for anyone brave 3 Dulcimer
enough to go inside and try to fix things. 4 Flute

The man in red is Reginald. He's the manager of the E i
establishment. If the characters engage him in 6 Lyre
conversation, he knows the following: 7 Horn

e The mechanical automatons that attacked the guests 8 Pan Flute
were designed to play as the house band. They're not 9 Shawm
armed with proper weapons, but they're using their 10 Viol
instruments as makeshift clubs.

e The "Fun”geon isn't working properly. The safeguards If they search the room, they find the following with a
that are normally in place have ceased functioning. If successful DC 14 Intelligence (Investigation) check:
someone dies inside, they die for real. - The entire
establishment is powered by a magical apparatus in a 25gp
room at the very end of the “Fun”geon. Shutting it down 14 sp
will depower everything inside. 10 cp

One potion of healing
One spell scroll of purify food and drink

Fun for the ‘Whole Family

¢ The “Fun”geon was recently renovated and he doesn't
know all the rooms by heart yet.

¢ If the situation isn't brought under control, the entire
building could be destroyed.

He offers the characters 100 gold pieces each if they're

willing to go into the “Fun”geon and shut it down.
. As you enter the “Fun”geon door, you're
(‘)penmg ﬁCt telgported to aroom v%ith two Iarge statues of
& & knights and a portcullis between them.
Moments after you appear, you hear a broken
As you enter the now empty lobby of the disembodied voice.
establishment, you can hear metallic “Welcome b-b-b-brave adventurers! Do you
footsteps in the next room over. Signage h-h-have what it takes to beat the p-p-perilous
nearby indicates it's the main dining room. “Fun"geoln? Let's find out! Your t-t-trial begins
n-n-now!”
® i As it finishes speaking, the portcullis rises
Encounter: Haywire Constructs. In the dining room reveallng a smaII.room with two statues and a
3 : : : long staircase going down at the far end.
there are three musical automatons and Gizmo the
dancing bear. The musical automatons use the stats for ®
goblins and Gizmo uses the stats for a hobgoblin except
they're all constructs and they only have the following cn)e SbO\)i])g Stail‘s
attack.
Makeshift Club. Melee Weapon Attack: +4 to hit, reach This small room.contains two statues gesturing down a
5 ft., one target. Hit: 9 (1d6 + 2) bludgeoning damage. long flight of stairs.
& & Trap: Animated Statues. The stairs are the first trap.
The statues will attempt to push anyone who walks past
As you land the final killing blow, the them down the stairs. The characters must make a DC 14
constructs fall to pieces at your feet. With a Dexterity saving throw or else they're pushed down the
last burst of sparks, their forms fall silent. stairs and take 2d6 bludgeoning damage from the fall.
Behind them, the door to the “Fun”geon Once the trap has been revealed, anyone making the save
stands slightly ajar. With nothing but silence does so with advantage.
around you, you can make out a faint
thumping sound, almost like a heartbeat.
® *




The Room of Many Doors

This room contains ten different doors, including the one
the characters just came through. Each one has a colored
mat in front of it. The doors are otherwise identical. When
the players open a door, read the corresponding entry.

e Purple: A cloud of gas escapes from behind the door
and the person who opened it must make a DC 13
Constitution saving throw or else they gain the blinded
and poisoned condition for one hour.

e Dark Blue: A bolt of cold energy blasts out and strikes
the person who opened the door. Make a ranged attack
with a +4 bonus. On a hit, it deals 1d6 cold damage and
the target's speed is reduced by 10 ft. for one hour.

e Green: A cauldron of simmering green liquid sits
behind this door. When it's opened, have the player call
odds or evens and then secretly roll 1d20. If they called
it, the vapors of from the cauldron give them a +1
bonus to a random stat. The bonus lasts one hour. If
they did not, have them make a DC 13 Constitution
saving throw. If they fail, reduce a random stat by one
for one hour.

e Orange: Behind this door is an animalistic totem. If the
person who opened this door has a Strength score of
16 or higher, they gain a +1 bonus to their damage rolls
for one hour. If not, they must make a DC 13 Wisdom
saving throw. If they fail, they gain a -1 penalty to their
damage rolls for one hour.

¢ White: An arcane sigil is embedded in the ground
behind this door. If someone steps on it, they heal two
hit dice worth of hit points. Any hit points gained over
their maximum become temporary hit points.

e Light Blue: There is a sentient lightning bolt behind
this door. As soon as it's opened, the lightning bolt
strikes the person who opened the door before
chaining to the next closest person. It makes a ranged
attack roll with a +4 bonus against the first target and
deals 2d6 lightning damage on a hit. Against the next
target, it makes a ranged attack roll with a +2 bonus
and deals 1d6 lightning damage on a hit. It dissipates
after making both its attacks.

e Red: The stone mouth behind this door shoots out a 15
ft. cone of fire as soon as the door opens. Everyone in
the area must make a DC 13 Dexterity saving throw
taking 2d4 fire damage on a failure and half as much on
a success.

e Yellow: A suit of animated armor sits behind this
door. If inspected, it appears to be a +1 suit of plate
armor, however, as soon as someone takes off their
armor to try it on, it attacks them.

e Black: This door is a normal door and leads deeper
into the “Fun”geon.

‘The ‘Pool of Stepping Stones

8 L3

You enter a large room with a four headed
statue of a hydra in the center and water
dominating the space. Circular stone
platforms surround the statue. To your left,
metal grates bar your way to an exit.

* *

Trap: Flaming Hopscotch. As soon as someone jumps
onto one of the platforms, have everyone roll initiative.
The hydra statue goes at initiative count 10 and shoots a
firebolt at a random character on one of the stone
platforms. It's a ranged attack with +2 to hit and does 1d10
fire damage on a hit. Jumping onto a platform requires a
DC 10 Strength (Athletics) or Dexterity (Acrobatics) check. If
the check is successful, the character can move up to their
maximum speed over the platforms making multiple
jumps along the way. If it fails, they fall into the water and
are teleported back to the last stable position they were
standing on. They must repeat the check on each of their
turns while moving across the platforms. Once a party
member reaches the exit to this room, the hydra statue
ceases attacking.

‘The ‘Library of Endless ‘Books

C 3 8

This room is almost as large as the last. The
floor is a plush carpet and the walls are lined
with bookshelves. You don't see another way
out of the room, however, you do see a table
with two benches and an open book at the
center of the room.

® : ®

The book at the center of the room is called Tales of an
Adventurer: Part I. In it, the characters find a detailed
account of their experience in the “Fun”geon thus far. The
story ends with a line saying “and then they picked up the
book. To be continued.”

The secret to this room lies in finding the next book
Tales of an Adventurer: Part Il. It can be found on the
north side of the room on the eastern bookshelf. The book
can be found with a DC 16 Intelligence (Investigation)
check. The character rolls with advantage if they specify
that they're searching the bookshelf referenced above.

If they succeed, they find the book. Inside it reads “...and
then the bookshelf opened.” When they read this, the
bookshelf slides aside revealing the exit.

Encounter: Paper Cuts. If they fail, the book they find
attacks using the stat block for a flying sword.
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The Hall of Hungry Moutbhs

The hallway before you is long and empty,
except for the large demonic heads
embedded in the walls to your left and right.
The floor has a checkered pattern to it,
intricately carved. At the far end, you can see
the exit.

*® . *

Trap: Checkered Death. The checkered floor tiles all
look identical to the characters. The ones marked in red on
the map cause the demonic head aligned with them
vertically to fire off a crossbow bolt at whoever steps on
them. It takes 100 pounds of pressure to set off a tile.
When one does go off, make a ranged attack roll with a +4
bonus. On a hit, it deals 1d6 piercing damage. A trapped
tile resets as soon as someone steps off of it.

The Flaming Ruins

A massive domed room lies before you. Fallen
stone columns lie strewn about and a large
bridge crosses a chasm halfway into the
room. The chasm itself radiates a tremendous
heat as lava flows through it. On the far side
of the room, you can make out an exit.

- *

Encounter: Fire Folk. Two magma mephits and two
giant fire beetles are hiding in this room on the far side
of the bridge. When the characters are halfway across the
bridge, they attack.

If a character falls in the lava, they take 10d10 fire
damage when they fall in and again at the start of each of
their turns until they exit the lava.

“End of the Line

The room you're in now is very similar to the
one you began in when you were teleported
into the “Fun”geon. Two large statues stand in
front of you. Behind them, a teleportation
circle can be seen. To your right, two large
and heavy double doors stand. Signage on
them reads “Maintenance Crew Only - All
Others Keep Out".

® P ; ®

The teleportation circle will take them back to The Dueling
Knight's lobby, although it's currently not working. Behind
the doors is the magical apparatus that powers the facility.
Normally, it uses an enslaved fire elemental as a fuel
source, but it has since broken free. It's weakened from
being in the machine so it doesn’t have the strength to
break through the doors and properly escape. The bursts
of energy it's giving off are the reason for the malfunctions
seen so far.

When the characters enter the room, it attacks. It speaks
Ignan, but its mental state is too diminished to engage in
conversation and its rage is too overwhelming to be calm
and negotiate. When it's defeated, read the following...

With a howling roar, the fire elemental turns
to steam and evaporates before your eyes. All
it leaves behind is a small glass shard
containing a fraction of its power.

The machine is damaged but working. If the players make
a DC 16 Intelligence (Arcana) check, they can deduce that
placing the glass shard into a particular slot on the
machine will restore it to minimal power and allow them
to power down the “Fun”geon and enable the
teleportation circle for their escape.

Aftermath

Once the players escape the “Fun”geon they arrive back in
the lobby of The Dueling Knight. The crowd outside has
mostly dispersed and Reginald and the town guard are
waiting for them. Reginald thanks them profusely and
immediately pays them their owed reward.

If the characters explain that the source of the problem
was an escaped fire elemental, the town guard's ears perk
up and they demand to know more. When the characters
are done telling them what they know, the guards inform
Reginald that The Dueling Knight is to be closed until
further notice while they investigate the improper use of
elemental magic within city limits. If this happens, Reginald
is inconsolable, but the town guards pay each character an
extra 25 gold pieces for the information.
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Enslaveo Fire Elemental

Large elemental, neutral

Armor Class 13
Hit Points 51 (6d10 + 18)
Speed 50 ft.

STR DEX CON INT WIS CHA
10(+0) 17(+3) 16(+3) 6(-2) 10(+0) 7(-2)

Damage Vulnerabilities cold

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons

Damage Immunities fire, poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10

Languages Ignan

Challenge 3 (700 XP)

Actions

Multiattack. The enslaved fire elemental
makes two and touch attacks

Touch. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 10 (2d6 + 3) fire damage.




Art: Shutterstock

‘Writing: Benjamin Palmer
www.adventuresawaitstudios.com

Open Gaming License 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 forms 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; (d)"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 graphics, 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.
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. Offer and Acceptance: By Using the Open Game

Content You indicate Your acceptance of the terms of
this License.

. 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.

. 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

. 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.

. 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 coadaptability 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.

. Identification: If you distribute Open Game Content You

must clearly indicate which portions of the work that
you are distributing are Open Game Content.

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

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.

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.
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.
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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.
COPYRIGHT NOTICE Open Game License v 1.0a
Copyright 2000, Wizards of the Coast, Inc. System
Reference Document 5.0 Copyright 2016, Wizards of
the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford,
Chris Perkins, Rodney Thompson, Peter Lee, James
Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims,
and Steve Townshend, based on original material by E.
Gary Gygax and:-Dave Arneson. Kraken Beach
Scavengers: Copyright 2020, Hamrick Brands, LLC END
OF LICENSE




