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AN ADVENTURE FOR CHARACTER LEVELS 10 - 13

by Tommy Huff

A Dangerous Game
Dungeon Module TH2





In Dungeon Module TH2 the party will be hunted by Duke 
Zaroff for three days. The players have the option of either 
evading the Duke or if it comes to it engaging him in combat. 
After the three days if the players survive they are allowed to 
leave without further complications. 

Dungeon Module TH2 is made up of the random 
encounters rolled on 7 charts. These encounters make up the 
majority of this module and thus will give you a different 
experience every time you play it. Even the Land Zones
(colored areas) will be different with each play through. The 
charts will be split up into Land Zones, Land Encounters, 
Traps (if necessary), Creatures (if necessary), Weather (if 
necessary), Role Play (if necessary), and Duke Zaroff (this 
module's villain). The players will follow the rules of travel 
from The Player's Handbook, written later in the module and 
will constantly need to use stealth and/or hide, in case Zaroff 
is in the same hex. 

• Each hex=1 mile. 
• First, roll on the Land Zone Chart to determine where 
each Land Zone will be.
• The players will need to determine which Land Zone 
they'll start in. This can be done by choice or roll. When they 
choose a Land Zone they'll start in a hex within three miles 
of the castle. This is due to the head start Zaroff gives the 
players.
• The DM will roll 1d6. Zaroff will start in the Land Zone of 
the number rolled. He will be in the closest hex to the castle. 
Choose whichever hex if there is more than one.
• The castle is off limits.
• The turns will go first the players, next Zaroff, and finally 
each of his dogs. 
• Each turn the players can either move to a new hex or 
stay in the current one they're in. 
• For each new hex (1 mile) the DM will role on the Land 
Encounter Chart to determine what happens in that hex. 
Sometimes nothing will happen and that's ok. 
• If the Land Encounters say you find something small like 
a campfire, just assume the campfire is within the mile hex 
and not the whole mile. 
• For each new turn, the players will need to roll Dexterity 
(Stealth) DC in case Zaroff or his dogs are in the same hex. 
Zaroff and his dogs can also roll Dexterity (Stealth) DC if 
they choose. Moreover, all players will make Wisdom 
(Perception) DC to determine if another party is present in 
that hex. Zaroff and his dogs will also make this check.
• After the players have their turn Zaroff will either move to 
a new hex or stay where he is but to where he goes is for the 
DM only.
• As the DM does Zaroff's turn (assuming they still can) 
they can choose to roll on the Duke Zaroff Chart. One again 
only the DM will know what is rolled on this chart.
• Zaroff might take a long rest to regain some of his spells.
• Zaroff has dogs traveling in packs of 3 in each of the Land 
Zones. They will move or stay in their current hex after 
Zaroff's turn. Each pack will stay in that current Land Zone. 
As above only the DM will know where the dogs travel to. 
• If Zaroff or his dogs are in the same hex as the players, 
both parties (the players and Zaroff or his dogs) will need to 
make a contest of Stealth vs Perception. 

Both parties are trying to hide so really it comes down to who 
has the better Wisdom (Perception).

• If the party is spotted they can choose to proceed into a 
chase (see chase rules provided later in the module) with 
Zaroff or his dogs. However, if they choose they can simply 
fight.
• If Zaroff or his dogs are unaware of the players but the 
players are aware of him, the players can choose to either 
flee or get a surprise attack round on Zaroff or his dogs. 
• If the players escape from Zaroff or his dogs the process 
repeats until the 3 days are over.
• If the players survive the 3 days, Zaroff will teleport them 
right before Encounter 6 or Encounter 7 of Dungeon Module 
TH1 (the players choice). 
• If they players kill Zaroff the various landscapes, 
creatures, and castle will vanish. Several Deep Gnomes will 
thank the players for rid them of that monster and reward the 
players each with a Cloak of the Manta Ray (Dungeon 
Master's Guide, 159) and each with a Ring of Free Action
(Dungeon Master's Guide, 191). Finally, the Deep Gnomes 
will teleport the player’s right before Encounter 6 or 
Encounter 7 of Dungeon Module TH1 (the player’s choice).

More info will be on the Deep Gnomes if the players choose 
that route.

'

While traveling, a group of adventurers can move at a 
normal, fast, or slow pace, as shown on the Travel Pace 
table. The table states how far the party can move in a period 
of time and whether the pace has any effect. A fast pace 
makes characters less perceptive, while a slow pace makes it 
possible to sneak around and to search an area more 
carefully.

Forced March: The Travel Pace table assumes that 
characters travel for 8 hours in day. They can push on 
beyond that limit, at the risk of exhaustion. For each 
additional hour of travel beyond 8 hours, the characters 
cover the distance shown in the Hour column for their pace, 
and each character must make a Constitution saving throw at 
the end of the hour. The DC is 10 + 1 for each hour past 8 
hours. On a failed saving throw, a character suffers one level 
of exhaustion. 

Distance Traveled per...
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The travel speeds given in the Travel Pace table assume 
relatively simple terrain: roads, open plains, or clear dungeon 
corridors. But adventurers often face dense forests, deep 
swamps, rubble-filled ruins, steep mountains, and ice-
covered ground—all considered difficult terrain. 

You move at half speed in difficult terrain—moving 1 foot 
in difficult terrain costs 2 feet of speed—so you can cover 
only half the normal distance in a minute, an hour, or a day.

Movement through dangerous dungeons or wilderness areas 
often involves more than simply walking. Adventurers might 
have to climb, crawl, swim, or jump to get where they need to 
go.

While climbing or swimming, each foot of movement costs 1 
extra foot (2 extra feet in difficult terrain), unless a creature 
has a climbing or swimming speed. At the DM’s option, 
climbing a slippery vertical surface or one with few 
handholds requires a successful Strength (Athletics) check. 
Similarly, gaining any distance in rough water might require 
a successful Strength (Athletics) check.

Your Strength determines how far you can jump. 
Long Jump. When you make a long jump, you cover a 

number of feet up to your Strength score if you move at least 
10 feet on foot immediately before the jump. When you make 
a standing long jump, you can leap only half that distance. 
Either way, each foot you clear on the jump costs a foot of 
movement. 

This rule assumes that the height of your jump doesn’t 
matter, such as a jump across a stream or chasm. At your 
DM’s option, you must succeed on a DC 10 Strength 
(Athletics) check to clear a low obstacle (no taller than a 
quarter of the jump’s distance), such as a hedge or low wall. 
Otherwise, you hit it. 

When you land in difficult terrain, you must succeed on a 
DC 10 Dexterity (Acrobatics) check to land on your feet. 
Otherwise, you land prone. 

High Jump. When you make a high jump, you leap into the 
air a number of feet equal to 3 + your Strength modifier if you 
move at least 10 feet on foot immediately before the jump. 
When you make a standing high jump, you can jump only half 
that distance. Either way, each foot you clear on the jump 
costs a foot of movement. In some circumstances, your DM 
might allow you to make a Strength (Athletics) check to jump 
higher than you normally can. 

You can extend your arms half your height above yourself 
during the jump. Thus, you can reach above you a distance 
equal to the height of the jump plus 1 1/2 times your height.

Strict application of the movement rules can turn a 
potentially exciting chase into a dull, predictable affair.

Faster creatures always catch up to slower ones, while 
creatures with the same speed never close the distance 
between each other. This set of rules can make chase more 
exciting by introducing random elements.

A chase requires a quarry and at least one pursuer. Any 
participants not already in initiative order must roll initiative. 
As in combat, each participant in the chase can take one 
action and move on its turn. The chase ends when one side 
drops out or the quarry escapes. 

When a chase begins, determine the starting distance 
between the quarry and the pursuers. Track the distance 
between them, and designate the pursuer closest to the 
quarry as the lead. The lead pursuer might change from 
round to round. 

Participants in the chase are strongly motivated to use the 
Dash action every round. Pursuers who stop to cast spells 
and make attacks run the risk of losing their quarry, and a 
quarry that does so is likely to be caught. 

During the chase, a participant can freely use the Dash 
action a number of times equal to 3 + its Constitution 
modifier. Each additional Dash action it takes during the 
chase requires the creature to succeed on a DC 10 
Constitution check at the end of its turn or gain one !eve. of 
exhaustion.

A participant drops out of the chase if its exhaustion 
reaches level 5, since its speed becomes 0. A creature can 
remove the levels of exhaustion it gained during the chase by 
finishing a short or long rest. 

A chase participant can make attacks and cast spells against 
other creatures within range. Apply the normal rules for 
cover, terrain, and so on to the attacks and spells.

Chase participants can't normally make opportunity 
attacks against each other, since they are all assumed to be 
moving in the same direction at the same time. However, 
participants can still be targets of opportunity attacks from 
chase. For example adventurers who chase a thief past a 
gang of thugs in an alley might provoke opportunity attacks 
from the thug.

A chase ends when one side or the other tops, when the 
quarry escapes, or when the pursuer are close enough to 
their quarry to catch it. 

If neither side gives up the chase the quarry makes a 
Dexterity (Stealth) check at the end of each round, after every 
participant in the chase has taken its turn. The result is 
compared to the passive Wisdom (Perception) scores of the 
pursuers. If the quarry consists of multiple creatures, they all 
make the check. 
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If the quarry is never out of the lead pursuer's sight, the 
check fails automatically. Otherwise, if the result of the 
quarry's check is greater than the highest passive score, that 
quarry escapes. If not, the chase continues for another round.

The quarry gains advantage or disadvantage on its check 
based on prevailing circumstances, as shown in the Escape 
Factors table. If one or more factors give the quarry both 
advantage and disadvantage on its check, the quarry has 
neither, as usual. 

Other factors might help or hinder the quarry's ability to 
escape, at your discretion. For example, a quarry with a 
faerie fire spell cast on it might have disadvantage on checks 
made to escape because it's much easier to spot. 

Escape doesn't necessarily mean the quarry has outpaced 
its pursuers. For example, in an urban setting, escape might 
mean the quarry ducked into a crowd or slipped around a 
corner, leaving no clue as to where it went.

As with any good chase scene, complications can arise to 
make a chase more pulse-pounding. The Urban Chase 
Complications table and the Wilderness Chase 
Complications table provide several examples. 

Complications occur randomly. Each participant in the 
chase rolls a d20 at the end of its turn. Consult the 
appropriate table to determine whether a complication 
occurs. If it does, it affects the next chase participant in the 
initiative order, not the participant who rolled the die. The 
participant who rolled the die or the participant affected by 
the complication can spend inspiration to negate the 
complication. 

See Dungeon Master's Guide pg 254 for the wilderness 
complication table

Creatures being chased can split up into smaller groups. This 
tactic forces pursuers to either divide their forces or allow 
some of the quarry to escape. If a pursuit splits into several 
smaller chases, resolve each chase separately. Run a round 
of one chase, then a round of the next, and so on, tracking the 
distances for each separate group. 

During a chase, it's possible for the pursuers to become the 
quarry. For example, characters chasing a thief through a 
marketplace might draw unwanted attention from other 
members of the thieves' guild. As they pursue the fleeing 
thief, they must also evade the thieves pursuing them. Roll 
initiative for the new arrivals, and run both chases 
simultaneously. In another scenario, the fleeing thief might 
run into the waiting arms of his accomplices. The 
outnumbered characters might decide to flee with the thieves 
in pursuit.

'

Roll 1d6, 6 times, until all the numbers are used up. Starting 
with area 1 to area 6, roll so all the land types are used up. 
Each time the type of terrain should be located in different 
areas.

• So, with this you might get two grasslands or maybe two 
swamps.

Here you will roll for the weather of each area. The land is 
magic so if it's hot in one area and cold in the other that's ok.

4
A Dangerous Game



The mountain is roughly around 4,000 ft high and is mostly 
made up of rough sharp cliffs and narrow ledges. Loose 
rocks and shoddy foot holds are dominate with very few 
spots smooth enough to maintain balance. The mountain is 
magically active to increase Duke Zaroff’s hunt.

• The mountain will always have the Wild Magic effect on 
it. Roll on the Wild Magic table every mile in the mountain 
region.
• Wild Magic table is in the Player's Handbook pg 104
• The mountain gives one half cover due to its rocky 
landscape. 
• Cover on pg 196 of the Player's Handbook
• Roll on the mountain table to determine what happens in 
every hex.

'

Overgrown with vines and dangerous branches, the jungle is 
the perfect place for anyone is brave enough to head into to 
hide. However, it’s also the place to find some of the most 
dangerous prey and the most exotic big game. Inside this 
cursed environment, you feel as if all holiness is void from 
you. 

• The jungle is covered in an anti-magic field; however, this 
is only divine magic. Arcana magic still works. 
• The jungle is considered rough terrain.
• The jungle gives three fourths cover due its very thick 
trees and branches. 
• Cover on pg 196 of the Player's Handbook
• Roll on the jungle table to determine what happens in 
every hex.
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The swamps are covered in suffering and disease. They are 
full of the vilest creatures and only death is promised. It is 
said that not even the gods are present in these horrible 
place though that's only a rumor. Rumor has it that a village 
of outcast lives in this swamp. While Duke Zaroff will enter 
he does so with great caution.

• The swamp is covered in an anti-magic field; however, this 
is only Arcana magic. Divine magic still works. 
• The swamps are rough terrain due to sinking a little with 
every step. 
• Roll on the swamp table to determine what happens in 
every hex.
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'

The wide open grasslands provide no cover but still are a fine 
place for hunting. Duke Zaroff can be seen here when he 
hopes to find an easy prey.

• The grasslands have a sense of decay about them and the 
PC can only heal half their hit point during a short rest while 
in them. 
• Roll on the grassland table to determine what happens in 
every hex.
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The hills pose no problems for travelers such as yourselves 
but onw should always be on the look out for dangerous 
creatures and of course Duke Zaroff.

• Roll on the hill table to determine what happens in every 
hex.

The traps are simply traps from the Dungeon Master's Guide
and can be used for any land zone. The traps can be set up in 
any way the DM see's fit. Once again I am not providing 
individual maps and therefore as DM you have free range to 
determine where these traps are in each hex.

• If the trap doesn't give a set amount of damage it's under 
the dangerous level when it comes to damage. Damage is 
4d10. However, as DM feel free to adjust this according to 
the situation. 
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Here will be the chart for role play encounters. You'll use 
each encounter only once. Sometimes you might not even 
use all the encounters and that's ok. If you get the same 
encounter simply reroll.

-Feel free to improvise anything you see fit with these. 
Once again you're in control here. 

-Each role play encounter is worth 2,400 XP.
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The windows are draped with fine silks, beautiful painting 
cover the walls, door knobs are made from pure gold, and 
even torches are covered in gems. Clearly this is no ordinary 
host. You come into his dining room where various servants 
of all races await your host. Merely with a simple look, the 
servants invite you to sit down. A moment later a feast fit for 
the gods is placed before you and the servants stand at 
attention, waiting to be called upon at a moment’s notice. 
“Welcome, friends! It’s been a while since we’ve had visitors. 
Please allow me to introduce myself, I am Duke Zaroff, and 
this is my home. Please make yourselves at home.”

• If a player makes a Perception DC of 20 or higher they’ll 
see Zaroff’s palms are where the backs of the hands would 
be on a human
• Here are several example questions that could be asked. 
However, not all of them will be listed here. In that case, feel 
free to act, however, you see fit.
• The players may ask where all the Deep Gnomes are. In 
which Zaroff will answer that there were never any here.
• If Zaroff is told about Berbaris he’ll find it quite odd and 
assure you that this land was originally bare.
• If asked about his demon. He’ll laugh and ask does it 
frighten you. He’ll proceed to say that the creature is a Balor 
whose name he learned. Since Zaroff possesses such 
knowledge the demon is his to control.
• If asked about the jungle, he’ll laugh and say I’m glad you 
noticed it. He’ll explain that it’s there magically and that he 
hunts in it. He’ll ask if you noticed his collection of beasts 
that he engaged in the past. He’ll explain that this jungle is 
his own personal hunting grounds and that grounds are 
roaming with various animals and creatures. 
• A player might ask where they come in. He’ll respond with 
“You see I’ve been hunting for so long that I’ve realized that 
most beasts of the world possess the same quality and that’s 
simply they lack cunning and skill. I’ve been hunting so long, 
that the very deed has become bothersome and tiring. 
However, I’ve come to recognize that the hunt is not boring 
but merely what is being hunted. Therefore, I’ve changed my 
mind on what to hunt.”
• He’ll then stand up and ask the players to join him in the 
room next to him.

Zaroff leads you into a vast room and to your horror you 
notice many humanoid heads mounted on his walls. Heads of 
Gnomes, Halflings, humans, Elves, Dwarfs, etc. However, 
also the heads of Giants, Orcs, Trolls, Kuo – Toa, Bullywugs, 
and all matter of intelligent creatures. Zaroff turns to you and 
says “My friends as you can see I have a knack for even the 
most exotic taste. You see the beast of the land lack what 
these on my way possess and that’s intelligence. I made this 
castle and jungle in such a location because I knew only 
strong and smart creatures could come this way. However, 
not all these heads hail from here but simply from other 
hunts. Tonight you will join me on a hunt. Please don’t think 
I’m a brute. I will give you the option to choose for 
yourselves. I suggest we play a game. I will proceed to give 
you a three-hour head start and after that head start, I will 
attempt to find you. 

Simple enough you say? But, here’s the catch my friends, if 
I find you, you’ll be put on that wall with the others, However, 
if I don’t find you and you evade me for three days then you 
win this game and by my honor you may go. In fact, I'll 
personally teleport you out of here. However, I said I’m a fair 
man and you can choose. The other choice is to be taken by 
my Balor and shown the nine hells personally. Though I 
should mention he will not engage in the hunt so put your 
mind at ease. The choice is yours.” 

• The players don’t have much of an option here. They 
could fight the Balor (Monster Manual pg 55) but would 
probably fall to it. 
• Out of fear Zaroff will personally teleport the players 
before Encounter 6 or 7 of Dungeon Module TH1 if they kill 
the Balor.
• Let the players choose what they want. One could end the 
module very fast but the other will proceed with it. 
• If the players choose to accept the hunt Zaroff will honor 
the three hour time he’s allowed the players. 
• The main part of the module will start if the players take 
the being hunted route. See the rules at the beginning. 

The players can either kill Zaroff or survive his hunt for three 
days. I will go over each of the options. Regardless of what 
path they take the players will be teleported to before 
either Encounter 6 or 7 of Dungeon Module TH1.

As you kill Zaroff, everything in his twisted hunting grounds 
suddenly gets sucked up into a vortex that he was master 
over. Not only the land but also the creatures and the 
animals. Soon the vortex vanishes without a trace. All is bare 
as if nothing happened. Only the remains of the Deep Gnome 
city. An elderly Deep Gnome comes out from hiding and 
approaches you and claims he can't thank you enough. As a 
reward, he gives everyone gifts and says he will transport you 
out of the city but can only teleport you so far due to the lack 
of strength he has from the struggle of Zaroff. 

• Each player will receive a Cloak of the Manta Ray
(Dungeon Master's Guide, 159) and each with a Ring of Free 
Action (Dungeon Master's Guide, 191)
• The players will be teleported to one of the above 
mentioned places.

After the three days Zaroff himself comes to you and 
congratulates your success in evading him. He says as 
promised he will personally teleport you out of his hunting 
grounds. 

• The players will be teleported to one of the above 
mentioned places.
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