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Another Tommy Huff Dungeon Crawl

I
f this is your first adventure of mine, then let me

explain my style. I like making dungeon crawls with

little to no story at all. I like giving out powerful items

but also dishing out powerful traps and monsters. I

love using the classic blue and white dungeon maps

because I believe they instill better imagination. Also,

all my adventures include Sir Eckracht. I like riddles

and puzzles and having final bosses. I also like putting info in

bullet points because I believe it's less strain on the eyes.

Finally, the game is called Dungeons and Dragons, so expect

a dragon.

If you are looking for a big elaborate story, balanced

encounters, and sparse magical items, this not the adventure

for you. If you want a dungeon crawl that might kill your

character, then this is the right adventure for you.

Character’s Level
It’s recommended the party starts on levels 12 – 15 for this

adventure.

Lazy Dungeon?
The following series is called Lazy Dungeon (LD) because

they have no adventure hooks, no story, and will require

further reading at times. They are simply a dungeon that

could possibly last for a single night or several nights. Many

of the encounters are reused from past adventures I’ve

written, D&D books, or online. How or why the players are

in this dungeon will be completely up to the DM.

Preparation
You (the DM) will need the following books to play this

adventure:

The Player’s Handbook (PHB)

Dungeon Master’s Guide (DMG)

Monster Manual (MM)

Volo’s Guide to Monsters (VGtM)

Xanathar’s Guide to Everything (XGtE)

Mordenkainen’s Tome of Foes (MToF)

The information presented here uses the
D&D 5th Edition rules.
The adventure is made for a party of four to five (though one

or two more would be welcome) starting on 12th–15th level.

This module can be played on its own or played as a side

quest in your current campaign.

If your players are unfamiliar with hack-proof dilemmas,

they may find this adventure unsatisfying. Those who know

how to use their wits should find it an intriguing balance of

action and problem-solving.

Finally, every player and DM are different. This adventure

cannot foresee every action made by the players and thus as

DM, you should rule accordingly if the rules mentioned in

this quest do not correspond with the players and your group.

The DM is encouraged to add their own ideas and to

flesh out the details of the dungeon where things are only

hinted at or incompletely described. There is room for

changes and improvements if you feel you can make the

module better.

Adventure Hook
In the style of classic D&D adventures, Shahrukh’s Sanctum

does away with any complicated research or adventure hooks

and thrusts the characters directly into the dungeon. Once

again, how or why the players got here is up to the DM.

Party Goals
The DM decides the goal of the party. It could be for treasure,

experience points, or simply curiosity. The DM could also fill

the dungeon with his or her own ideas on why their players

are there.

Random Encounters
Every two hours in real time the DM rolls 1d6. This also

occurs each time the players rest.

On a 5 or 6, roll 1d4. The number on the d4 will determine

how many creatures the players will fight.

Roll 1d10 equal to the number on the d4. Each roll will be

a creature selected for combat. For example, a 2 is rolled

on the d4. The DM will roll on the Random Encounter list

2 times.

These creatures will teleport into the area and fight the

party without question.

The creatures are listed below.

Random Encounters
1d10 Wizard

1 Abjurer (VGtM pg 209)

2 Conjurer (VGtM pg 212)

3 Diviner (VGtM pg 213)

4 Enchanter (VGtM pg 213)

5 Evoker (VGtM pg 214)

6 Illusionist (VGtM pg 214)

7 Necromancer (VGtM pg 217)

8 Transmuter (VGtM pg 218)

9 Mage (MM pg 347)

10 Apprentice Wizard (VGtM pg 209)

Random Creature Treasure
Each wizard carries 4d6 gp on them.

Each wizard has a 30% chance of carrying 1d6 Potions of

Healing.

Wizards carry spell materials components but only for

their prepared spells.

Spells for Random Encounters
Several spells have been switched out from the ones

written within the wizard’s stat block in the books. This

will not change the CR,

The spells from Xanathar’s Guide to Everything will

contain the page number, but the spells from the Player’s

Handbook won’t.
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