
• A •
Acrobatics check, 141
action movie director style, 120–121
action/adventure theme, 260
actions

in combat, 81
improvised, 140
monster, 137–139
as player decision, 16
as real as possible, 51
results, showing, 17
teaching, 78–79

actors
Kobold Hall, 88
The Necromancer’s Apprentice

adjustments, 251
advance agent archetype, 274
adventures

battles, 56–57
brining to life, 55–58
challenges, 57–58
changing, 85–91
climax, 172
creating, 27–28
defined, 5, 168
design, 168
directing, 50–51
dungeon-of-the-week, 105–106
encounters, 40–41, 44, 47, 58, 168, 170–172
end, 168, 172
event-based, 197–202
excitement, 171
expanding, 90–91
Fallcrest, 115–116
format, understanding, 85
future, 111
keeping moving, 28, 31–32
linking, 110–112
locations, 55–56
materials, gathering, 84
narrating, 33–34, 45–58
parts of, 167–172
premise, 49, 168–170

published, 21, 26–27
randomly generated, 203–214
resources, 152–153
running, 91–100
starting, 169
structuring, 180
suggestions, 156
themes, 259–262
wilderness, 191–196

agent provocateur archetype, 272
alignment, 39
allies, 54
aquatic geography, 279
arbiter DM, 124–125
Arim’s pasture (The Necromancer’s

Apprentice), 225–226
Armor Class (AC), 80, 141
artillery monsters, 175
assassin archetype, 274
Athletic check, 139
attacks

bear (The Necromancer’s Apprentice),
227–229

double, 137
4th Edition, 81
monster, 138
opportunity, 82
skeletons, 238

authority, DM, 16
autocrat DM, 124
avenger archetype, 272
azer beastlord (Forge Defenders), 350–351

• B •
backgrounds

crafting, 148–149
player character, 114–115
premise, 169

battle maps, 14–15, 135
battles. See combat encounters
bear attack (The Necromancer’s Apprentice),

227–229
benchmark encounters, 220
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big boss (Kobold Hall), 98
Big Trouble

features, 313
as level 9 encounter, 311
map, 312
oni mage, 314
set up, 311–312
tactics, 313
trolls, 313

blazing skeleton, 238
blogs, 159
bog hags (Swamp Terrors), 317
bone devil (Diabolic Legion), 344–345
bonus chapters, this book, 8
books

bringing, 66–67
DM resource, 154
player resource, 153–154

brutes, 175

• C •
campaign arcs. See also ongoing games

outlining, 112–113
overarching theme/story, 112

Campaign Guide, 67
campaigns

building, 108–113, 256–262
building on past events, 257–258
building on what players give, 263
context, 256–257
continuing, 107
converting to 4th Edition, 263–266
defined, 5
dungeon-of-the-week model, 262
foreshadowing events, 258
home base, 108–110
inspiration, 258–259
multiple, 70
one-shot, 106
player character actions effects on, 257
recurring NPCs, 258
shared-world, 69–70
starting fresh, 266
story elements and, 114–115
themes for, 259–262
time passage, 257
transitions, glossing over, 264–265
world creation, 256

Candlekeep Web site, 164

capture, as adventure premise, 49
castles, 280
cave bear, 228
cavern choker, 235–236
challenge encounters. See also encounters

choices, 178
providing, 365
skill, 57–58, 178

chambers
features, 207
size and shape, 206

character build goals, 149–150
character classes, 144, 147
character sheets. See also player characters

(PCs)
defined, 14
explaining, 79–80
as game requirement, 14

character updating, 36
chasms, 206
Cheat Sheet, this book, 4
cheating, 141–142
chuuls (Swamp Terrors), 316
circular paths, 185–186
cleave power, 80
cliffhangers, 135
climates, 278–279
climax, 172
cloak wood (The Necromancer’s Apprentice),

227–229
cold climates, 279
combat cards, 42
combat encounters. See also encounters

actions in, 81
best, 170
complications, 57
defined, 40, 170
describing, 56–57
goal, 57
handling, 41–44
location, 57
narration, 56
opponents, 56–57
visually interesting, 41

comedy theme, 260
commerce, home base, 109
competition, DM and players, 62
computers, 67–68
condition cards, 43
connector style, 122–123
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conqueror archetype, 272–273
consequences, illogical, 131
consistency

in player interaction, 61
practicing, 367

context, 256–257
continuous stories. See campaigns
controllers, 79, 176
conventions, finding players at, 23
core mechanic

defined, 77
teaching how to use, 77–78

corridors
in random dungeon layout, 205
wide versus narrow, 185

corrupted hero archetype, 274
corruptor archetype, 273
creator role, 20–21
critical hits, 82
crushgrip constrictor snakes (Serpent Cult),

322–323
cut-away scenes, 135–136, 364
cyclops ramblers (Feydark Terror), 336–337
cyclops storm shaman (Feydark Terror),

337–338

• D •
D&D Compendium, 158
D&D Dungeon Builder, 158–159
D&D Dungeon Tiles

Kobold Hall use, 94
in map creation, 173
in random dungeon layout, 205–207
use preparation, 84

D&D Game Table, 158
D&D Insider

D&D Compendium, 158
D&D Dungeon Builder, 158–159
D&D Game Table, 158
D&D magazines, 157
defined, 157
online material, 152
using, 157–159
Web site, 23, 157

D&D worlds
base of operations, 278
blowing up, 265–266
bringing to life, 275–282
building from inside out, 276–277

castles, 280
climate, 278–279
creating, 256
describing, 77
details, adding, 277
Dungeon Master’s Guide, 280
dungeons, 280–281
EBERRON, 154, 155
FORGOTTEN REALMS, 144, 154, 265
geography, 278, 279
magic, 48
maps, 276
as medieval, 48
monsters, 49
notes, 276
putting together, 277–282
ruins, 280
setting your game in, 143–144
sites of interest, 280–282
using, 144

d20 publishers, 27
deathlock wight (The Necromancer’s

Apprentice), 241, 242
Death’s Chill

ice archon frostshaper, 352–353
ice archon hailscourges, 354
ice archon rimehammers, 353
as level 19 encounter, 351
map, 352
set up, 351
tactics, 351–352

decisions
before inviting players, 25
by dice, 138–139
monster, 138
player, 16

deep-immersion storytelling, 63
defenders, 79
defenses

elements, 80
4th Edition, 81

defensive plans, 189–190
deserts, 192, 279
destinies, 147–148
destroyer archetype, 273
Diabolic Legion

bone devil, 344–345
features, 343–344
ice devils, 345–346
legion devil veterans, 346
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Diabolic Legion (continued)
as level 17 encounter, 342
map, 343
set up, 343
tactics, 344

dice
defined, 5
as game requirement, 14
rolling, 18
in target decision, 138–139
types, 14
who rolls?, 68

Difficulty Class (DC)
check, 139
moderate, 140
not reaching, 140

Diplomacy check, 139
dire rats (Goblin Lair), 286, 287
discover, as adventure premise, 49
discussions, off-topic, 67
divination, 218
DM screen, 14
DMs. See Dungeon Masters (DMs)
doors, in random dungeons, 207
double attacks, 137
Draconomicon series, 154
Dragon magazine, 145, 157
drama, 367
Drow Scourge

drow priest, 340–341
drow warriors, 341
features, 338–339
goristro demon, 342
as level 16 encounter, 338
map, 339
set up, 338
tactics, 339–340

dungeon below. See also The Necromancer’s
Apprentice

cistern room, 239–240, 250
crypt, 241–242, 250
deathlock wight, 241, 242
defined, 236
illustrated, 236
kruthiks, 239–240
Nathar, 248
Nathar’s workroom, 243–249, 250
Roburn’s sleepless warriors, 237–239, 250
secret passage, 242–243
skeletons, 237–239

wraith, 247
zombies, 243

Dungeon magazine
defined, 157
published adventures, 26–27, 106, 153

Dungeon Masters (DMs)
basics, 33
being, 61
as cast of thousands, 17–18
cheating, 141–142
as creators, 20–21
defined, 1, 4
as director do’s/don’ts, 51
duties, sharing, 69–70
experience, 4
expressions, 15–21
functions, 12
as game focus, 15
guest, 69
laws, 32–33
as moderators, 12
as narrator, 16–17
as nonplayer character do’s/don’ts, 54–55
notebook, 276
player comparison, 60–64
player interaction, 61–62
as players, 18–19
position, trying, 13
power, 13
role, 1, 11–21, 60
as rules moderator, 15–16
as social directors, 19–20
as special effects wizard do’s/don’ts, 52–53
as teachers, 72–74

Dungeon Master’s Guide (DMG)
adventure review in, 84
awarding experience points rules, 44
conventions, 48–49
D&D worlds, 280
defined, 5
Difficulty Class (DC) setting, 139
encounter difficulty, 175
encounter levels, 174–175
encounter templates, 177
experience points calculation, 182
Fallcrest, 113–116
group gathering, 20
initiative, 42
Kobold Hall, 83
map drawing, 173
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monsters, 174
narrative description, 17
player motivations, 118
published adventure preparation, 29
random dungeons, 203
sample dungeon, 2
towns and communities, 282
treasure parcels, 213
use experience, 4
wilderness adventures, 192

dungeon-of-the-week adventure, 105–106
dungeon-of-the-week campaign, 262
dungeons

action, 184
conditional requirements, 190
defensive plans, 189–190
defined, 183
depth, 189–190
designing, 184–189
dynamic, 173, 189–190
encounter areas, 186
event-based adventures versus, 198
Fallcrest, 116
flowcharts in, 201–202
keys, 187–189
long-term plans, 190
maps, 172–173, 185–186
random, 203–207
sample, 2, 221–252
as sites of interest, 280–281
static, 189
story, plotting, 184
time frame, 190
timelines in, 201–202
types of, 183
wilderness encounters in, 196

Dungeons & Dragons 4th Edition For Dummies,
74–75, 80

DUNGEONS & DRAGONS game
as cooperative, 76
defined, 4
differences from other games, 76
Edition selection, 157
experience in, 3
interactivity, 11
Miniatures Game, 25, 75, 146
requirements, 13–15
Roleplaying Game Starter Set, 13, 28, 74
as social experience, 59–60
sourcebooks and supplements, 145

teaching, 71–72
terminology, 4–5
3rd to 4th Edition transition, 81–82

dynamic encounters, 189

• E •
EBERRON, 154, 155
EBERRON Campaign Guide, 282
Elf Raiders

drakes, 289
elf archer, 291–292
elf scouts, 290–291
as level 2 encounter, 288
map, 290
set up, 289
tactics, 289

e-mail, as contact method, 20
En World Web site, 164
encounter areas

dungeon crawl, 186
flowcharts, 199–200
marking, 186
placement, 186

encounters. See also adventures
benchmark, 220
Big Trouble, 311–314
building, 173–181
challenge, 44, 55, 57–58, 178
combat, 40, 41, 55, 56–57, 170
Death’s Chill, 351–354
defined, 168, 170
Diabolic Legion, 342–346
difficulty, 175
Drow Scourge, 338–342
dynamic, 189
Elf Raiders, 288–292
Feydark Terror, 334–338
Fiery Doom, 295–298
Forest Hunters, 305–308
Forge Defenders, 346–351
Githyanki Riders, 326–330
Gnoll Marauders, 302–304
goals, 170, 180
Goblin Lair, 285–288
hazards, 177
heroic, 285–318
Hobgoblin Guards, 292–294
keyed, 187–189
levels, 174–175
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encounters (continued)
making easier/harder, 86–88
map areas, 172
as miniature adventure, 170
The Necromancer’s Apprentice, adding, 252
noncombat, 40, 41, 170–172
Orc Reavers, 298–302
overcomplicating, 361
paragon, 319–358
random, 207–209
reviewing, 44
rewards, 189
Rocky Road, 323–326
roleplaying, 55, 58
scripts, 179–181
Serpent Cult, 319–323
Stalking Shadows, 308–311
starting, 179–180
static, 189
as story scenes, 47
Swamp Terrors, 314–318
templates, 177
terrain, 177
unfolding of, 181
verbs, 170
wilderness adventure, 195
Winter Hunt, 354–358
Zehir’s Army, 330–334

end. See also adventures
climax, 172
defined, 168, 172

enemy cards, 210
energy, maintaining, 64
epic tier

changes, 217
defined, 216–217
flying, 218

epilogue, 44
escape, as adventure premise, 49
espionage theme, 260
etiquette, gaming, 29
event-based adventures. See also adventures

defined, 197
designing, 197–201
dungeon crawls versus, 198
flowchart, 198–200
player character reactions, 198
timeline, 200–201

excitement
adventure, 171
creating, 127–142

expectations, setting, 64–68
experience points. See also rewards

bear attack, 229
calculating, 44, 182
for defeating deathlock wight, 242
for defeating kruthiks, 240
for defeating Nathar, 249
for defeating orcs, 235
for defeating skeletons, 239
defined, 182
rules for awarding, 44

exploration theme, 261
explorers

Kobold Hall, 88
The Necromancer’s Apprentice

adjustments, 251

• F •
facilitator DM, 124
failed expectations, 130–131
fairness

play, 29
in player interaction, 61

Fallcrest. See also home base
adventures in/near, 115–116
defined, 113
DM interest, 115
dungeons, 116
introducing, 114
player character backgrounds, 114–115
story elements, 114–115

fantasy fiction inspiration, 161
favorites, not playing, 361
feather boat, 194
feats, 146–147
Feydark Terror

cyclops ramblers, 336–337
cyclops storm shaman, 337–338
fomorian warrior, 336
as level 15 encounter, 334
map, 335
set up, 334–335
tactics, 335–336

fiendish focus, 137
Fiery Doom

chasm, 296
elemental tactics, 296
fire bats, 297–298
as level 4 encounter, 295
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magma claws, 296
magma hurler, 297
map, 295
set up, 295

finding players, 22–23
fire bats (Fiery Doom), 297–298
fire giant (Forge Defenders), 348–349
fire giant forgecaller (Forge Defenders), 349
firebred hell hounds (Forge Defenders),

349–350
flame jet trap (Hobgoblin Guards), 294
flowcharts. See also event-based adventures

in dungeons, 201–202
encounter areas, 199–200
as if/then statements, 198
illustrated, 199
timelines combined with, 201–202

fomorian warrior (Feydark Terror), 336
foreshadowing events, 258
Forest Hunters

features, 306
as level 7 encounter, 305
macetail behemoth, 306
map, 305
razorclaw stalkers, 307
set up, 305
tactics, 306
vine horror spellfiends, 307–308

forests, 193, 279
Forge Defenders

azer beastlord, 350–351
features, 347–348
fire giant, 348–349
fire giant forgecaller, 349
firebred hell hounds, 349–350
as level 18 encounter, 346
map, 347
set up, 347
tactics, 348

FORGOTTEN REALMS, 144, 154, 265
FORGOTTEN REALMS Campaign Guide, 282
Fortitude, 80
friend cards, 210
friends/relatives, as potential players, 22
frustration, 360–361
fun

finding obstacles, 136–137
having, 368
in pacing, 136–137
quotient, increasing, 64
teaching how to have, 74

• G •
galeb duhr earthbreakers (Rocky Road), 326
galeb duhr rockcallers (Rocky Road), 325–326
game clubs, 163
game stores, finding players at, 23
Game System License (GSL), 27
game table

defined, 35
excitement at, 127–142
gathering around, 35–36
markers on, 43–44
players and, 36

games. See also sessions
attendance, 25
environment, 24–25
etiquette, 29
keeping moving, 137–142
ongoing, running, 103–116
pacing, 135–137
player involvement, 148–150
preparations before, 28–29
running, 44
snacks and beverages, 25
style selection, 117–126
time and location, 25

gathering groups, 20, 21–25
GenCon, 23
ghaele of winter (Winter Hunt), 356
Githyanki Riders

features, 327
githyanki gish, 328–329
githyanki mindslicer, 330
githyanki warriors, 329
as level 13 encounters, 326
map, 328
set up, 327
tactics, 327

Gnoll Marauders
bestial humanoids, 303
gnoll claw fighters, 303–304
gnoll huntmasters, 304
as level 6 encounter, 302
map, 302
set up, 302
tactics, 303

goals
character, 149–150
combat encounter, 57
dungeon mastering, 20
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goals (continued)
encounter, 170
noncombat encounter, 170–172
story, 150

Goblin Lair
goblin blade, 288
goblin warriors, 286, 287–288
as level 1 encounter, 285
map, 286
rats, 286, 287
set up, 286
tactics, 286

goristro demon (Drow Scourge), 342
ground rules, establishing, 29, 35, 64–68
group story

concept, 45–46
player contribution, 46

groups
gathering, 20, 21–25
looking at, 60
play requirement, 21
size assumption, 21
size compensation, 21–22

growing your game, 143–150
GSL (Game System License), 27
guest DMs, 69

• H •
hash-and-slash, 63
hazards, 177
healing

other powers, 82
potion of, 149
second wind, 81
short rest, 82
surge value, 80
word, 81

heroes, 169
heroic encounters. See also encounters

Big Trouble, 311–314
defined, 285
Elf Raiders, 288–292
Fiery Doom, 295–298
Forest Hunters, 305–308
Gnoll Marauders, 302–304
Goblin Lair, 285–288
Hobgoblin Guards, 292–294
Orc Reavers, 298–302
Stalking Shadows, 308–311
Swamp Terrors, 314–318

high mobility, 218
hill giants (Rocky Road), 325
hills, 193, 279
hit points

list, 80
monsters, 145
tracking, 42

Hobgoblin Guards
flame jet trap, 294
hobgoblin archers, 294
hobgoblin soldiers, 292–293
as level 3 encounter, 292
map, 293
set up, 292
tactics, 292

home base. See also campaigns
commerce, 109
creating, 108–110
defined, 108
Fallcrest example, 113–116
NPCs, 108–109
story, 109–110

horror theme, 261
house of Roburn. See also The

Necromancer’s Apprentice
broken window, 231–232
cavern choker, 235–236
cellar, 235–236
clearing, 229–230
defined, 229
front door, 230–231
orcs in the house, 232–235, 250
spring and gate, 230

• I •
ice archon frostshaper (Death’s Chill), 352–353
ice archon hailscourges (Death’s Chill), 354
ice archon rimehammers (Death’s Chill), 353
ice devils (Diabolic Legion), 345–346
icons, this book, 7
illogical consequences, 131
imagination

capital, 129
as fabrication, 129
maximizing, 127–135

impartiality, 61–62, 368
improvisation

as DM style, 126
using, 52

information obstacles, 218
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initiative
check, 80
list, 42
tracking, 42

initiative organizer, 110
innocent bystanders, 54
inquisitor archetype, 274
inspiration

in building campaigns, 258–259
fantasy fiction, 161
real world, 160
story, 160–162

instigators
Kobold Hall, 88
The Necromancer’s Apprentice

adjustments, 251
Internet use, 159–160
inviting players

decisions before, 25
game environment and, 24–25

• J •
journal keeper, 110

• K •
Keep on the Shadowfell, 75, 116, 152
Key card, 210
key elements

approach, 71–72
teaching, 75–80

keys
description, 187–188
making, 187–189
scene, 188
sequential order, 187
setup, 187
statistics, 188

kick in the door adventuring, 63
knowing, 84
Kobold Hall. See also published adventures

actors, 88
adventure knowledge, 84
big boss, 98
changing, 85–91
dragon roleplaying, 99
Dungeon Master’s Guide, 83
encounters, making easier/harder, 86–88
expanding, 90–91
explorers, 88

first-level monsters, 86
format knowledge, 85
grounding characters, 92
hooking characters, 92–93
instigators, 88
introductory material, 85
kobold transformation, 89–90
minion, 97
player knowledge, 83–84
player motivations, 88–89
power gamers, 89
preparations, 93
running, 91–100
skull-skull!, 97
slayers, 89
sludge pit, 94–95, 97
starting, 83–85
storytellers, 89
thinkers, 89
tomb, 95–97
trapdoor, 93, 94
treasure, doling out, 99–100
true threat, 98–99
watchers, 89

kobolds
replacing, 90
shifty, 94–95
transforming, 89–90

kruthiks (The Necromancer’s Apprentice),
239–240

• L •
laws, DM, 32–33
leaders, 79
legion devil veterans (Diabolic Legion), 346
lighting, 131–132
locations

combat encounter, 57
creating, 55–56

Lock card, 210
lurkers, 176

• M •
macetail behemoth (Forest Hunters), 306
magic items

epic tier, 217
monsters and, 145–146
paragon tier, 216
rituals and, 146
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magic-using classes, 48
magma claws (Fiery Doom), 296
magma hurler (Fiery Doom), 297
Manual of the Planes, 154
maps

area size, 185
battle, 135
building with Dungeon Tiles, 173
circular paths, 185–186
corridors, 185
dungeon, 172–173, 185–186
keys, 173
randomly generated, 204
sketches, 134
from sourcebooks, 156
tactical, 134–135
this book, 187

marked monsters, 138
markers

types of, 43–44
using, 43

Martial Power, 67, 156
master thief archetype, 273
master villains, 174, 271–273
meals, 35
mediator role, 20
medieval worlds, 48
message boards, 163
miniatures

booster packs, 14
distinguishing, 43
as game requirement, 14–15
resources, 154
small box of, 209

minion monsters. See also monsters
encounter start and, 179
as role, 176
spreading out, 180
using, 97

minor villains, 273–274
moderator

as fair and consistent, 15
role, 12
rules, 15

modules. See published adventures
monetary treasure, 182
monster lairs, 281
Monster Manual

azer beastlord, 350–351
bog hags, 317
bone devil, 344–345

chuuls, 316
contents, 145
crushgrip constrictor snakes, 322–323
cyclops ramblers, 336–337
cyclops storm shaman, 337–338
defined, 5
dire rats, 287
drow priest, 340–341
drow warriors, 341
ecological information, 281
elf archer, 291–292
elf scouts, 290–291
fire bats, 297–298
fire giant, 348–349
fire giant forgecaller, 349
firebred hell hounds, 349–350
fomorian warrior, 336
galeb duhr earthbreakers, 326
galeb duhr rockcallers, 325–326
ghaele of winter, 356
githyanki gish, 328–329
githyanki mindslicer, 330
githyanki warriors, 329
gnoll claw fighters, 303–304
gnoll huntmasters, 304
gnoll marauders, 303
goblin blackblade, 288
goblin warriors, 287–288
goristro demon, 342
guard drakes, 289
hill giants, 325
hobgoblin archers, 294
hobgoblin soldiers, 292–293
ice archon frostshaper, 352–353
ice archon hailscourges, 354
ice archon rimehammers, 353
ice devils, 345–346
legion devil veterans, 346
macetail behemoth, 306
magma claws, 296
magma hurler, 297
oni mage, 314
orc drudges, 301
orc eye of Gruumsh, 301–302
orc raiders, 300
rage drakes, 299–300
razorclaw stalkers, 307
shadar-kai warriors, 309–310
shadar-kai witch, 310
snaketongue assassins, 321–322
snaketongue celebrant, 320–321
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snaketongue zealots, 322
spectral panther, 311
statistics, 66
treant, 356–357
trolls, 313
venom-eye basilisk, 317–318
vine horror spellfiends, 307–308
wild hunt hounds, 357–358
yuan-ti abominations, 334
yuan-ti malison disciple of Zehir, 332–333
yuan-ti malison incanter, 333

monsters. See also specific monsters
actions, 137–139
adding, 146
Armor Class, 141
artillery, 175
attacks, 138
brute, 175
controller, 176
in D&D worlds, 49
describing, 51
distinguishing, 43
Dungeon Master’s Guide, 174
encounter deck, 211
hit points, 145
list of, 188
lurker, 176
marked, 138
minion, 97, 176
mixture of, 276–277
ready-to-use sources, 174
roles, 175–177
running, 34
selecting, 176
skirmisher, 176
soldier, 176
solo, 87
from sourcebooks, 156
tactics, 188
target decision, 138
XP, 87

mood
lighting, 131
music, 131–132
setting, 131–132

mountains, 193, 279
movies, inspiration from, 161
multiple campaigns, 70
music, 131–132
mystery theme, 261

• N •
narration

adventure, 45–58
consistency, 52
descriptions, 16
DM role, 32, 47
drama, 367
evocative descriptions, 128
for five senses, 128
forms, 33–34
mastering, 50–55
read aloud text, 33
showing, 133–135
as storytelling experience, 45–47
stronger, 56
telling, 132–133
weak, 56

narrator
descriptions, 17
role, 16–17
style, 124–125

Nathar’s workroom. See also The
Necromancer’s Apprentice

magic circles, 245
tactics, 245
treasure, 245–249

The Necromancer’s Apprentice
for actors, 251
adapting, 249–252
Arim and his sons, 226
Arim’s pasture, 225–226
bear attack, 227–229, 250
cave bear, 228
cloak wood, 227–229
concluding, 249
dungeon below, 236–249
Dungeon Master preparation, 221–222
encounter area 1: the clearing, 229–230
encounter area 2: the spring and gate, 230
encounter area 3: the front door, 230–231
encounter area 4: the broken window,

231–232
encounter area 5: orcs in the house, 232, 250
encounter area 6: the cellar, 235–236
encounter area 7: Roburn’s sleepless

warrior, 237–239, 250
encounter area 8: the cistern room, 

239–240, 250
encounter area 9: the crypt, 241–242, 250
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The Necromancer’s Apprentice (continued)
encounter area 10: the secret passage,

242–243
encounter area 11: Nathar’s workroom,

243–249, 250
encounters, adding, 252
for explorers, 251
group size adjustment, 250
house of Roburn, 229–236
for instigators, 251
level adjustment, 250
player characters, 222
player motivation adjustments, 250–252
for power gamers, 251
premise, 222–223
quest, 224–225
scene examination, 226
Sergeant Gerdrand’s request, 223–224
for slayers, 251
starting, 223–225
for storytellers, 251
for thinkers, 252
treasure, adding, 252
for watchers, 252

negative, eliminating, 29
noncombat encounters. See also encounters

defined, 40, 170
goals, 171
running, 41

nonplayer characters (NPCs)
allies, 54
controller, 17, 18
defined, 5
home base, 108–109
innocent bystanders, 54
list of, 188
PC relationships with, 258
playing, 53–55
recurring, 258
roleplaying, 17
roles, 17
running, 34
standards, 18
statistics, 17
villains, 53–54

notebook, DM, 276
NPCs. See nonplayer characters

• O •
oceans, 194
off-topic discussions, 67
one-shot campaigns, 106

ongoing games. See also campaigns
advantages, 103
adventure linking, 110–111
campaign arc outline, 112–113
campaign building, 108–113
continuing campaigns, 107
dungeon-of-the-week adventure, 105–106
format selection, 104–107
future adventures, 111
growth, 103
one-shot campaigns, 106
player help, 110
running, 103–116
standalone sessions, 104–105
transitions, 111
TV series similarity, 113

oni mage (Big Trouble), 314
on-task DM, 125
Open Grave, 154
opponents, combat encounter, 56–57
opportunities, looking for, 366
opportunity attacks, 82
Orc Reavers

as level 5 encounter, 298
map, 299
orc drudges, 301
orc eye of Gruumsh, 301–302
orc raiders, 300
rage drakes, 299–300
set up, 298
tactics, 298–299

orcs
berserkers, 234, 246
defeating, 234
defined, 233
The Necromancer’s Apprentice, 232–235
raiders, 233–234

organization, this book, 6–7
organizer archetype, 273
Origins, 23

• P •
pacing

with cliffhangers, 135
with cut-away scenes, 135–136
finding fun and, 136–137
importance, 64
rules, 135

paragon encounters. See also encounters
Death’s Chill, 351–354
Diabolic Legion, 342–346
Drow Scourge, 338–342
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Feydark Terror, 334–338
Forge Defenders, 346–351
Githyanki Riders, 326–330
Rocky Road, 323–326
Serpent Cult, 319–323
Winter Hunt, 354–358
Zehir’s Army, 330–334

paragon tier
access to powers, 216
action point effects, 215–216
defined, 215
magic items, 216
rituals, 216
understanding, 215–216
utility powers, 216

paths
circular, 185–186
paragon, 147, 148, 215

PCs. See player characters
pencils/paper, 15
perception checks, 68
plains, 193, 279
player characters (PCs)

actions, 16, 78–79
alignment, 39
base of operations, 278
build goals, 149–150
class, 79
creating, teaching how, 73–74
death, 141
defenses, 80
defined, 5
epic destinies, 217
first time meeting, 39
goals, 149–150
grounding, 92
healing surges, 80
hit points, 80
hooding, 92–93
introductions, 38
level, 79
marking, 98
missing, 65
multiple, players controlling, 60, 65
not killing, 359–360
NPC relationships, 258
player creation of, 25
powers, 80, 139–140
reactions, 198
role, teaching, 79
speed, 80
updating, 36
villains and, 270

player-paced DM, 125

players
adding, 66
analyzing, 117–119
arrival, 35
dealing with, 59–70
DM comparison, 60–64
DMs as, 17–18
experience, matching, 219–220
finding, 22–23
frustration and, 360–361
game involvement, 148–150
group story contribution, 46
habits, 36
holding back from/delivering to, 362
interaction with, 61–62
introducing to game, 72
inviting, to play, 24–25
knowing, 83–84
motivations, 88–89, 118
selfish, 363
structuring adventures for, 180
talking with other, 163–164
understanding, 64
wowing with setting, 219–220

Player’s Handbook
character classes, 144
character roles, 79
defined, 5
player’s copy, 66–67
retaining rules, 148

playing
accessories, 154
fair, 29
nonplayer characters (NPCs), 53–55
preparing for, 21–29
reasons for, 63–64
through game session, 34–44

poison sting, 137
positive, accentuating, 29
potion of healing, 149
power gamers

defined, 63
Kobold Hall, 89
The Necromancer’s Apprentice

adjustments, 251
powers

in breaking rules, 140
character, 80
cleave, 80
DM, 13
4th Edition, 81
making available, 146–147
other, 82
paragon tier, 216
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powers (continued)
player character, 139–140
as powers, 140
utility, 216, 217

premise. See also adventures
adventure, 49
background, 169
defined, 168
DUNGEONS & DRAGONS game, explaining,

75–76
examples, 169–170
The Necromancer’s Apprentice, 222–223
opening hook, 168

preparation
as DM style, 126
importance, 365
for The Necromancer’s Apprentice, 221–222
in player interaction, 62
in running published adventures, 29

prologue
defined, 38
opening with, 38–39

protect, as adventure premise, 49
published adventures

Dungeon magazine, 26–27, 153
Keep on the Shadowfell, 75, 116, 152
Kobold Hall, 50, 83–100
names/locations, changing, 26
The Necromancer’s Apprentice, 50, 221–252
preparation for running, 28–29
Pyramid of Shadows, 152
reading through, 28, 33
starting out and, 27
Thunderspire Labyrinth, 116, 152
using, 26–27
Wizards of the Coast, 26

puzzlemaker style, 122
Pyramid of Shadows, 152

• Q •
questions, asking, 33

• R •
races, 147
rage drakes (Orc Reavers), 299–300
random dungeons

chamber features, 207
chamber size and shape, 206

chasms, 206
corridors table, 205
defined, 203
door types, 207
Dungeon Master’s Guide, 203
Dungeon Tiles for, 205–207
map, 204
stairways, 206
starting, 204
surface setting, 204
tips, 206

random encounter decks
defined, 209
enemy card, 210
friend, 210
Key card, 210
Lock card, 210
monsters, 211
sample, 211–212
special cards, 209–210
using, 209–212

random encounters. See also encounters
defined, 207
1st-level, 207–208
2nd-level, 208
3rd-level, 208

random treasure generation, 213–214
rats (Goblin Lair), 286, 287
ravager archetype, 273
razorclaw stalkers (Forest Hunters), 307
real world inspiration, 160
recaps, 39–40
Reflex, 80
rescue, as adventure premise, 49
resources

adventure, 152–153
D&D Insider, 157–159
DM books, 154
gamer, 163–164
Internet, 159–160
miniatures and game play accessories, 154
need requirements, 155–157
pillaging, 156
player books, 153–154
published game material, 151–156
story inspiration, 160–162
using, 151–164

responsiveness, 367
retaining rules, 148
revenge theme, 261–262
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rewards
defined, 181
at encounter’s end, 189
experience points, 181–182
treasure, 182

rituals
caster, 146
epic tier, 217
forbiddance, 218
paragon tier, 216

Rocky Road
features, 323–324
galeb duhr earthbreakers, 326
galeb duhr rockcallers, 325–326
hill giants, 325
as level 12 encounter, 323
map, 324
set up, 323
tactics, 324

roleplayer, style of play, 63
roleplaying

dragon (Kobold Hall), 99
in encounters, 58

ROLEPLAYING GAMERS ASSOCIATION (RPGA)
defined, 23, 163
in finding players, 23
published adventures, 27
sponsorship, 163

ruins, 280
rules

awarding experience points, 44
bending, 142
capricious, 130
DM as moderator, 15–16
dramatic tension, 135
elements, adding, 144–148
finding, 28
ground, 29, 35, 64
options, adding, 145
retaining, 148
teaching, 73
understanding of, 16

rulings
fair and consistent, 16
missed, 28

• S •
sample dungeon, 2
saving throws, 82

school, finding players at, 22
scrying, 218
search, as adventure premise, 49
second wind, 81
Serpent Cult

crushgrip constrictor snakes, 322–323
features, 319–320
as level 11 encounter, 319
map, 320
set up, 319
snaketongue, 320–321
snaketongue assassins, 321–322
snaketongue zealots, 322
tactics, 320

sessions
ending, 44
epilogue, 44
length, 25
meals during, 35
narration, 32
in ongoing epic, 46
perspectives, 34
playing through, 34–44
prologue, 38–39
recapping, 39–40
reminders, 20
standalone, 104–105
starting with action, 366

settlements, 282
shadar-kai warriors (Stalking Shadows),

309–310
shadar-kai witch (Stalking Shadows), 310
shared-world campaigns, 69–70
sharing DM duties, 69–70
short rest, 82
showing. See also narration

defined, 133
illustration, 133
maps, 134–135

sites of interest
castles, 280
defined, 280
dungeons, 280–281
monster lairs, 281
ruins, 280
settlements, 282
unusual phenomena, 281–282

skeletons. See also The Necromancer’s
Apprentice

attack, 238
blazing, 238
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skeletons (continued)
defined, 237
experience points award, 239

skill challenges
combat encounters and, 58, 178
defined, 57
examples, 178
“Lost in the Wilderness,” 195
trap the characters trigger, 178
types of, 178

skirmishers, 176
skull-skull! (Kobold Hall), 97
slayers

Kobold Hall, 89
The Necromancer’s Apprentice

adjustments, 251
sludge pit (Kobold Hall)

kobolds, 94–95
portcullis, 95
using, 94, 97

snaketongue (Serpent Cult), 320–321
snaketongue assassins (Serpent Cult),

321–322
snaketongue zealots (Serpent Cult), 322
social director

as communicator, 20
as mediator, 20
role, 19–20

social experience, 59–60
soldiers

archetype, 274
defined, 176
hobgoblin, 292–293

special effects
adding, 51–53
consistency, 52
DM as wizard, 52–53
evocative descriptions, 52
improvisation, 52

spectral panther (Stalking Shadows), 311
sphere of annihilation, 360
stairways, 206
stakes, raising, 219
Stalking Shadows

dim light, 308
as level 8 encounter, 308
map, 309
set up, 308
shadar-kai warriors, 309–310
shadar-kai witch, 310

spectral panther, 311
tactics, 309

standalone sessions, 104–105
static encounters, 189
statistics

blocks, 42
key, 188
NPC, 17

stories
continuous, 255–266
D&D, 48–49
dungeon crawl, 184
goals, 150
group, 45–46
home base, 109–110
pace, controlling, 12
plot, 48
scenes, 47
telling, 47–49

story inspiration
collision of ideas, 162
fantasy fiction, 161
finding, 160–162
movies and TV, 161–162
real world, 160

storytellers
DM style, 121
Kobold Hall, 89
The Necromancer’s Apprentice

adjustments, 251
strikers, 79
stronger narration, 56
styles

action movie director, 120–121
arbiter, 124–125
autocrat, 124
balancing, 119–120
choosing, 65, 117–126
connector, 122–123
establishing, 123
facilitator, 124
narrator, 124–125
on-task, 125
player analysis and, 117–119
player-paced, 125
puzzlemaker, 122
storyteller, 121
tone, 124–126
worldbuilder, 121–122
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suspending disbelief
failed expectation types, 130–131
maintaining, 130

Swamp Terrors
bog hags, 317
chuuls, 316
features, 315–316
as level 10 encounter, 314
map, 315
set up, 315
tactics, 316
venom-eye basilisk, 317–318

swamps, 193–194

• T •
tactical maps, 134–135
tactics

Big Trouble, 313
Death’s Chill, 351–352
defined, 188
Diabolic Legion, 344
Drow Scourge, 339–340
Elf Raiders, 289
Feydark Terror, 335–336
Fiery Doom, 296
Forest Hunters, 306
Forge Defenders, 348
Githyanki Riders, 327
Gnoll Marauders, 303
Goblin Lair, 286
Nathar’s workroom, 245
Orc Reavers, 298–299
Rocky Road, 324
Serpent Cult, 320
Stalking Shadows, 309
Swamp Terrors, 316
use of, 188
Winter Hunt, 355
Zehir’s Army, 332

targets, monster decision, 138
teaching

aids, 74–75
basic rules, 73
benefits, 71
character actions, 78–79
character creation, 73–74
character role, 79
character sheet, 79–80
core mechanic use, 77–78

D&D premise, 75–76
D&D world, 77
key elements, 71–72, 75–80

telling. See also narration
defined, 132
example, 133

temperate climates, 279
terrain, 177
themes

action and adventure, 260
for adventures and campaigns, 259–262
choosing, 65
comedy, 260
espionage, 260
exploration, 261
horror, 261
mystery, 261
revenge, 261–262

thinkers
Kobold Hall, 89
The Necromancer’s Apprentice

adjustments, 252
thug archetype, 274
Thunderspire Labyrinth, 116, 152
time passage, 257
timelines. See also event-based adventures

defined, 200
in dungeons, 201–202
example, 200–201
flowcharts combined with, 201

tomb (Kobold Hall)
alter description, 97
creative solution resolution, 97
perception use, 95–96
trigger stones, 96

tone
arbiter versus narrator, 124–125
autocrat versus facilitator, 124
on-task versus player-paced, 125
player-paced, 125
preparation versus improvisation, 126
setting, 124–126

treant (Winter Hunt), 356–357
treasure. See also rewards

container, 213–214
finding, 213
forms, 182
house of Roburn, 235
monetary, 182
Nathar’s workroom, 245–249
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treasure (continued)
The Necromancer’s Apprentice, adding, 252
parcels, 213
random, generating, 213–214
recorder, 110

trolls (Big Trouble), 313
true threat (Kobold Hall), 98–99
TV, inspiration from, 162

• U •
Underdark, 194
underground geography, 279
unusual phenomena, 281–282
use position, 43
utility powers

epic tier, 217
paragon tier, 216

• V •
venom-eye basilisk (Swamp Terrors), 317–318
villains

advance agent, 274
agent provocateur, 272
archetypes, 271–274
assassin, 274
avenger, 272
with complex/realistic motives, 268
conqueror, 272–273
corrupted hero, 274
corruptor, 273
creating, 267–274
defined, 267–268
destroyer, 273
evil, 54, 269
heroes and, 269–270
inquisitor, 274
intelligence, 53, 269
master, 174, 271–273
master thief, 273
minor, 273–274
morally ambiguous, 268
nonattachment to, 359
organizer, 273
player characters and, 270
qualities, 267–268
ravager, 273
roles, 54

soldier, 274
success, 270
thug, 274
tips, 270
working on, 269–270
zealot, 273

vine horror spellfiends (Forest Hunters),
307–308

visual aids, 367

• W •
warm climates, 279
watchers

Kobold Hall, 89
The Necromancer’s Apprentice

adjustments, 252
weak narration, 56
Web sites

as Internet resource, 159, 164
this book, 8

wild hunt hounds (Winter Hunt), 357–358
wilderness adventures

defined, 192
deserts, 192
designing, 191–195
Dungeon Master’s Guide, 192
encounters, 195
forests, 193
hills, 193
mountains, 193
oceans, 194
outline, 196
plains, 193
sites, 192
swamps, 193–194
treating as dungeon, 192
Underdark, 194
wilderness use, 194–195

Will, 80
Winter Hunt

features, 355
ghaele of winter, 356
as level 20 encounter, 354
map, 355
set up, 354–355
tactics, 355
treant, 356–357
wild hunt hounds, 357–358
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Wizards of the Coast
published adventures, 26, 153
published materials, 145, 152
Web site, 164

work, finding players at, 22–23
worldbuilder style, 121–122
worlds. See D&D worlds
wraith, 247

• Y •
yuan-ti abominations (Zehir’s Army), 334
yuan-ti incanter (Zehir’s Army), 333
yuan-ti malison disciple of Zehir (Zehir’s

Army), 332–333

• Z •
zealot archetype, 273
Zehir’s Army

features, 332
as level 14 encounter, 330
map, 331
set up, 330
tactics, 332
yuan-ti abominations, 334
yuan-ti incanter, 333
yuan-ti malison disciple of Zehir, 332–333

zombies (The Necromancer’s Apprentice), 243
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