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IntroductIon

R
emember the good old days, when adventures 
were underground, NPCs were there to be killed, 
DQG�WKH�ÀQDOH�RI�HYHU\�GXQJHRQ�ZDV�WKH�GUDJRQ�

on the 20th level? Those days are back. Dungeon Crawl 
Classics don’t waste your time with long-winded speeches, 
weird campaign settings, or NPCs who aren’t meant to be 
killed. Each adventure is 100% good, solid dungeon crawl, 
ZLWK� WKH�PRQVWHUV�\RX�NQRZ�� WKH� WUDSV�\RX� IHDU�� DQG� WKH�
secret doors you know are there somewhere.

/HJHQGDU\�KHURHV�DUH�WKH�UHVXOW�RI�HSLF�DGYHQWXUHV��:KLOH�
some explorers wile away their lives battling kobolds and 
JREOLQV�RYHU�JUXEE\�SLHFHV�RI�JROG��KHURHV�DQVZHU�WKH�FDOO�
WR�KLJK�DGYHQWXUH��0DQ\�ZLOO� WU\�DQG�PDQ\�ZLOO� IDLO��EXW�
WKRVH�WKDW�VXUYLYH�ZLOO�KDYH�HDUQHG�WKH�IDWHG�WLWOH�RI�FRQ-
queror.  

'UDJRUD·V� 'XQJHRQ� LV� GHVLJQHG� IRU� ÀYH� �st-level charac-
ters but can easily be scaled to accommodate higher-level 
3&V�RU� ODUJHU�DGYHQWXULQJ�FRPSDQLHV��$�KLJK�IDQWDV\�DG-
venture that pits the heroes against a warrior-queen, her 
JUHHQ�GUDJRQ� ORYHU�� DQG� WKH� UHPQDQWV� RI� DQ� DQFLHQW� FLYL-
lization, Dragora’s Dungeon is designed to challenge a 
ZHOO�EDODQFHG� SDUW\� RI� DGYHQWXUHUV�� 3OD\HUV� DFFXVWRPHG�
to cleaving their way through any obstacle will be sorely 
WHVWHG��EXW�FDUHIXO�SOD\�FRXSOHG�ZLWK�FRXUDJH��DQG�QR�VPDOO�
DPRXQW�RI�OXFN��ZLOO�VXUHO\�SUHYDLO���

Caution: :KLOH�'UDJRUD·V�'XQJHRQ�LV�IRU�ORZ�OHYHO�charac-
ters��LW�LV�QRW�UHFRPPHQGHG�IRU�ÀUVW�WLPH�MXGJHV�RU�SOD\HUV��
7KH�DGYHQWXUH� LV�GHVLJQHG�WR�UHZDUG�LQWHOOLJHQW�SOD\�� MXVW�
DV�IRROLVK�FKRLFHV�PXVW�VXUHO\�EH�SXQLVKHG��%XW�IRU�SOD\HUV�
DQG�MXGJHV�ORRNLQJ�IRU�D�FKDOOHQJLQJ��G\QDPLF�DGYHQWXUH��
Dragora’s Dungeon will not disappoint. 
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M
DQ\� HRQV� DJR�� WKH� IDEOHG� VRUFHUHU�NLQJV� RI� 3DU-
KRN�SHULVKHG�LQ�D�UDLQ�RI�HOGULWFK�ÀUH��%XW�OHJHQGV�
KROG�WKDW�RQH�WULEH�VXUYLYHG�WKH�DSRFDO\SVH��ÁHH-

ing with their slaves to a hidden city. There the greatest en-
FKDQWHUV�RI�DOO�WLPH�VOHSW�DZD\�WKH�FHQWXULHV��DQG�DZDNHQ�LQ�
D�IXWXUH�DJH�DV�UXOHUV�RI�D�UXLQHG�ODQG�

1RZ��RQFH�PRUH�WKH�IRUELGGHQ�VSHOOV�RI�WKH�3DUKRN�WKUHDWHQ�
the Known Realms. A kingdom lies ensorcelled, and a royal 
IDPLO\� LV� HQVQDUHG�E\� WKH� IRUJRWWHQ�GZHRPHUV�RI� D� ORQJ�
GHDG� UDFH��:KHQ� WKH� EHVW� DWWHPSWV� RI� VHHUV� DQG�GLYLQHUV�
KDYH� IDLOHG�� WKH� FDOO�JRHV�RXW� IRU�DGYHQWXUHUV� FRXUDJHRXV�
HQRXJK�WR�VDYH�D�NLQJGRP�IURP�FHUWDLQ�GRRP��

Tracking an assassin back to its lair, the PCs discover a 
yawning chasm opening to seething mists. Plumbing the 
GHSWKV�RI�WKH�FKDVP��WKH\�XQFRYHU�DQ�DUFDQH�YDXOW�IURP�D�
IRUJRWWHQ�DJH��:KDW�DSSHDUV�DW�ÀUVW�WR�EH�PHUHO\�WKH�UHP-
QDQWV�RI�D� ORVW�FLYLOL]DWLRQ� LV�VZLIWO\�UHYHDOHG�WR�EH�VRPH-
WKLQJ� DOWRJHWKHU�PRUH� VLQLVWHU��$� UDFH� RI� DSH�PHQ� ²� RQFH�
VODYHV� WR� WKH� HQFKDQWHUV� RI� 3DUKRN� ²� KDV� LQKHULWHG� WKHLU�
master’s cruel legacy. Duped by a dragon pretending to be 

WKH�OLYLQJ�LQFDUQDWLRQ�RI�WKH�DQFLHQW�'UDJRQ�*RG�%DSKRWHW�
.RU��WKH�DSH�PHQ�DUH�PDVVLQJ�IRU�DQ�DVVDXOW�RQ�WKH�VXUIDFH�
ODQGV��&DQ�WKH�KHURHV�GHIHDW�DQ�DUP\�RI�DSH�PHQ�DQG�WKHLU�
sinister commanders? Or will they be the latest to succumb 
to Dragora’s Dungeon?
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Location Type Encounter

A-1 C Zain-kin assassin 

1-1 C 2 Zain-kin legionnaires 

1-1a T Rubble trap 

1-1b T Pit trap 

1-2 C/T Phammut the Imp 
  Needledrake swarm 
  10 Skeletons
  Primordial ooze

1-4a T/C Crushing boulder trap 
� � ��%ULVWOHEDFN�VSLGHUV
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2-1b C Vine horror 

2-1c T Quicksand pit 

2-2a T Hidden sinkhole 

2-3 C Rock viper swarm 

2-4 C 3 Serpentine wraiths 
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3-1 C/P Zain-kin hastati, legionnaires, and 
centurions

3-2 C/P Domastrus, zain-kin warlord 
  3 Zain-kin legionaries 

3-3 P Variable 

3-4 P Variable

4-1 C Mouringlar the Dragon 
  Various zain-kin

4-2 C 2 Zain-kin legionnaires

4-3 C 2 Zain-kin assassins
  Pendulum scythes

4-4 C Lady Dragora

Conclusion C Lady Dragora
  Mouringlar the Dragon
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Background

T
KH� XQEULGOHG� DPELWLRQ� RI� PDQNLQG� KDV� DOZD\V�
been its greatest strength, yet history has shown 
²� WLPH�DQG�DJDLQ�²� WKRVH� WKDW�KXQJHU� IRU�SRZHU�

must ever end their lives in tragedy. And perhaps no race 
RI�PDQ�ZDV�PRUH�DPELWLRXV�WKDQ�WKH�IDEOHG�HQFKDQWHUV�RI�
Parhok. 

The seers and sages cannot agree on the events that led to 
3DUKRN·V�GHPLVH��6RPH�FODLP�WKDW�WKH�ZL]DUGV�IHOO�WR�ZDU-
ring amongst themselves. Others hypothesize that, intoxi-
cated with their god-like power, the enchanters dared to 
reshape the world in their vision. Others point to ancient 
scrolls that hint that the enchanters, seeking to discover the 
VRXUFH�RI�PDJLF��WDSSHG�LQWR�D�IRXQW�EH\RQG�HYHQ�WKHLU�FRQ-
trol.  

5HJDUGOHVV� RI� WKH� UHDVRQV�� WKH�RXWFRPH� LV�QRW� LQ�GLVSXWH��
WRUUHQWV� RI� ÀUH� DQG� EULPVWRQH� UDLQHG� GHVWUXFWLRQ� GRZQ�
XSRQ�WKH�JROGHQ�WRZHUV�DQG�VKLQLQJ�VSLUHV��DQG�LQ�D�IRUW-
QLJKW��WKH�PLJKW\�HPSLUH�RI�3DUKRN�ZDV�QR�PRUH�

%XW� QRW� DOO� WKH� HQFKDQWHUV� SHULVKHG� LQ� WKH� DSRFDO\SVH��
/HJHQGV� KROG� WKDW� VHYHQ� FDEDOV� VRXJKW� UHIXJH� IURP� WKH�
FDWDFO\VP��7KHLU�IDWHV�DUH�DOO�UHWROG�LQ�DSRFU\SKDO��GXELRXV�
WDOHV��EXW�ZKHWKHU�RU�QRW�DQ\�RI�WKH�PDJL�VXUYLYHG��PDQ\�
certainly sought�VKHOWHU�IURP�WKH�UDLQ�RI�ÀUH��

&KLHI�DPRQJ�WKHP�ZDV�D�FDEDO�RI�HQFKDQWHUV�NQRZQ�DV�WKH�
2UGR�7KUD[XV��D�FLUFOH�UHQRZQ�IRU�WKHLU�ORYH�RI�VODYHU\�DQG�
GHYRWLRQ�WR�WKH�'UDJRQ�*RG�%DSKRWHW�.RU��7KH�2UGR�ÁHG�
underground to wait out the apocalypse, hoping to return 
LQ�WKH�QH[W�HRQ�DV�UXOHUV�RYHU�D�UXLQHG�ODQG��:KLOH�WKH�PDJ-
es slept out the ages, their weakening physical shells would 
EH�FDUHG�IRU�E\�WKHLU�FUHDWLRQV��D�VODYH�UDFH�RI�DSH�OLNH�FUHD-
tures called zain-kin. 

Their plans worked all too well, and the ape-men displayed 
IDU�PRUH� LQWHOOLJHQFH�DQG�FXQQLQJ�WKDQ�WKHLU�PDVWHUV�KDG�
ever intended. Once the mages slipped into the ageless 
sleep, their slaves rose up and cast down their masters. Un-
able to break the eldritch seals that trapped them beneath 
WKH�HDUWK��WKH�DSH�PHQ�VHWWOHG�LQWR�OLYHV�RI�LVRODWLRQ��UXOLQJ�
WKHLU�SULVRQ�LQ�LPLWDWLRQ�RI�WKHLU�SDVW�PDVWHUV��
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:KHQ� WKH� ]DLQ�NLQ� FDVW� GRZQ� WKHLU� FUXHO� RYHUVHHUV�� LW�
brought an end to the great magics that sustained the city. 
,Q�WKH�FKDRV�WKDW�IROORZHG��PDMHVWLF�WRZHUV�FROODSVHG��EORRG�
FDVFDGHG�GRZQ� WKH� VWHSV� RI� WKH�7HPSOH� RI� %DSKRWHW�.RU��
DQG�ÀUHV�UDJHG��:KHQ�WKH�VODXJKWHU�KDG�HQGHG��WKH�IDEOHG�
HQFKDQWHUV�RI�3DUKRN�KDG�EHHQ�ODLG�ORZ�E\�WKHLU�RZQ�VODYHV�

Some residual enchantments persisted, but they grew 
ZHDNHU�E\�WKH�FHQWXU\��7KH�IRUJRWWHQ�FLW\·V�GD\V�ZHUH�QXP-
EHUHG��DQG� WKH�NQRZOHGJH�RI� WKLV�ZHLJKHG�XSRQ�WKH�QHZ�
zain-kin lords. In an attempt to save their kind, the lords 
revived the old ways, embracing the martial law once im-

posed on them by their slave masters, and taking up the 
ZRUVKLS�RI�WKH�'UDJRQ�*RG�ZLWK�UHOLJLRXV�]HDO��$SH�PDQ�
ZDUUHG�DJDLQVW�DSH�PDQ��FRPSHWLQJ�IRU�OLPLWHG�UHVRXUFHV��
DQG�WKH�]DLQ�NLQ�IUDFWXUHG�LQWR�VFRUHV�RI�WULEHV��(YHQWXDOO\�
3 tribes rose to dominate the rest, but with no one pow-
HUIXO�HQRXJK�WR�TXHOO�DOO�FKDOOHQJHUV��WKH�]DLQ�NLQ�VHHPHG�
doomed to battle themselves into extinction.
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The zain-kin might have continued to live undisturbed, 
ZHUH� LW� QRW� IRU� WKH� OHJDF\�RI� WKH�3DUKRN��7DOHV� RI� WKH� HQ-
FKDQWHU·V�PLJKW�ÀUHG�WKH�LPDJLQDWLRQV�RI�WUHDVXUH�VHHNHUV�
DQG�VDJHV�DFURVV�WKH�.QRZQ�:RUOG��:KLOH�PDQ\�VRXJKW�WR�
DFTXLUH�WKH�OHJDF\�RI�WKH�3DUKRN��QRQH�ZHUH�DV�SHUVLVWHQW�DV�
Lady Dragora. Aided by her lover, the dragon Mouringlar, 
the warrior-princess uncovered ancient texts recording the 
ÁLJKW�RI�WKH�2UGR��DQG�WKHLU�UHWUHDW�EHQHDWK�WKH�HDUWK��5H-
WUDFLQJ�WKH�VWHSV�RI�WKH�3DUKRN��/DG\�'UDJRUD�GLVFRYHUHG�
WKH�ORFDWLRQ�RI�WKH�HQFKDQWHU·V�UHGRXEW�DQG�GLVPLVVHG�WKH�
HOGULWFK�VHDOV� WKDW�KDG�VWRRG�XQGLVWXUEHG�VLQFH�EHIRUH�UH-
corded history.

7KH�VKDWWHULQJ�RI�WKH�VHDOV�UHOHDVHG�D�VHULHV�RI�DUFDQH�VSHOOV�
intended to herald Parhok’s return. The land heaved and 
WUHPEOHG��OLJKWQLQJ�UDLQHG�GRZQ�IURP�WKH�KHDYHQV��DQG�WKH�
earth was rent asunder. A mighty, seething chasm was torn 
RSHQ��DQG�DQ�DUP\�RI�]DLQ�NLQ�HPHUJHG��

([LOHG�IURP�KHU�KRPHODQG��WKH�YLOODLQRXV�'UDJRUD�VRXJKW�
RXW�WKH�ORVW�FLW\�RI�WKH�3DUKRN��-RLQHG�E\�WKH�GUDJRQ�0RXU-
inglar, her investigations brought her to a chasm hidden 
GHHS� LQ�KHDUW�RI�DQ�DQFLHQW�ZRRG��7RJHWKHU��'UDJRUD�DQG�
0RXULQJODU� H[SORUHG� WKH� GHSWKV� RI� WKH� FKDVP�� DQG� WKHQ�
SDVVHG� WKURXJK� WKH� DQFLHQW�SRUWDO�� DUULYLQJ� LQ� WKH� FLW\� RI�
Parhok. 

7KH�]DLQ�NLQ�GLVPLVVHG�WKH�DUULYDO�RI�'UDJRUD��KHU�DSSHDU-
DQFH�UHVHPEOLQJ�WKHLU�VWRULHV�RI�DQFLHQW�3DUKRN�VODYH�PDV-
WHUV��%XW�ZKHQ�WKH�DSH�PHQ�VDZ�WKH�GUDJRQ�WKDW�DFFRPSD-
QLHG�WKH�ZDUULRU�SULQFHVV��WKH\�IHOO�WR�WKHLU�NQHHV�LQ�DEMHFW�
ZRUVKLS�� %DSKRWHW� .RU�� WKH� JRG� RI�PRQVWHUV� IURP� RXW� RI�
WLPH��ZDV�PDGH�PDQLIHVW�EHIRUH�WKHP��

7KH�]DLQ�NLQ�VWRRG�LQ�WKH�SUHVHQFH�RI�D�JRG�

8QLWHG�XQGHU�0RXULQJODU·V�OHDGHUVKLS��VHFUHWO\�GLUHFWHG�E\�
'UDJRUD���WKH�]DLQ�NLQ�KDYH�EHJXQ�UHEXLOGLQJ�WKHLU�DQFLHQW�
city. Once more the ancient wyrmportals crackle with el-
GULWFK�ÁDPHV��SHUPLWWLQJ�UDLGV�XSRQ�WKH�VXUIDFH�ODQGV��7KH�
WKUHH� JUHDW� WULEHV�� KDYLQJ�ZDUUHG� IRU� VR� ORQJ�� ODLG� GRZQ�
WKHLU�EORRG�YHQGHWWDV�� DQG� LQVWHDG� WRRN�XS� WKH�EDQQHU�RI�
%DSKRWHW�.RU�

2I� FRXUVH�� QRW� DOO� LV� DV� LW� VHHPV��:KLOH� HDFK� RI� WKH� WKUHH�
]DLQ�NLQ� ORUGV�SD\� OLS� VHUYLFH� WR�0RXULQJODU�� RQO\� WZR�RI�
the tribes truly believe that the young dragon is the divine 
DYDWDU�RI�WKH�3DUKRN·V�JRG��$QG�HYHQ�WKRVH�WKDW�GR�EHOLHYH�
FDQQRW�KHOS�EXW�ZRQGHU�DW�WKH�ZLVGRP�RI�HPEUDFLQJ�D�JRG�
ZRUVKLSHG�E\�WKHLU�IRUPHU�VODYH�PDVWHUV��7KH�]DLQ�NLQ�DUH�
a proud, savage race, and the slightest upset would be 
HQRXJK�WR�UHWXUQ�WKHP�WR�EORRG\��LQWHUQHFLQH�ZDUIDUH�
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