




 
 

LEGEND OF THE ROOM 
 

The legend of the Room is an old-school tale with 
many parts, some of which may be intentionally lost 
or obscured by sane Dungeon Masters. Characters 
attempting to glean special information by consulting 
crackpot sages or through legend lore spells may still 
have difficulty obtaining as much background as they 
desire, for the nature of the Room is random and 
ever-changing as the plane of Limbo. 
These bits of information are available to further 
confuse players who can make of them what they 
wish: Ancient-Ancient Secrets; Sorcerous Things; 
Challenge Ratings; Certain Death; Soul Eating D.M.; 
Loot Aplenty; Imp Face…The other parts of the 
legend can be furnished by the Dungeon Master from 
the description below: 
 
The Room of Horrors: Somewhere under a sad, 
lowly and forgettable piece of terrain, lies an extra-
dimensional room within another wholly unrelated 
dungeon. This is no normal room however, it is filled 
with unavoidable traps and not a few overpowering 
monsters to slay the unwitting. It is not only filled 
with rich treasure both precious and harmfully fatal, 
but in addition there is said to be a minor lich whom 
you’ve possibly heard of using the Room for his own 
amusement. (Be warned that tales told have it that 
this being possesses powers which make him utterly 
undefeatable!) The lich is so well hidden within this 
Room that even those who avoid all the pitfalls will 
not be likely to ever see him coming much less live to 
tell about it.  
No matter how large or well-prepared, parties will 
have to be foolhardy or suicidal to even consider 
actively looking for the Room, and if they do locate 
the Room, they must be prepared to fail epically. An 
expedition into the Room can be composed of 
characters of any level and varied class. They can 
also try to bring plenty of magical protections, 
weapons, and equipment if they want to survive 
longer, but nothing can fully prepare them for the 
Room of Horrors. 
 
 
 
 
 
 
 

Possible locales of the Room 
1)  The lowest levels of Castle Greyhawk. 
2)  Off a hallway beneath the ruins of Maure Castle. 
3)  Deep below in the Vault of the Drow. 
4)  An unassuming corridor within White Plume 
Mountain. 
5)  Off a random hall in the Temple of Elemental Evil. 
6)  Part of the already confusing Baba Yaga’s 
Dancing Hut. 
7)  Somewhere attached to the Tomb of Horrors! 

 
NOTES FOR THE DUNGEON MASTER 

 
As paranoid players will gather from a reading of the 
Legend of the Room, this dungeon, if it can be called 
that, is entirely too random to be considered a hack 
and slash or anything else fair and balanced. In fact 
they may begin to suspect that you, the Dungeon 
Master might have it out for them. To avoid 
accusations for as long as possible, try to run your 
ongoing adventure as casually as possible, avoiding 
any facial expressions or voice tones that might give 
players a hint that the Room encountered is actually 
a waste of time and possibly their characters’ lives. 
Negotiation of the Room is surprisingly easy as each 
instance of the chamber is often brief and mapping is 
useless for its location moves constantly. Assume 
that creatures or traps encountered reset after each 
time the Room is encountered. The Dungeon Master 
is not responsible for the bodies of any dead or 
unconscious characters left behind in the Room of 
Horrors. 
As part of any other continuing dungeon-crawl the 
Room of Horrors is discovered often by chance. To 
reflect this, any time the party starts down a new 
hallway or comes to an average looking door or what 
might be an abrupt dead end, there is a 1 in 6 
chance that the area suddenly has taken on an 
extra door, or has had one of its smaller rooms 
temporarily replaced by the extra-dimensional Room 
of Horrors. In such an event, continue on to the 
starting description of the Room then consult the 
tables following to determine what the current 
manifestation contains.  
Note that for dungeons of greater complexity or for 
groups with dwindling numbers, you may decrease 
the odds of encountering the Room to 1 in 10 or 1 in 
20 at your leisure. 



Start: You see a simple door.  
 
The door is never locked nor trapped itself. Marking 
the door is futile since it constantly changes its 
location. Once the door is opened, or merely touched 
by a living creature, all characters (of large size or 
smaller) within 50’ are inexorably pulled into the 
Room. Hiding around corners is not always effective 
as the Room of Horrors will always at least suck in 
the person who is responsible for opening the door, 
no matter the distance or the trick. Spells such as 
Detect Magic, Divination and Augury used on the 
door will cause it to fling open immediately, and 
characters that become astral or ethereal to search 
past the door will find their meat and psychic bodies 
drawn into the Room automatically as well. These 
effects cannot be avoided by any magic short of a 
wish spell and even then the gods require a coin flip. 
Once one or more characters are dragged kicking 
and screaming into the Room, the door closes behind 
them and remains unopenable and unbreakable by 
any means until the encounter is finished. Teleport 
and Plane Shifting type spells are quite impossible 
from the Room of Horrors. PCs trying to Meld into 
Stone or Passwall the room will find themselves 
dumped on the opposite side of the same room. 
Characters that manage to stay clear of the Room of 
Horrors will see the door vanish from their side.  
Continue with the following description and then 
consult the charts to determine which keyed 
encounter to use: 
You are pulled into a plain 10’ x 10’ room with stone 
walls, a 10’ high ceiling and no other exits; the door 
slams shut behind you. There seems to be light in 
here but no source of illumination is seen. As you 
gain your bearings you see… 
 
Table 1: Room Content (d20) 
1-4 Monster 
5-9 Treasure 
10-13 Trick/Trap 
14-19 Special Encounters  
20 DM Choice 
 
Table 2: Monster (d8) 
1 Eating Room 
2 Microscopic Menace 
3 Angry Undead 
4 Tiamat from Above 
5 Creeping Doom 
6 Oozing Horror 
7 Room of Mirrors 
8 The Thing That Should Not Bee 

Table 3: Treasure (d8) 
1 Envious Lot 
2 Chest-Burster  
3 Stacked Deck 
4 Treasure Golem 
5 Viral Vases 
6 Toxic Treasure 
7 Dancing Death 
8 Hole Lot of Bags 
 
Table 4: Trick/Trap (d8) 
1 3-Way Masher 
2 Nuke It 
3 Bouncing Beams 
4 The Writing on the Wall 
5 Random Damage 
6 Gas Leak 
7 Fountain of… 
8 Spiky Shake-up 
 
Table 5: Special Encounters (d8) 
1 Immense Emerald Imp Face 
2 Lever Action 
3 The Sea Devil 
4 Shrine of Horror 
5 Teeter-Totter 
6 False Liches 
7 Disrobing Room 
8 The Arch-lich* 
*This encounter cannot be done first. Re-roll if so. 
 
NOTE: Most encounters in the Room of Horrors are 
rather quick and decisive. Once a threat is over, the 
surviving characters are always magically ejected 
from the Room of Horrors just as they were drawn 
in, though not always in the same spot they entered. 
Bodies of slain characters on the other hand remain 
in the specific room encounter where they fell, and 
are only recoverable if the party has time to grab 
them or they happen upon the same encounter a 
second time! Note that in some encounters dead 
bodies may be eaten by monsters or destroyed 
before they are found. Once vacated, no sign of the 
extra-dimensional Room’s door will be found in the 
same area for at least a day. 
 
 
 
 
 
 
 
 
 



KEY TO THE ROOM 
 

Table 2: Monsters 
 
1. EATING ROOM: This vacant room has an air of 
uneasiness to it as if everything is…suddenly moving 
all around you… 
Scream loudly and then roll initiative at this point 
because there is no further time to defend against 
the oncoming feeding frenzy: the floor is a Trapper, 
the ceiling is a Lurker Above, and the four walls are 
disguised killer Mimics of the largest size possible. It 
is possible that the monsters will fight over food if 
targets are scarce, but they otherwise tolerate each 
other in order to spring their ambush. Survivors are 
ejected from the Room. 
 
2. MICROSCOPIC MENACE: You see a room littered 
with reddish dust and pulverized bones. Your skin 
crawls as you know something you cannot see is in 
the room with you! 
What doomed characters can’t see is not magically 
invisible, but instead a strain of microscopic, airborne 
carnivores of deadly intent. Cackle loudly then roll 
initiative. Physical weapons are useless against the 
Menace, but magical attacks directed at the entire 
room or targeted on PCs can have various success. 
There is always one Menace per party member in the 
room. Treat each Microscopic Menace as a swarm of 
rot grubs, combined with a rust monster and the 
largest black pudding possible for purposes of hit 
points, damage and weaknesses. Lightning attacks 
merely agitate the Menace and cause it to attack 
twice per round for one round. The Menace 
automatically hits each round but saving throws if 
any are still allowed. Survivors are whisked out of the 
Room.   
  
3. ANGRY UNDEAD: Strangely there is a small pool of 
bubbling acid in the center of this small room giving 
you only a strip of walk-way all around the square 
room. Then the lights go dim and you hear groaning 
coming from the walls…  
The pool of acid is 3’ deep and causes 3d6 points 
damage per touch or 10d6 points of damage per 
round of immersion (Saves normal). The walls are 
inhabited by a horde of incorporeal undead that 
reaches from the wall to touch and destroy any living 
creatures around. Moan sinisterly then roll initiative 
as normal. The walls contain the angry remnants of 
past adventurers killed in the Room of Horrors: 2d6 
wraiths, 1d6 spectres, and 2d10 shadows. They 
cannot be destroyed by clerical turning though such 

attempts can keep up to two walls at bay per round. 
The angry undead are evenly distributed among the 
four walls to start but thereafter their groping arms 
reenter and emerge randomly to attack, never 
leaving their confines. The only place out of reach 
from their attacks is naturally the acid pool. Attacks 
against the walls itself have no effect. The encounter 
ends when either all characters or undead are slain 
or 2d6 rounds pass whereupon the Room ejects all 
survivors. 
 
4. TIAMAT FROM ABOVE: The stone of this room 
seems to be scarred and pitted. The ceiling on the 
other hand is in perfect condition. Just then, the 
ceiling slides open to reveal five leering chromatic 
dragons or perhaps it is a five-headed chromatic 
dragon. The answer is moot because there is no time 
to figure it out as it attacks! 
The dragons are indeed, red, blue, black, white and 
green in color, all are the oldest age possible so it 
actually does not matter if it is Tiamat or not. The 
dragon-heads do not negotiate or speak. Get out a 
pitcher full of dice then roll initiative. The five heads 
all use their breath weapons in the first round. The 
party can fight back but the following round the 
ceiling moves back into place and the encounter is 
ended with the Room ejecting any survivors. Note 
that is possible to hit the dragon heads with attacks 
but it is not possible to move out of the room to 
whatever void or dimension ‘Tiamat’ is currently 
found in. 
 
5. CREEPING DOOM: This room is rather dim until 
you realize that the walls and floor are coated by a 
slithering layer of biting and stinging insects. 
Let players roll initiative if you think it will help. The 
Creeping Doom is not considered a spell and thus 
can’t be dispelled. The swarm numbers 500-1000 
insects (1d6+4x100) and pretty much hit 
automatically as they fill the entire room. Each round 
the doom kills any creature subject to normal 
attacks, doing 1 hit point of damage each before 
dying off. For this reason, their numbers dwindle by 
the total number of hit points in the party, including 
those who might be unaffected by normal attacks. In 
the event the swarm is smaller in size than the total 
hit points of the party, it divides its damage evenly 
against all creatures present. The swarm is subject to 
area attacks but physical weapons do no good. The 
encounter is over once the creeping doom runs out 
of insects or everyone is dead. 
 
 



6. OOZING HORROR: The walls and floor of this 
room are not right. You’ve just been thrown into a 
dripping pulsing chamber of your worst nightmares.  
Ask players for their characters’ wills and then roll 
initiative. The room is a writhing mass of: 1d4+1 
black puddings, 1d4+1 gray oozes, 1d4+1 ochre 
jellies, and 1d4+1 brown puddings. All oozes have 
maximum hit points and fight normally for their type. 
Furthermore, for some reason the varied oozes do 
not conflict with each other nor can they affect the 
door of the Room of Horrors. The encounter will end 
and the Room will release the survivors if all the 
oozes are destroyed or 2d6 rounds pass. 
   
7. ROOM OF MIRRORS: The four walls of this room 
are lined with numerous floor-to-ceiling mirrors of 
various distortions. 
Apologize in advance then roll initiative as twisted 
and deformed duplicates of the party step out from 
mirrors to attack (As a Mirror of Opposition). Each 
character in the party however is duplicated twice 
(three times if they are extremely cocky) and 
thereafter the mirrors cease functioning. Damage to 
the mirrors has no affect on the duplicates or future 
encounters with this Room. The duplicates attack 
with all the same abilities and spells as their player 
character version. While the twisted mirror characters 
want to slay their handsome likenesses, they can still 
use teamwork to assist each other, though in such a 
confined area it may not be necessary. When slain, 
the mirror duplicates vanish and a round later those 
characters that remain alive are ejected from the 
Room harshly. 
 
8. THE THING THAT SHOULD NOT BEE: You appear 
in a room like any other save a curious bell hanging 
in one corner. A magic mouth suddenly appears on 
the opposite wall and speaks, “Woe unto thee 
intruders, now thou must spell for me or perish.”   
There is no combat, yet. The mouth cannot be 
dispelled nor can the bell be touched (It has a Wall of 
Force around it). The mouth calls out the name of 
each character one round at a time (How it knows 
their name is unknown). In turn the character’s 
player must correctly spell a word it annunciates. The 
DM is stressed to not let players use books or 
computers to cheat. Highly intelligent characters can 
make an appropriate check however for help if 
needed. Spelling the word right, results in the mouth 
saying, “correct” before moving onto the next name. 
Failure to spell a word correctly results in the bell 
being sounded and a grisly attack. The wall to the 
left opens up from a seam in the center and a scene 

out of some nightmarish far-realm appears as a 
tentacle-surrounded maw reaches into the room to 
grab the offending contestant. Bow your head and 
call for an initiative roll. The horror only attacks once 
and characters can defend their dim-witted ally if 
they want. The creature attacks as a 20th level fighter 
and has a 24 Strength for purposes of grabbing the 
target PC. The maw effectively has unlimited hit 
points but a grabbing tentacle has 75 hit points 
before it is severed. An attack lasts until the 
character is either eaten or the tentacle is severed, 
whereupon the wall closes again. No character can 
enter the barrier except by going into the maw 
(Instant death).  
This encounter continues until only one player is left 
or each player has successfully spelled 3 words, upon 
which the Room gives up and ejects all the survivors. 
Suggested words to use should be D&D related such 
as: Ixitxachitl, Philter, Annihilation, Succubus, Xorn, 
Thaumaturgy, Augury, Malachite, Lycanthropy, 
Portcullis, Mezzodaemon, Sarcophagus, Inestimable 
and Dweomer.  
 
Table 3: Treasure 

 
1. ENVIOUS LOT: The simple room contains a 
pedestal and on it is the largest, most beautiful 
gemstone you’ve ever seen! You must have it at any 
cost! 
Tell the players it is on, and have them roll initiative. 
Each character present in the room feels an 
unavoidable compulsion to attack their compatriots 
and win the gem (No save). Players can fight or cast 
spells at any capacity they like provided the damage 
is lethal. The winner gets a gem of extreme value 
(10,000 g.p. base) then any him and any others still 
clinging to life are ejected from the room. In the sad 
event only one character is sucked into this 
encounter, the player must fight himself as he sees 
an imaginary rival! Treat this as a fight with a Mirror 
of Opposition duplicate except all hit points of 
damage are taken by the player character. Provided 
the unlucky soul doesn’t slay himself outright he will 
be ejected from the room but without the gem. 
 
 
 
 
 
 
 



2. CHEST-BURSTER: The room is unremarkable and 
contains a single large wooden chest with a lock 
against the far wall. 
This chest is of course trapped. The lock is not. Let 
players search it, detect it, pick it, whatever they like 
for 1d4+2 rounds. In the intervening time, the chest 
starts to rumble and jingle as if coins are moving 
inside. In fact, the chest is filling on the inside with 
coins and gems. The wood then starts to swell as 
more treasure begins to appear inside the container. 
If characters tamper with the chest to open it at any 
point the chest will suddenly explode, sending metal 
and gem shrapnel all over the room. Normal saves 
apply for half. The force of the attack depends on 
how long players wait for it to burst. First is 2d6 fire 
damage per round of waiting (max 12d6). The 
second is 2d6 slicing and piercing damage per round 
of waiting. After the explosion, survivors are whisked 
out of the Room and get to keep any treasure 
imbedded in them (2d10 g.p. plus 50% chance of a 
gem) 
 
3. STACKED DECK: There is a table in the center of 
the room and on it is a deck of cards. You feel an 
impossible urge to draw from it.  
The deck of cards is an actual Deck of Many Things 
and uses all the same rules for this wondrously 
dangerous item. The only difference with this deck is 
that it is stacked to only contain bad cards 
(Preparation of a real deck of cards is ideal). Each 
character must take at least one or more cards (No 
save to resist this compulsion). The deck is immune 
to attacks and is permanently affixed to the table. 
Only the topmost card can ever be moved, counting 
as a draw if bothered in any way. The encounter will 
not end until all characters present have drawn, 
though it is only implied by the presence of the deck. 
Once the results of all of the draws are complete, 
surviving party members are ejected from the Room. 
 
4. TREASURE GOLEM: This tiny room contains a 
dragon hoard full of treasure in chests, bags and 
loose on the floor. Unfortunately it quickly collects 
together and animates into a humanoid shaped 
golem bent on smashing you. 
Smirk devilishly and then roll initiative. The treasure 
golem is treated as a medium sized Iron Golem for 
purposes of attack and defense, but with twice as 
many hit points and an additional special attack 
useable once every two rounds, Treasure Lash. Treat 
this attack like the Blade Barrier spell with a duration 
of 1 round and an area of 10’ diameter. If defeated 
the Treasure Golem’s body explodes into a mass of 

treasure like in the Chest-Burster encounter (12d6 
slashing and piercing damage). Surviving characters 
are pulled out of the room and get to keep any 
treasure imbedded in them (2d10 g.p. plus 50% of a 
gem). 
 
5. VIRAL VASES: This simple room contains a set of 
four tall wax-sealed clay vases suspended by 
levitation in a bluish light.  
This Room is survivable if the players are patient 
enough to not be tempted and look inside or move 
the vases. Detection spells and other attempts to 
search them provide no information. A Wish spell will 
only give players a warning that they contain certain 
death. The vases contain a virulent bio-weapon from 
another world and if they are moved out of the 
levitation field or if their seal is opened; or worse a 
vase is broken, then the virus is released on all in the 
room (No Save possible for any of the effects except 
the last one). 
The Virus works as such: First round, lose 2d6 
Dexterity permanently. Second round, lose 2d6 
Strength permanently. Third round, lose 2d6 
Charisma and Intelligence permanently. Fourth round 
lose 3d6 Constitution permanently. Fifth round take 
6d6 hit points damage. Sixth round, make an 
appropriate saving throw versus death. Character’s 
Wisdom scores are unaffected as this is truly a 
learning experience. Survivors are drawn out of the 
Room afterward.  
Notes: Groups that wait and do nothing in the Room 
for at least eight hours will find that the Room 
removes them unharmed. There is no additional 
effect for opening all four vases. Permanent stat loss 
can be recovered by magic means but only if done in 
a sacred place. 
 
6. TOXIC TREASURE: The room you have been 
thrown face down into is littered with heaps of gold, 
silver, copper, platinum and even electrum coins. 
They seem to shine and even strangely glisten. 
All characters present have 1d3 rounds to react; they 
can either grab up as much loot as they can carry in 
their arms or they can try to counteract the lethal 
contact poison that coats every bit of the coins they 
have just been laying on. Dungeon Masters can set 
the saving throw against the poison according to 
their campaign level, but the price for failure is 
always death. Characters who survive are ejected 
from the room as normal. Give those who opt to take 
treasure 10d20 g.p. value of coins per round. The 
contact poison does not remain after the coins are 
removed from the Room of Horrors. 



7. DANCING DEATH: The room is littered with armor 
and weapons from many a lost adventurer. Before 
you can even touch a piece of it, the whole lot of it 
rises into the air and begins attacking! 
Treat this encounter like a battle with 5d4+1 11th 
level fighters in platemail with shields and the 
equivalent of +3 long swords. Divide the number of 
attacking animated items evenly between weapons 
(1d8+3 damage), gauntlets (1d4+3 damage) and 
shields (1d6+3 damage). Each item has a number of 
attacks equivalent for an 11h level fighter and takes 
20 hit points to destroy. Shields and armor always 
are removed first as they intercept attacks on the 
dancing weapons. All animated items are susceptible 
to spells. If any character items have been teleported 
here from the encounter, Disrobing Room, then they 
will be employed against the PCs if possible including 
wands or ranged weapons. Surviving characters have 
time to grab anything that is theirs before the Room 
ejects them, but all other items in the room might be 
rendered useless after combat. Note that only 
character lost items are magical in this room. 
 
8. HOLE LOT OF BAGS: This room dumps you into a 
10’ deep, 6’ diameter pit of that takes up the middle 
of the chamber. You peek out and see the room is 
surrounded by scores of bags and sacks. Suddenly a 
swirling gust lifts them into the air and they begin 
falling into the hole with you. 
Tell players to think fast and roll initiative against the 
swirling bags. It may not be obvious to all but the 
characters are all standing in an open Portable Hole. 
The sacks are all normal except one, which is a Bag 
of Holding (smallest size). Characters must get out of 
the simple 10’ deep pit before the Bag of Holding 
lands in there and causes everything within and 
including the Portable Hole to be sucked into the void 
forever. Rules for high winds may make climbing or 
flying out difficult but it may come down to speed 
and chance. There is a 2 in 6 chance each round the 
right bag lands in the pit thus ending the encounter. 
Survivors are jerked out of the Room safe and sound 
with 2d4 normal sacks for their trouble. 
 
 
 
 
 
 
 
 
 
 

Table 4 Trick/Traps 
 
1. 3-WAY-MASHER: This plain room contains the 
pulverized dust of many bones and wood fragments 
in addition to the flattened remains of armor and 
weapons. You scarcely have time to realize your 
predicament when it happens to you without 
warning. 
This is a triple-crushing room. There is no avoiding it 
on the surprise round, one can only survive the next 
two by quick thinking or toughing it out. The first 
walls to crush are to the left and right and inflict 
15d6 hit points of damage and knock every creature 
prone. After this initial strike, the walls slowly recede 
and then the players can kiss their favorite d20 to roll 
initiative. On the Room’s turn, the second crushing 
attack is from ahead and behind (the Door) doing 
15d6 hit points of damage as well. Spell casting 
characters can prevent the second wall from crushing 
everyone with the right timed spell (destroying any 
spell effect in the process) or optionally if a PC is 
strong enough (18 Strength or more) they can 
sacrifice themselves for the entire party by taking 
30d6 damage. On the third round the walls recede 
faster as the ceiling crushes down on the whole party 
(Same rules apply). Characters slain are assumed to 
have all their gear smashed apart as well (Save the 
smallest non-fragile items). Survivors have one round 
before they are pulled out of the Room. 
 
2. NUKE IT: This room has nothing in it except dry 
stained blood on all the walls. Once that sinks in, you 
notice the lighting in the room changes to a reddish 
cast, there is an audible humming noise and a series 
of red glyphs appear on the opposite wall. 
The room is a giant microwave oven. Ask players if 
they would like to roll initiative then tell them you 
were just kidding. The numbers can be read with the 
aid of magic and tell the count down till the end of 
the encounter. The Room proceeds to cook all within 
it for 4d4 rounds unless proper protection from fire or 
heat magic is employed. Each round the all in the 
room take 1d6 cumulative hit points damage 
(Therefore on the 2nd round they take 2d6, the 3rd 
round they take 3d6, etc.). Metal armor and weapons 
in hand are counted as having Heat Metal cast on 
them. Any character that is reduced to negative ten 
hit points explodes into a pulpy mess. Once the 
encounter ends, a bell sounds and the door sucks 
everyone out of the Room to cool off possibly with 
the bloody, cooked remains of their friends on them. 
  
 



3. BOUNCING BEAMS: This room seems ordinary 
save for the crystals embedded in the center of five 
of the opposing walls. Suddenly they flicker to life 
and a green ray emits from all of them! 
This would be a good time to roll initiative you can 
tell your players. The rays (Initiative +6) bounce and 
careen around the room until they strike a living 
object or collide with each other. Treat them as 20th 
level Disintegrate spells with no save allowed. Each 
ray randomly bounces towards one person or another 
ray every round (If only one person is in the Room 
then it’s always a 50/50 split) and hit on a 1 in 6 
chance. Beams that miss continue to bounce into the 
next round. Once all five beams are dealt with (They 
can be dispelled) or have been struck, the encounter 
ends and all survivors are pulled out of the Room a 
round later. 
 
4. THE WRITING ON THE WALL: This room would be 
ordinary if not for the suddenly glowing runes and 
glyphs on the walls all around you… 
Tell players to put away their initiative die as there is 
no time for action. The wards here are all set to go 
off once people are thrown into the Room of Horrors. 
They are: Glyph of Warding (Maximum level), Symbol 
of Insanity (Symbol of Discord), Symbol of Pain, and 
Symbol of Death. Make saving throws as normal 
against a 20th level caster. Some effects may last 
after surviving characters are dumped out of the 
Room. 
 
5. RANDOM DAMAGE: Nothing seems out of the 
ordinary about the room until you look at each other 
and your own body. Without warning wounds begin 
to spontaneously appear! 
Roll once on the following table for each character 
present. Once this is done, all surviving characters 
must roll initiative. The room is considered to have a 
+0 Initiative score. Those going before the Room of 
Horrors have one round to react; otherwise the 
Room then ejects all remaining party members 
without delay. 
 
Table 6:  Random Damage (d100) 
01-05  Take 10 hit points damage. 
06-10  Take 15 hit points damage. 
11-20  Take 30 hit points damage. 
21-25  Take 10 hit points damage and lose an arm. 
26-30  Take 10 hit points damage and roll again. 
31-35  Take 15 hit points damage and then take 30 
more. 
36-40  Roll every die you own for damage. 
41-45  Take 20 hit points damage. 

46-50  Take 40 hit points damage. 
51-55  Multiply your characters age by 5. Take that 
much damage. 
56-60  Take 20 hit points damage and then take 30 
more. 
61-65  Take 1,000 hit points damage and roll again. 
66-70  Roll every die at the table for damage. 
71-73  Add up the total hit points of everyone in the 
party. Take that much damage. 
74-75  Take 5 hit points damage and consider 
yourself very lucky for the time being. 
76-00  What? You didn’t get hurt? Roll again. 
   
6. GAS LEAK: You are deposited in this room on your 
back. Up above, you see ceiling is pierced with 
innumerable small holes and you are pretty sure you 
hear a hissing sound. 
The fact is three other walls are cracked open or 
pierced with holes and are emitting gasses as well. 
Have players take a deep breath then roll initiative 
against the room. The room has already flooded with 
a laughing gas before this (Save against as a Tasha’s 
Hideous Laughter spell). Each round thereafter three 
more gasses shoot into the room and affect 
characters (Set saving throws according to campaign 
level) unless precautions are taken or the leaks are 
blocked somehow. 
The first round is a strength sapping, flammable gas 
(2d6 Strength temporarily lost and 10d6 fire damage 
if there is an open flame source). The second round 
is a Dexterity sapping, sleep causing gas (2d6 
Dexterity temporarily lost). The third round is a 
potent poisonous gas (Save or die). On the fourth 
round nothing happens, but the fifth round survivors 
are ejected from the Room conscious or not. Lost 
attribute points can be regained as normal. 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

 
 



7. FOUNTAIN OF...: This room is only remarkable for 
the marble fountain gurgling out water on the far 
wall. Inscribed in the basin is the following message: 
“What Have You Got To Lose?” 
The effect of the fountain changes each time it is 
drank from, but in all cases the Room will not release 
those brought in until at least one person (alive or 
dead) sips from the fountain. Give every player an 
option because there is always a slight chance the 
fountain will be beneficial. The waters only work once 
per character per encounter. Once the fountain has 
been used the Room ejects any survivors a round 
later. 
 
Table 7: Random Magic Fountain (d100) 
01-05 Internal explosion (Instant death no save). 
All others in the Room take 1d10 damage. 
06-10 Teleport to another Room of Horror (Roll for 
new room). 
11-20 Uncontrolled Fire-breath. Everyone in room 
takes 9d6 fire damage (Save for half) including 
drinker. 
21-25 Uncontrolled Ice-breath. Everyone in room 
takes 9d6 cold damage (Save for half) including 
drinker. 
26-30 Poisoned water (Save or die, temporarily lose 
3d6 Constitution if successful save). 
31 Gain one Wish. Must be made immediately. 
32-40 Fall into eternal slumber (No save). Drinker 
can only be awoken by the kiss of someone with a 
higher Charisma than them (Then lose 1 Wisdom 
point permanently). 
41-45 Turn to gold (No save). Character is now 
worth his weight in gold. 
46-50 Heal all wounds including resurrection (Dead 
characters can be fed water from the fountain for 
this purpose). 
51-70 Gain +1 to any stat permanently, but reduce 
another by one as well. 
71-75 Turn to stone (No save).  
76-00 Gain +1 to any stat permanently, no side 
effects. 
 
Note: Damaging the fountain is pointless as the 
water still trickles out and must be sampled. It goes 
without saying that the magic of the fountain only 
works in the Room, but it is otherwise pure water.  
 
8. SPIKY SHAKE-UP: This chamber is lined from wall 
to ceiling with sharp, rusty spikes. Only the floor is 
bare. You see nothing else of value. 
Count to 10 silently until the first player calls out to 
perform an action. Thereafter the room begins to 

turn and tumble violently, tossing all characters into 
random walls for d6 rounds. Consult the table below 
for each affected character each round. While shaken 
up, most actions will require some sort of check to be 
performed. Flying or levitation in the center of the 
chamber is safe except there is a 1 in 6 cumulative 
chance per extra character of getting slammed into 
the spikes anyway by a tossed ally. 
 
Table 8: RANDOM SPIKES (d20) 
1-5 Fall into spike wall for 3d6 damage. 
6-10 Fall into spike wall for 5d6 damage. 
11-15 Fall into spike wall for 7d6 damage. 
16-18 Fall into floor for no damage. 
19-20 Fall into spike wall for 9d6 damage and get 
stuck. No further rolls made. 
 
Notes: Creatures immune to the spike damage will 
still possibly take half the damage listed from 
colliding into a wall. Once the encounter is finished 
the Room ejects the survivors stuck or not a round 
later causing no further damage. 
 
Table 5: Special Encounters 
 
1. IMMENSE EMERALD IMP FACE: The room you are 
thrown into is dominated by an evil-appearing imp 
face set into mosaic. The face has a huge “O” of a 
mouth and quite predictably, it is dead black.  
The 3’ diameter mouth opening is not what most 
players will assume, it is actually a magic vacuum. As 
in eats magic. If any player uses any spell or 
activates any magic item, the large mouth begins to 
suck with a force unlike any expect. All spells cast at 
the imp face are annihilated (No roll needed) and 
once triggered the imp face also sucks up all active 
spells cast on characters (Like Protection from Evil). 
Once there are no more spells to throw at the imp 
face, it begins to suck the magic from permanent 
items (No save unless it is an Artifact). Randomly roll 
one item from each player each round. All magic 
items devoured of their enchantments become 
ordinary items. When there is no more active magic 
to be sucked into the imp face, it starts to draw 
magic stored in the mind and bodies of spellcasters if 
not already deliberately cast at the face. Each round, 
all spellcasters lose 2d6 spell levels of prepared spells 
starting from the lowest to highest. 
 
 
 
 
 



The only way to stop the magic vacuum is: 
A. Deliberately throw an artifact into the mouth 
(Destroys the imp face and creates a 15d6 explosion 
in the Room) 
B. Have the highest level spellcaster or the PC with 
the most magic items jump into the black mouth and 
sacrifice his life. The character is irrevocably 
destroyed and all other PCs are teleported to safety. 
The next time the face is encountered it resembles 
the heroic character. 
C. Correctly shout the name of the imp. I forget what 
the answer is however. 
D. Cast two Wish or Alter Reality spells at the face 
simultaneously. This will cause it to stop until the 
next time magic is used. 
E. Let the imp face suck all the magic in the room at 
which point the encounter is over and no one is 
harmed. 
Note: If no actions are taken to trigger the face, the 
Room releases the PCs in 2d4 rounds.  
 
2. LEVER ACTION: This small room is pierced by 
three iron levers on the far wall. Unfortunately you 
know it’s a trap but it must also be the way out. 
The levers move vertically and are currently in the 
middle position. When lifted or dropped, there are 
audible noises of machinery but nothing will ever 
happen until all three levers are pushed down. This 
opens a pit beneath the feet of any in the room 
sending them down 50 feet (5d6 falling damage) 
before the floor re-seals above (No save to avoid). 
Down here there are three more levers! Pushing 
them all up causes another floor pit to drop every 
down another 50’ deep pit to spikes below (No save 
to avoid, 10d6 damage). This pit re-seals as well. 
If any PCs survive they see yet another set of three 
levers. If the first and third are pushed up and the 
second pushed down, the spiked floor rises at 
extreme speed, taking characters up 100’ and out as 
the lids to the first two pits move away. The force of 
this ‘elevator’ is so great that characters not prepared 
for it will be flung into the ceiling of the initial Room 
for 5d6 damage and fall back down to a floor of 
spikes for 5d6 more. If anyone is still alive after this 
trip, the Room releases them a round later. 
Note: Flying, Levitation and Feather Fall type spells 
are only partly useful here as gravity seems different. 
Allow a save for half damage against each fall, 
thereafter the spells work normally including the 
elevator ride out. Climbing out is quite difficult as the 
lids are unbreakable and only work as described 
above. Teleportation spells fail utterly and cause a PC 
to appear over the current pit for another fall. 

3. THE SEA DEVIL: This room has a broken statue of 
a four-armed sahuagin in it with its fanged mouth 
leering open. Three of its hands are held open with a 
depression the size of a coin or gem while the forth 
arm is raised in a fist. 
The sahuagin statue is not alive (yet) and nothing 
can damage it aside from the actions described 
below. If three coins or less than three gems of any 
value are placed in its three open palms they vanish 
while its fourth arm descends as water begins 
spewing from the fanged mouth like a decanter of 
endless water. This water cannot be stopped, and 
placing more coins in the palms will only increase the 
flow. The room will fill with water completely in 12 
rounds, half that each time coins are offered to the 
statue. At that point characters must hold their 
breath using whichever rules are appropriate for your 
campaign. Water Breathing spells and potions do 
function here. The encounter will end automatically 
when all characters have drowned or 15 minutes has 
passed whereupon the PCs are dumped out of room. 
One out of the room, drowned PCs get a 10% chance 
to resuscitate, otherwise they die. 
If three gems or gem-like magic items are offered 
onto the palms at any time, they vanish and this 
triggers a magic mouth spell on the statue that says: 
“Sekolah is pleased with your tribute air-dweller. Now 
receive his blessing!” 
At this point a ghostly white shark emerges from a 
wall without warning and bites all characters present 
at the same time, vanishing thereafter. The bite 
actually hurts; doing 6d6 hit points damage and 
leaving each surviving character with the ability to 
Breathe Water at will (A boon the PCs may not 
immediately notice unless submerged). A round later 
the Room lets the PCs out as the encounter ends. 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

 



4. SHRINE OF HORROR: You’ve been tossed in to sit 
on a great wooden bench. This room is some sort of 
shrine. The walls are painted with scenes of common 
people with rotting flesh, skeletal torsos and worms 
burrowing into their bodies. There are symbols of 
various gods on the walls as well, both good and evil; 
all are defiled in some way. On the floor is maggoty 
meat and food. 
As soon as the last PC leaves the bench, gas fills the 
room and shrinks every character way down in size 
(No save). The room looms large now and the 
maggots nearby are suddenly the size of Purple 
Worms! Rub your hands together gleefully and tell 
the players to roll for initiative as many of them 
attack.  
There are 1d3 purple worms per character present in 
the room. Consider the rest of the ‘maggots’ to be 
elsewhere in the giant chamber. All normal rules for 
combat apply here. Once battle is complete, the 
surviving PCs must find a way to get back to their 
original size. Dispel Magic or Enlarge spells won’t 
suffice. A Wish or equivalent spell can restore but 
one PC. The only way to get back is to climb up on 
the bench again! 
Use standard climbing rules if needed, treat the 
bench as 750’ high. At the reduced height, the 
wooden bench has enough splinters and cracks to be 
considered handholds. Flying, Levitation and Teleport 
spells will work here surprisingly. Once the surviving 
PCs are back to their real height, the room is done 
with them and ejects them. 
 
5. TEETER-TOTTER: You are thrown into this plain 
looking room and quickly notice how hot the floor is, 
and how it seems to shift around… 
Shake your head and have the players roll initiative 
against each other. The square floor of this room is 
perfectly balanced on a central point. If two or more 
characters are in here, randomly roll to see which of 
the four walls they are next to. At the end of each 
character’s action add together the weights on each 
side (Use whatever encumbrance system you prefer) 
of the room. The heaviest side will always tip toward 
a chute and what can only be a heated furnace of 
hell. Characters on the opposite side are safe for that 
round and characters on the sides have a 50% 
chance of possibly slipping down. Characters in 
danger of slipping into the chute must immediately 
make an appropriate check to scramble to not fall in 
and on their turn get to another wall, thus restarting 
the weight calculation. Characters that fall into the 
chute are never seen again. Their fate is up to the 
Dungeon Master’s whim.  

It will not take long for clever players to find out the 
proper balance of weight in their group and thus end 
the teetering room. Solo characters are highly 
screwed and must balance, perfectly still in the 
center of the Room or else be constantly slipping 
toward their doom.  If room equilibrium can be 
maintained for 1d6+1 rounds then the Room releases 
the survivors. 
Notes: To make the room a challenge, there is a 
magic aura that prevents all Fly, Levitate, Spider 
Climb and similar spells in addition to natural flight. 
There is also no way to permanently make the floor 
jam into one position as the furnace will instantly 
destroy whatever item or spell is employed a round 
later. Make characters who try to jam the floor make 
an extra check to avoid slipping. Catching slipping 
characters is possible at the risk of that PC also 
having to make a check.  
 
6. FALSE LICHES: The room you have been thrown 
into is thick with webs. As you hang there suspended 
you see a shadowy figure in the corner. 
The webs cannot be broken by strength or normal 
fire; they must be burnt away with magic fire or a 
small magic blade. In the meantime the figure steps 
up and from all appearances is the one-eyed Arch-
Lich Vecna! In his single remaining hand is a skull set 
with gems for eyes and teeth, it must be the demi-
lich Acererak! Vecna whispers at you menacingly: 
“Who dares disturb the rest of Acererak? Look at his 
tired eyes!” Vecna shows you the skull angrily. Have 
each character roll a saving throw against a Fear 
spell cast at 20th level. The spell is so strong even 
those immune to fear such as Paladins will feel the 
terror. 
Once fear or worry has set in, glare ominously and 
have the players roll initiative. The first magic spell or 
weapon to hit either lich will destroy them easily. The 
skull if given a chance will fire red beams from its 
gem eyes that will only serve to burn away webbing. 
Once both liches are defeated, there are only broken 
bones and glass gems on the floor. The PCs should 
consider themselves lucky it was all a put on. A 
minute later, the Room will eject the party leaving 
them with one whopper of a story. 
 
 
 
 
 
 
 



7. DISROBING ROOM: This chamber is unusual in 
that there are two misty archways on either the left 
or right side of the room. One has a keystone that 
glows with a pinkish light while the other glows with 
a bluish light.  
There is only one way out and it is to choose an 
arch-way. Paranoid players may know what is coming 
so they won’t be entirely disappointed when they go 
through. The pink misty archway removes characters 
from the Room unharmed but not before it changes 
them into the opposite sex and takes away all their 
armor, shields and clothes, both magical and 
mundane. The blue misty archway likewise removes 
PCs from the Room but changes the character’s race 
(randomly) and takes away all their weapons and 
offensive magic items. There is no save against these 
effects. The stolen items go to Room encounter 
Dancing Death or The Arch-Lich, or at your option go 
elsewhere to be found later. 
Note: Sex and racial changes can be reversed 
through standard applications of magic versus 20th 
level casting. Second trips to the Disrobing Room can 
fix the race and sex changes, but the blue archway 
still randomly changes race (The original race must 
be rolled) and changing back to one’s original sex 
also incurs an additional alignment change to the 
character’s opposing alignment. 
 
Table 9: Random Race (d20) 
01-02 Human 
03-04 Elf   
05-06 Dwarf 
07-08 Halfling 
09-10 Gnome 
11-12 Half-orc 
13-14 Half-elf 
15-16 Orc 
17 Kobold 
18 Goblin 
19 Lizard Man 
20 Troll 
 
8. THE ARCH-LICH: The small room has a number of 
treasured items in addition to any your party may 
have lost during their adventures.  
 
- All PC items lost in the Disrobing Room. 
- 6 scrolls.  
- 12 potions. 
- 1 ring, 1 rod, 1 staff and 3 miscellaneous magic 
items. 
- 3 magic weapons, 1 cursed sword. 
 

Oh yes, and there is a small stone slab where the 
Arch-Lich Vecna, Lesser God of Secrets goes 
away to hide from his servants and meditate on the 
secrets he knows. Needless to say he isn’t happy to 
be disturbed in his private meditation room.  
The lich sits up and glowers at those in his chamber 
and whispers with an evil glow in his one eye: 
“Defilers! Thieves! None shall know of your final fate 
but Vecna!” 
Have the characters say their last goodbyes to each 
other then have the players roll initiative. Vecna is 
inconsolable and will attack using the following 
techniques randomly:  
1. Select a random character to Trap the Soul (No 
save). 
2. Twin Lighting Bolt spells at two different targets 
cat at 20th level (Save normal). 
3. Bigby’s Crushing Hand at 20th level (Saves as per 
the spell). 
4. Flesh to Stone spell cast at 20th level (No save). 
5. Disintegrate that hits automatically, cast at 20th 
level (Save normal). 
6. Ray of Enfeeblement spell that hits automatically. 
Cast at 20th level (No save). 
 
Vecna himself is utterly immune to most attacks and 
spells. He cannot be grappled or pummeled with 
causing instant and permanent paralyzation (No 
save) He can only be harmed or impressed to stop 
fighting by the following means (or variations of): 

• A Power-Word, Kill or any other Death-
related spell used on him makes Vecna laugh 
so hard that he spares the PCs and promises 
to call on them for entertainment later. 

• A character with a vorpal weapon or a sword 
of sharpness, who can manage to sever off a 
part of his avatar, will prompt him to stop 
combat and compliment the PC. He asks the 
person for a resume and let’s the PCs go. 

• A Dispel Evil or Holy Word spell makes him 
cower for one round, then he says ‘Just 
kidding!’ and continues attacking. 

• Wish or Alter Reality spells make Vecna 
grumble and stop long enough to work out a 
deal for the PC’s freedom. 

• Begging and pleading won’t impress him, but 
he will take bribes of magic items worth 
more than 50,000 g.p. (Especially artifacts). 

• Any character that possesses a holy item can 
please him if they break it in front of him. 
Holy swords and water used on Vecna make 
him crankier. 



• Characters that despair at their situation and 
commit suicide really amuse Vecna. He 
brings them back to life while sparing the 
rest of the party, but they ‘owe him one.’ 

• Any character who is actually a worshiper of 
Vecna is spared if he turns on his non-
believing friends. Those who want to turn to 
Vecna worship must pass a sincerity check of 
some kind (DM option) and thereafter is 
irrevocably in the pocket of the Arch-Lich. 

• If a character happens to possess either the 
Eye of Vecna or the Hand of Vecna, or both, 
clashes with Vecna he will be amazed as 
both spectacularly explode. Other characters 
are teleported safely out of the Room before 
this happens. 

Once the encounter is over, he lets the PCs take their 
stuff and anything else that Vecna ‘discarded’ in this 
room. He obviously keeps any bribes or gifts he took 
from the PCs. After this the survivors are whisked out 
of the Room for good. These particular characters 
will never again be able to access the dreaded Room 
of Horrors but they do get a full level of 
experience points for their trouble. If at any point 
the PCs are incredulous for surviving this meeting or 
they go back on any deal with Vecna, then they will 
find themselves cursed by the Random Damage 
Table at some inopportune moment on their next 
quest. The Arch-Lich knows all! 
 

Hypercube Variant 
 
This version of the Room of Horrors is intended for 
those who just want to play out the death trap rooms 
without placing it within a greater dungeon. In this 
version it is normally a “last man standing” scenario 
once the entire party is drawn into the first room. 
The madness only ends when one person remains 
alive or it is a Total Party Kill. For an even more meat 
grinding scenario the players can bring more 
characters in at any time until such time the 
Dungeon Master or Players have had enough. 
Note that instead of being dumped back into your 
current dungeon after an encounter with the Room 
of Horrors, the Hypercube Variant creates a new door 
to another extra-dimensional 10x10 room. This door 
may be in another wall, or the ceiling or floor, it 
doesn’t matter. This room is harmless and gives 
surviving characters enough time to rest up and heal 
or introduce a new unwitting PC. Once the PCs are 
ready there is always a new exit door that pops up. 
Just roll up a new random Room of Horror and 
continue the horror. 

Dungeon Master Cheat Tips 
 

Now any DM worth his salt shouldn’t need tips on 
how to cheat. But in the Room of Horrors players can 
never be sure if you are fudging or not. Here is 
several ways to keep them guessing: 

• Keep track of monster hit points using a 
pencil with no lead. When you think it’s time 
for them to die, then say so. 

• Always have a d20 set on ‘20’ behind your 
screen but roll a different one to make them 
think you got a natural 20. If called on it, lift 
the screen to prove your awesome die rolling 
skill. 

• When rolling d6’s for damage throw them in 
two handfuls. If the first one seems low cast 
the second handful into the first to change 
the result. 

• If things are swimming too easy for the PCs 
somehow, up the damage dice to d8’s or 
d10’s. If players complain just say it’s in the 
text. You won’t be lying because it does say 
so on this page! 

• When drawing the PCs through a door, 
instead of having them roll for an encounter 
have them guess a number between 1 and 
20, then just use which ever result you want.  

• Anytime the PCs roll a ‘1’ have them 
accidentally lose their weapon and critical 
someone in the room, even themselves! 

• If you think one of your players has read this 
module, then liberally change text entries to 
keep them honest. This isn’t really cheating 
so much as counter-cheating.   

 
 

Additional Info and Acknowledgements 
 

The Room of Horrors is designed to be compatible with any 
edition of D&D from 3.5 and earlier, plus possibly any other 
d20 based genre game. Suggested level of play is 
somewhere between 1st and 20th level, with higher level 
characters (or even deities) possible if so inclined. Dungeon 
Masters are advised to have at least the three standard 
Core rule books handy (Players Handbook, Dungeon 
Master’s Guide and Monster Manual) to run this harrowing 
adventure extension. Special thanks go to Craig Kraus for 
my adaptation of his quite mean Wandering Damage 
System Matrix from Dragon Magazine #96. Apologies go 
out to the artists of S1 alive and dead for the continued 
mockery of this classic module. It’s done with the best 
intentions. And my apologies also go to all the players who 
will lose their characters to this parody module. I’m sure all 
your DMs think you deserve it. 
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