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Foreword

Welcome to the next level.

Bill Slavicsek and Richard Baker put together the original Dungeons &
Dragons For Dummies book with an eye toward making D&D, an intriguing
and complex system, more accessible and friendly to both first-time players
and long-term fans. Now they’re back, ready to take on an even greater 
challenge.

The art of Dungeon Mastery.

Being a DM is a quantum leap up from merely playing the game. You aren’t
keeping track of a single character but rather coordinating a full-fledged
world. You’re not worrying just about what is behind the next door but about
how the epic adventure will ultimately resolve. You have to be ready for any-
thing that a group of creative, inventive, and downright devious players will
throw at you over the course of a game session. You are host, team leader,
narrator, head bad guy, playwright, supporting cast, ringleader, and ringmas-
ter, all at the same time.

It is a very tall order, and Bill and Rich put it all together in one package 
for you.

I can personally vouch for Bill’s DM credentials. For the past few years, a
group of us creative types, present and former members of Wizards of the
Coast, have gathered at his house every Thursday night for our weekly game.
Bill has used us as a test-bed for new projects he has worked on, including the
Star Wars RPG, d20 Modern, and most recently the newest D&D campaign set-
ting, EBERRON. Yes, we get to play the first drafts (and take the initial lumps) of
the new systems. It’s a tough job, and Bill makes it a heckuva lot of fun.

Rich is no slouch in the DM department either, as an author and game
designer with world-building credentials from way back, including most
recently managing Wizard of the Coast’s sprawling, chaotic, eternal cam-
paign, the FORGOTTEN REALMS. Oh, and in one of his first projects, for a D&D-in-
space campaign called SPELLJAMMER, he put battleship guns on an asteroid and
took it out for a spin. So he thinks outside the box as well as any devious
player.
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Dungeons & Dragons For Dummies gives you a box of tools. Dungeon Master
For Dummies shows you what you can build with those tools. Dungeons &
Dragons For Dummies gives you a rainbow of paints. Dungeon Master For
Dummies shows you what you can portray with those paints. Dungeons &
Dragons For Dummies opens the door to a new world. Dungeon Master For
Dummies goes through that door, and shows you how to create your own
worlds and delight and entertain your players. It is the next level of play.

Enjoy.

Jeff Grubb

Co-founder of the DRAGONLANCE campaign setting and co-creator of the
FORGOTTEN REALMS campaign setting, Jeff is the author of over a dozen novels,
two dozen short stories, and more game products than is either polite or
proper to mention. His most recent characters in Bill’s Thursday Night
Games have been Gomez the gnome artificer, Moondog Greenberg the kabal-
istic biker, and Whappamanga the Wookiee.
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Introduction

The DUNGEONS & DRAGONS roleplaying game has been exciting and expanding
the imaginations of players around the world for more than 30 years. The

key components to a good (or better yet, great) game of D&D include enthusi-
astic players, a fun adventure, and a good (or better yet, great) Dungeon
Master. The Dungeon Master (also known as the DM) applies imagination,
game rules, and creative flair to make every game session fun and memorable
for the entire game group. Indeed, DMs firmly believe that the role they take
on in the D&D game provides the most rewarding, creative, and fun experi-
ence available.

It’s good to be the DM!

We’ve carefully crafted this book to make the role of Dungeon Master more
accessible to D&D players. Not everyone has the temperament and mindset —
or the desire — to be the DM for a gaming group. But if the idea of creating
scenarios or even entire worlds of adventure for your friends appeals to you,
you owe it to yourself to explore the role of the DM.

And, if you’re already DMing for your gaming group, the hints and tips layered
throughout this book will help you become a better DM . . . perhaps even a
great DM. Goodness knows that the D&D game — and the world, really —
needs more great DMs.

About This Book
We wrote this book because the nice folks at Wiley Publishing, Inc., liked our
previous one (Dungeons & Dragons For Dummies) and they asked us to write
another. But we also wrote it because we have a passion for the D&D game,
and we want to share that love with as many people as possible. We wrote in
our previous For Dummies book that the DUNGEONS & DRAGONS game speaks to
and feeds the human condition. As a game of the imagination, D&D builds on
the myths and fantasies that shape our culture. In an age when so many activ-
ities involve isolated people, D&D is a social experience. Nothing else — no
computer game, no board game, no movie — comes close to delivering the
interactive and unlimited adventure of the D&D experience.

It’s the Dungeon Master who makes much of that creative, social, and interac-
tive experience possible. Simply put, you can’t play the D&D roleplaying game
without a Dungeon Master. The DM is essential, and a good DM is worth his
or her weight in gold pieces!
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2 Dungeon Master For Dummies 

Even if you’ve run a hundred games, this book provides the advice you need
to expand your gaming techniques. Experienced Dungeon Masters will find
hints, tips, and advice designed to elevate your game to new levels: From
improving your game sessions to creating adventures and crafting cam-
paigns, we cover it all. If you’ve never run a game as the DM, this book is a
great place to start. We explain the ins and outs of Dungeon Mastering and
offer plenty of advice on how to become the best DM you can be.

Why You Need This Book
New Dungeon Masters need this book because it’s written by D&D experts to
serve as a comprehensive guide for DMing. Before this book, great Dungeon
Masters had to be born with an innate knack for the role. Sure, books like the
D&D Dungeon Master’s Guide provide some level of advice, but none of them
have been written as training manuals, and none of them have been written
in a straightforward, direct manner (the For Dummies style).

With this book, you’ll discover facts about running the D&D game that many
seasoned DMs have never realized. Do you know how to build balanced
encounters to best challenge your party? Do you know the tricks to keeping
a game session moving? Do you know how to wing it when your players try
something really unexpected? How do you make a ruling when they try some-
thing that goes beyond the boundaries of the game? Thanks to our years of
experience and our unprecedented access to the Wizards of the Coast’s
Research and Development department, we’ve filled this book with insider
knowledge and examples that can’t help but make you the best DM you can be.

Seasoned Dungeon Masters can always be made better, and we try to share
our knowledge and experience in every chapter of this book. The D&D game
is as unlimited as the imaginations of its players, and something fresh and
new is always waiting to be discovered. We shine a light in all the myriad cor-
ners of the game to help you find details you never knew were there, or at
least remind you of something you haven’t used in a while. We want to make
you a better DM because better DMs make for better games.

How to Use This Book
You can use this book in many ways. You can read it cover to cover, in chapter
order, and follow along with our loose narrative that explains the concepts of
Dungeon Mastering from the basics to the most advanced applications of the
role. Alternatively, you can glance at the Table of Contents and jump around to
the chapters that most interest you. That works fine, too.
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If you’re new to the idea of being the Dungeon Master, we suggest starting
with Part I. It helps explain the DM’s role more fully and provides the founda-
tion for the chapters and parts that follow. If you’ve run a few game sessions,
explore the information in Part I to see whether you’re fully utilizing the
tricks and tools available to you. Then move on to Part II to take your DM
style to the next level. If you’re an old pro, jump to whatever section of the
book strikes your interest. Even in chapters that seem below your level of
experience, we bet you’ll find something new and fresh to try at the gaming
table. And we’re sure that everyone will find something exciting and fun in
the Part of Tens.

This book assumes you have at least some experience with the DUNGEONS &
DRAGONS game. If this isn’t the case, we suggest you start with this book’s
companion volume, Dungeons & Dragons For Dummies. You might also want
to buy the D&D Basic Game from Wizards of the Coast.

We wrote this book assuming that, as a somewhat experienced D&D player 
or DM, you have the core D&D game books — Player’s Handbook, Dungeon
Master’s Guide, and Monster Manual. We refer to these volumes often through-
out these pages. This book isn’t a replacement for any of your D&D game
books; it’s a companion piece designed to make the information in those vol-
umes clearer and easier to understand, while adding new information specifi-
cally designed to make you a better Dungeon Master.

This book’s Cheat Sheet contains cardstock cutouts that feature tools to help
your D&D game run more smoothly and efficiently. The Character Cards can
be used to keep track of player characters in the game. The Monster Cards,
likewise, can be used to record monster statistics. Together, they make a
great resource for setting the initiative order and tracking any changes by
simply re-ordering the cards as combats unfold.

D&D Terminology
The DUNGEONS & DRAGONS game, like other intensive activities, has a lot of
jargon that can sometimes make comprehension a bit tricky. We wrote this
book using as much plain language as possible, but you’re still going to need
to know some of the terms that long-time players take for granted.

Here’s a quick recap of a few common terms that we use over and over:

� DUNGEONS & DRAGONS: The original roleplaying game of medieval fantasy
and adventure. In the game, players take on the role of imaginary charac-
ters defined by a series of statistics, cool powers, and magical abilities.
The game is played around a table or other comfortable location where
players can spread out books and papers and roll dice. D&D (the short
form of the name) is a game of the imagination, part group storytelling

3Introduction
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game and part wargame. There are no winners or losers in this game; the
point is to build an exciting fantasy story through the actions of the char-
acters and the challenges set forth by the Dungeon Master.

� Dungeon Master: One player is the Dungeon Master (the DM). Although
other players control single characters, the DM controls all the mon-
sters and enemies, narrates the action, referees the game, sets up the
adventures, and develops the campaign. Every D&D game needs a DM.

� Player character: The character controlled by a player is called a player
character (PC). A player character might be a powerful fighter, a sneaky
rogue, a crafty sorcerer, or a charismatic cleric, for example.

� Nonplayer character: A character controlled by the Dungeon Master is
called a nonplayer character (NPC). An NPC might be a friend, a hireling,
a merchant, or a villain, for example, that the player characters interact
with in some way.

� Adventure: The player’s character is an adventurer in a fantastic world
of magic and monsters. Other characters (controlled by other players)
join the adventuring party to explore dungeons and battle amazing crea-
tures such as dragons and trolls. Each quest (or mission, or story) is
called an adventure. An adventure might last for a single session of play
or stretch over the course of several game sessions.

� Campaign: The D&D game doesn’t have to end with a single adventure.
When the same characters continue from one adventure to another in an
ongoing storyline, the overall story is called a campaign.

� Dice: The D&D game uses dice to resolve actions and determine other
factors where the outcome isn’t certain. The twenty-sided die is the most
important, as all major actions in the game are resolved using it. The
game also uses a four-sided die, a six-sided die, an eight-sided die, a ten-
sided die, and a twelve-sided die. You often see abbreviations used for
dice where d is followed by the number of sides for that particular die,
such as d20, d4, d6, d8, d10, and d12. Sometimes you need to roll multiple
dice of a specific shape, such as four six-sided dice, which is abbreviated
as 4d6. Sometimes you need to roll multiple dice and add a modifier, such
as two four-sided dice plus two, which is abbreviated as 2d4+2.

� Player’s Handbook: The first of the three books that make up the rules
of the D&D game. This volume contains the basic rules of play and char-
acter creation. No D&D player should be caught without one.

� Dungeon Master’s Guide: The second of the three books that make up
the rules of the D&D game. This volume contains the information the
Dungeon Master needs to run the game, set up adventures, build cam-
paigns, and award treasure and experience to the player characters.

� Monster Manual: The third of the three books that make up the rules of
the D&D game. This volume is packed with monsters to challenge even
the toughest D&D heroes, and contains information that every player
and DM needs to know.
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How This Book Is Organized
Dungeon Master For Dummies consists of five parts. The chapters within each
part cover specific topics in detail. In each chapter, we start with the basics of
the topic and build from there. Whenever a point needs further clarification,
we reference the appropriate chapter so you can immediately find any addi-
tional information you need. Whenever it comes up, we also refer you to the
appropriate place in one of the core D&D game books, or even in Dungeons &
Dragons For Dummies if we think something in that volume will help.

Part I: Running a Great Game
Dungeon Master, meet your game. Game, meet your Dungeon Master.
The chapters in this part assume you’re a new to moderately experienced
DM and provide all kinds of tips and methods for running and improving
your D&D game. This part also includes a sample dungeon you can use to
practice what we preach.

Part II: Advanced Dungeon Mastering
The chapters in this part are designed to take your Dungeon Mastering skills
to the next level, with advanced discussion topics, techniques, and options.
Even experienced DMs can find something new and exciting in this part.

Part III: Creating Adventures
Ultimately, every DM wants to try his or her hand at creating an original
adventure. In this part, we provide advice and guidance on how to craft mem-
orable adventures, and we wrap up this part with another sample dungeon
that shows the techniques in action.

Part IV: Building a Campaign
This part explores methods for stringing individual adventures together to
create an ongoing campaign. Discussing themes, villains, and plots, we get to
the heart of what turns a series of adventures into a memorable and exciting
campaign.
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Part V: The Part of Tens
No For Dummies book is complete without this section of top-ten lists. We
take this concept to a new level by presenting not only classic lists of the
best D&D adventures of all time, but by including encounters, maps, and
traps that you can use in your own D&D games.

Icons Used in This Book
To guide you along the way and to point out information you really need to
know, this book uses the following icons:

This icon points to tips and tricks that simplify or speed up some aspect of
DMing the D&D game.

Remember these important nuggets and you’ll be a better DM.

If you see this icon, read and follow the accompanying directions. This infor-
mation can prevent you from having a bad game session.

Whenever you see this icon, you know we’re directing you to more detailed
information in one of the D&D core rulebooks — the Player’s Handbook,
Dungeon Master’s Guide, or Monster Manual.

Where to Go from Here
We recommend starting with Part I, but feel free to turn to whatever chapters
interest you. Just remember to have fun! Approach this book in the spirit of
the D&D game, trust us and the wisdom we try to impart, and you’ll be well
on your way to becoming a DM or to improving the DMing skills you already
possess.
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Part I
Running a 

Great Game
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In this part . . .

This part of Dungeon Master For Dummies speaks to all
D&D Dungeon Masters. Whether you’re thinking about

running a game of D&D, have recently joined the ranks of
DM, or have a bit of DMing experience under your belt,
the chapters in this part provide all kinds of tips and tech-
niques for improving your D&D game. The final chapter in
this part provides the first of two sample dungeons you
can find in this book. After mastering the techniques in
the earlier chapters, the sample dungeon makes a great
practice tool to hone your DMing skills. (Plus, it’s a fun
adventure!)
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