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Introductions
It gives me a feeling of great satisfaction to complete this addi-

tion to the AD&D® game system. After many months of design
and development, the project is finally nearing the end of the long
production process.

Yet, in a sense, the work is just beginning. Many pairs of eyes
have looked over these pages, but they represent only a fraction
of those who will eventually read and use the material within. How
you, the gamers, react to this material is the true beginning of the
Dungeoneer's Survival Guide.

Exploring dungeons, caves, and caverns has always been my
favorite part of the AD&D game. The number of subterranean
monsters and cultures presented in the monster manuals serve
as ample illustration of the importance of this environment to the
game as a whole. Yet many questions have lingered regarding
play in these regions of eternal darkness.

I welcomed the opportunity to answer some of these questions
in an official volume. Rules on topics such as swimming, climb-
ing, moving and fighting in narrow passages, and other catego-
ries of the underground game are included here. The area of
nonweapon proficiencies, introduced in Oriental Adventures, is
expanded here for use with your campaigns.

But these areas represent only a part of the scope of this guide.
The nature of the vast realms below the surface of the world has

long been hinted at, but never really explained. Now the DM has
at his fingertips a description of the domains of the subterranean
cultures. The drow, duergar, derro, mind flayers, aboleth, and
many other creatures live in uneasy harmony, often fighting
among themselves, but united in their loathing of things from the
sunlit world. The types of communities these beings live in are
described for the DM's benefit. In addition, a sample of a specific
underground world—the vast reaches of Deepearth—is pre-
sented for the DM to expand upon or use as a guide for his own
campaign settings.

The ADVANCED DUNGEONS & DRAGONS® game system
continues to be the most popular role-playing game in the world.
As the RPG hobby evolves, it is only natural that the AD&D game
system should continue to grow with it. The roots of the game lie
deep within the earth, among the dungeons and realms where
most of us got our first taste of fantasy role-playing. It is these
roots that are attended to in this rule book.

Now, boldly brandishing a new collection of information and
guidance, characters can once again enter the regions of the
underearth, face the tremendous challenges there, and return
with treasures and experiences from the finest sort of adventure
gaming.

Read on, and have fun.

Douglas Niles
April 22, 1986

The weeks I have spent working on the Dungeoneer's Survival
Guide have been hectic but enjoyable. I'm glad to have worked
on a rule book that is going to be such a valuable and long-
needed addition to the AD&D® game system." In fact, the DSG
contains so many new rules and DM techniques that you may
wonder how you ever went dungeoneering without it. And if
you've given up on dungeon-crawling and subterranean adven-
tures altogether, this is just the ticket to send you once again into
the most exciting and dangerous setting for role playing
excitement—the underearth.

Both danger and opportunity await in the endless realms
beneath the earth's surface. This rule book not only explains the
details that make dungeons come alive, but covers the full gamut
of natural and artificial underground formations.

Within these pages, the nonweapon proficiencies introduced
in Oriental Adventures are greatly expanded to include under-
ground adventuring skills. In the system introduced here, the

chance of success of proficiencies depends upon the character's
ability scores, restoring ability scores to their originally intended
preeminence.

Perhaps the most exciting feature of this book is its ability to
revitalize your underground campaign. There are many ways to
inject excitement and variety into subterranean adventuring; the
tips and guidelines on campaign and world design presented in
the Dungeoneer's Survival Guide will help you do just that.
Advice on storytelling techniques will help the DM pique the play-
ers' interest even further.

To sum it up, I think you'll find this volume to be an invaluable
reference. The rules and game mechanics detailed here, as well
as the techniques of three-dimensional mapping, storytelling,
campaign creation, and DM-player interaction can add new life
and enthusiasm to every game. The Dungeoneer's Survival
Guide is the source book for adventuring in the tractless realms
of the Underdark. Don't leave the sunlit world without it!

Mike Breault
May 12, 1986
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DUNGEONEER'S SURVIVAL
GUIDE: WHAT IS IT?

Most AD&D® game players began their gaming careers with a
few hesitant steps into a dark dungeon somewhere in the myriad
of gaming universes. Although later adventures took them
through vast wildernesses and teeming cities, it is to dungeons
that adventurers often long to return.

It seems that beneath the earth lurk the most fearsome (and
thus, most exciting) foes, the most fabulous treasures, and the
most mysterious locales.

Yet, after a time, many DMs run out of exciting ideas for
dungeon adventures. The monsters all seem to lurch mechani-
cally along in the same manner, and one 10-foot-wide corridor
looks pretty much like the next one. Variety and challenge are
often missing in these campaigns.

This book will change all that. Herein you will uncover vast
realms and encounter underground cultures and dungeoneering
mechanisms unlike any you have ever experienced.

The Mystery of the CInderdark
All AD&D game players have had experience with stone

dungeons carved by long-forgotten artisans. Many have ven-
tured through subterranean caverns carved by rushing water or
slow, grinding ice. Perhaps they have even sailed down an
underground river or journeyed through a sulfurous labyrinth
beneath an active volcano.

Within these pages, you will find descriptions of all of these
underground settings, and more. Vast cities and advanced cul-
tures await discovery; creatures live here whose eyes have never
seen the light of day. How were these underground realms
formed? Who controls them, and how? The answers to these
questions and more await you in the realms of sunless mystery.

New Rules for Underground Play
The AD&D game system already provides rules for a great

number of player actions, ranging from combat and movement to
barter and negotiation. Many situations arise, however, that have
not been addressed by the rules until now.

Can a character who is not a thief climb a rough stone wall?
What if a PC, thief or not, has to fight a creature and cling to the
wall at the same time? Or combat an opponent atop a swaying
footbridge? Can your heavily laden character possibly jump that
yawning chasm? All these unusual situations, and many more,
are covered by rules introduced in Dungeoneer's Survival Guide.

How much use is a mule in a dungeon? And what about that
river—is it possible to swim underwater to avoid the monstrous
sentries you hear down the bank? Those shiny stones over
there—are they worth anything? Read on for the answers!

Player character proficiencies were first introduced in the
AD&D Oriental Adventures book. Dungeoneer's Survival Guide
reintroduces those proficiencies and adds many more that are
uniquely suited to adventuring in the dark regions of the unde-
rearth. With the addition of these proficiencies, a whole new area
of adventure can be added to the AD&D game.

An assortment of new rules beckon—rules to make the under-
ground reaches as wide open for adventuring as the forest or

meadow that surrounds your characters' home village.

The Denizens of the CInderdark
The underearth—the region of caverns and realms beneath

even the deepest of dungeons—is teeming with life. Many cul-
tures have been there for as long as life has existed in the sunny
reaches above. Other races have been driven there by violent
conflict with kindred races of the surface.

Where do these races live? How do they interact with each
other and with outsiders? What do they have to offer a group of
adventurers from the surface? Creatures such as the drow,
duergar, kuo-toa, and myconids are revealed in their natural
environments—environments virtually unknown to even the most
experienced adventurers from the surface.

The histories of these fabled races are also treated briefly, as a
reference for the Dungeon Master. Many adventures can be
drawn from these histories, providing a wealth of conflicts and
challenges for many gaming sessions to come. There are also
detailed random location and encounter generators, allowing for
exciting adventuring with little or no preparation time.

The Underground Campaign
The DM receives a great deal of attention in the latter half of

this volume. A section is devoted to the intricacies of the under-
ground campaign, and is full of suggestions for designing adven-
tures to challenge (and perhaps throw a scare into) your players.

Map making is addressed in some detail, with guidelines for
creating realistic three-dimensional portrayals of many different
levels of. dungeons, caverns, and castles. Advice on how to stock
your underworld with logical and appropriate creatures is also
given.

Maintaining a strong, highly motivating story element is an
important part of a DM's job, and this is covered within these
pages. Suggested conflicts, always the first step in a powerful
story, are presented along with comments on generating your own.

The ultimate random element of any game is the players. How
do you handle players who always try to do the exact opposite of
what you want? What if your campaign has gotten out of hand
because of too much treasure or powerful magic in the hands of
the PCs before they're ready to handle it? Must such a campaign
be discontinued, or are there ways to salvage it? These topics
are all covered in this tome.

Using This Information
The first section of this book includes information for player

and DM alike. This mainly consists of the expanded rules for
underground play, spells, character proficiencies, and new items
of equipment that come in handy during adventures under-
ground.

The latter portion of the book contains information tailored to
the DM's needs. Here are listed the cultures, creatures, and trea-
sures of the underground, together with the pertinent notes on
how to play them. Players should avoid this Forbidden Territory,
or face the wrath of the DM.
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