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Introduction
I had the unique experience of being the sole survivor of the first dungeon adventure in the history 
of “Dungeons & Dragons”, indeed in the history of role-playing in general.

It was during our Christmas break in winter of 1970-71. Our gaming group was meeting 
in Dave Arneson’s basement in St. Paul, Minnesota. We had been playing a big Napoleonics 
campaign on Saturday afternoons, which was getting bogged down in long drawn out miniature 
battles. So, as a diversion for the group, Dave set up the town of Blackmoor instead of a Napoleonics 
battle on his ping-pong table. I had never played or even heard of any games like it before, although 
I had read “The Hobbit” and “The Lord of the Rings”. 

To begin the adventure an evil wizard, played by Jim Abler, and his balrog companion, played 
by John Soukup, did something to Baron Fant (Dave Fant), the Lord of Blackmoor at the time. I 
don’t know exactly what they did, as I was playing one of the castle’s guards, simply a man-at-arms 
in chainmail with a shield and a sword. After doing his evil deed, the wizard fled into the dungeon 
under the castle, which had apparently been abandoned for many years by the normal denizens of 
the castle. So, the Baron picked 30 of his men-at-arms and sent us to hunt down the wizard. Among 
the 30 men-at-arms there were six players, myself, Bill Heaton, Mel Johnson, Kurt Krey, Steve 
Rocheford and one more whom I can’t remember. All of us were first level fighters in modern terms, 
although at the time you were a flunky, a hero or a superhero. Dave treated us as teams (the good 
and bad guys) and alternated between which group he was working with as he got to points were 
he needed information from the other team.

We had no idea what to expect. Danger was our constant companion. There was a thrill to 
rounding the next corner in the tunnels or opening a door. We faced a quandary each time we came 
to an intersection in the tunnels or passed a door.

We never found the wizard, but while we were trying to find our way back to the castle he found 
us. The balrog was more than any of us could handle. In the ensuing battle we were dropping like 
flies. Finally, I realized that the balrog had stopped attacking me and I realized that I was the last 
man standing. He told me to go in fear and tell the Baron what had happened to his men.

By 4 AM when that first adventure was finally finished I was hooked on the game. We started 
playing Blackmoor almost every week after that and we started coming over to Dave’s basement on 
Sunday afternoons to have additional adventures, too. It was a wonderful opportunity to let our 
imaginations run wild with our adventures.

At one point, I had much of the dungeon memorized; I had been on so many adventures there. 
The guys soon depended on me to guide the party. That proved to be almost fatal to our group, but 
that is a long story in itself.

The guys called me and by extension my character Svenny. Over time the group started to refer 
to my character as “the Great Svenny”. With success, Svenny became the Baron of Newgate and 
we had a new area to explore and conquer. Svenny is still alive, 34 years later. Svenny is currently 
serving as the “Lord Regent” of the Regency Council of Blackmoor. An honor bestowed upon 
him/me by the other players from our original group, several years ago. We still do adventures, 
occasionally. The core group still plays in St. Paul, MN when Dave goes “home” to visit. I live in 
Florida now and participate in adventures when I visit Dave in Orlando.

So, come explore the Dungeon and Castle of Blackmoor. Enjoy fresh adventures where role-
playing first began.

Greg Svenson
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The Dungeons of Castle Blackmoor�

Scaling Information:
The Dungeons of Castle Blackmoor is composed 
of 20 levels. Unlike most contemporary modules, 
the Dungeons of Castle Blackmoor, also known as 
Blackmoor Dungeon, is not meant to be explored 
in one continuous series of adventures. Instead, 
players are expected to explore the dungeons as 
deeply as they feel is possible, and then leave to 
acquire more experience and items before they 
attempt to venture into the dungeon again. For 
this reason, no information regarding scaling the 
adventure is provided. Instead, the module is 
meant to exist as a fixed set of challenges that are 
indifferent to the experience levels of the charac-
ters. There is nothing preventing characters from 
delving deep into the dungeon at low levels, 
nothing except the substantial risk of death and 
serious injury they would incur by delving into 
such dangerous territory. The 20 main levels of 
the dungeon all have an average encounter level 
near to the level of the dungeon. 

Characters can thus expect EL 1 encounters 
on the first level and EL 7 encounters on the 
seventh (and so on). Of course, things are mixed 
up a little bit, to keep things interesting. Most 
importantly, each level has an Isolation Level 
(IL); this is the degree to which travel between 
the levels is possible for the wandering monsters 
on the levels above and below. Parties on levels 
with a low IL have a chance of encountering 
foes that have wandered from their home levels. 
Due to the serious threats posed by the dungeon 
inhabitants, wandering monsters never wander 
down deeper into the dungeon (those who do are 
slain and eaten by the lower level creatures) but 
sometimes foray up into the higher levels of the 
dungeon, providing a surprise for those parties 
who are unfortunate enough to encounter them.

As this setting is slightly different (and more 
dangerous) from many contemporary 3rd edition 
modules, the nature of the connection between 
the level of the dungeon and the likely level of 
the threat to be faced there should be made clear 
to the party if they spend any time at all gather-
ing information about the dungeon.

Preliminary Skill Checks:
Gather Information: 
DC 5: “New adventurers should not ever 

think of going deeper than the third level of the 
dungeon. Not unless they they’re suicidal, that 
is.”

DC 8: “Oh, hell yeah. The deeper you get into 
that place, the fiercer the foes. It almost like there 
is some great source of evil near the bottom of it 
(wherever that is) and only the toughest creatures 
can survive in close proximity to such evil.”

DC 10: “Well I was in there once myself, not 
that I went very deep. I think I made it to the top 
of the fourth level before what was left of my 
party had been so put through the wringer that 
we decided that discretion was the better part of 
valor. Live to fight again one day, that’s what I 
say. The kobolds on the first level were one thing, 
but when we got deeper, past the zombies on the 
second level, I started having a real fear of what 
was ahead. By the time we got to the fourth level, 
most of our foes were so well organized, that 
we knew that without information on that was 
coordinating the enemy, we were at a serious dis-
advantage. I knew that it would only get worse if 
we went deeper and I didn’t want to risk it.” 

DC 15: “What I was most worried about in 
there were the sorcerers. It seemed like their 
magic was much more potent than I expected. 
Almost as if the dungeon itself were lending them 
power. I just wish we thought to bring a sorcerer 
with us to balance the odds.”

DC 20: “Well at least I knew about the 
cheap price of flaming oil in town. That made 
a big difference since I was out of spells before 
we left the fourth level. We had found a secret 
portal, and foolishly we just made use of it. We 
traveled straight down for almost 5 minutes. It 
was a horrible idea. Now to get to that portal, we 
had to take out a few bugbears. No problem, I 
thought. But when we left the portal, I though we 
would hit the ogres below as we had been told. 
Unfortunately, we had traveled 3 levels straight 
down. We skipped the ogres, instead, we hit 
spectres. More precisely, they hit us.”

DC 25: “There are many stories of adventures 
in Blackmoor Dungeon. Survivors, rumors, hear-
say, last minute messages to the surface all tell a 
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Introduction �

similar tale. The dungeon is deadly, and it gets 
steadily deadlier as you descend deeper. Be very 
careful how deep you go, if you value your life.’

DC 30: “Be careful in that dungeon, and for 
the sake of the gods do not ever try to use true 
seeing within it. To see the true nature of the place 
is a thing that is beyond the ken of mortal men. 
Try it and you’ll find yourself staring into the face 
of hell.”

DC 35: “Don’t, under any circumstances, 
use teleportation or other such magic in order to 
descend into the dungeon. There is a horrible 
extradimentional pit which pulls all teleporters 
towards it, so if you try to go down using a tele-
port, you are likely to end up at the very bottom. 
It is known to be a one-way trip.”

Knowledge (History):
DC 15: “Life in Blackmoor was not always 

as it is now. History on the peninsula goes well 
back before the fierce grip of Thonia gathered the 
northern realms together under the rule of one 
law. History on the peninsula goes back to a time 
before magic was commonplace, a time before 
kingdoms, a time before law. In this day, any man 
with a strong arm and quick wits could gather 
loyal men about him. If he was wise enough to 
avoid those conflicts and mighty enough to take 
victory when it was offered, then he would rule. 
Though his grasp would not be long, he would 
know that all he surveyed was his.  Every twig, 
every leaf and every living soul. His to do with 
as he wilt. Back through the ages, Blackmoor 
Castle and the dungeons beneath it were a cov-
eted defensive position. Due both to the isolated 
location and the magical rock on which the place 
is founded, it is a gem of a fortress.”

DC 20: “The dungeons have been inhabited 
for many generations. As far as we know, the 
place has been continuously occupied since at 
least the fourth era. Here, at the university in 
Blackmoor we divide time up into the following 
eras. It is, however, important to note that these 
eras we use are not the same as the Ages that are 
spoken of by the common folk. The shift from the 
first to second age took place between fifth and 
sixth eras.”

Important Time Periods 
in the Growth of 
Blackmoor Castle: 

8th era: The Kingdom of Blackmoor
7th era: The Thonian Empire
6th era: The era of iron and the decline of the 

elves 
5th era: The era of bronze and the first tablets 

of law  
4th era: The Rule of the giants
3rd era: The Rule of the dragons
2nd era: The Lost era
1st era: The Chthonic era

The Origins of the Blackmoor Dungeon by 
Callas Anethenitos

Long, long, long ago, well before men had 
ever traveled to the north, the peninsula known 
today as Blackmoor was inhabited. On this rocky 
prominence, shrouded in fog and battered by 
cold sea winds, a race of creatures hidden from 
the eyes of men made their settlement, in what 
they called the bright sea. These beings, the Sar-
Aigu as we now call them, were refugees, fleeing 
from a great war that raged throughout the sea. 
With a touch of alchemical ingenuity and a good 
portion of true spunk, they made their way out 
of the salty waters that was their home into the 
bright desiccating place known to their people 
(who inhabited the darkest deepest regions of the 
ocean) as the bright sea. 

Not long did the Sar-Aigu live atop the glisten-
ing black peninsula before they found the shrill 
winds that sometimes blew up from the south 
completely intolerable. They began to build, and 
in doing so, produced the first recorded settle-
ment upon what became know to mankind as the 
Black Moors.

In time, the Sar-Aigu moved on from their 
costal fortress into richer areas, farther from their 
enemies in the sea. As they moved on, the settle-
ment upon the Black Moors became their most 
holy shrine. They delved deep into the rock, away 
from the light and carved a great stone construc-
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The Dungeons of Castle Blackmoor�

tion from the enchanted rocks that make up the 
stuff of Blackmoor. This shrine of the Sar-Aigu 
now makes up one of the deepest levels of what 
is now known as Blackmoor dungeon. This great 
sunken pit is driven deep into the rocks of the 
peninsula, so deep that the waters of the ocean 
itself lap about the base of the construction. This 
place, which was once the home of ancient exiles 
of the sahuagin known as the Sar-Aigu, their 
aquatic and amphibious servants and their de-
monic masters.

After a great conflict about which little is now 
known, some potent (some say a black sphere 
that could obliterate any object) caused the first 
layer of construction to sink even deeper into 
the rock. After this, the Sar-Aigu abandoned the 
Black Moors and the ruined spot was left open to 
colonization. Many creatures were drawn to the 
magic of the place, most of them finding nothing 
more than strife and conflict when they arrived. 
However there was one group, an ancient group 
nearly as old as the Sar-Aigu, who managed to 
conquer and hold the peninsula. They came to 
the rocks for the magic, but found instead plenti-
ful prey that they could feed to their hatchlings. 
Thus came about the end of the rule of the Sar-
Aigu and the beginning of the rule of the dragons. 
A great brood of drakes dwelt in the ruins atop 
the shrine, feeding off the many creatures that 
were drawn to the magic of the place. As their 
great nest grew in size and power, they began 
to use their minions to dig tunnels ever deeper 
into the rock. Eventually the tunnels around their 
nest so riddled the black rock of Blackmoor that 
the entire construction settled deeper yet into the 
bedrock, submerging the deepest level into cold 
dark sea water and causing massive collapse of 
rock and gravel which lay atop what had been. 
While many of the drakes abandoned the place 
after this great collapse, many small dragons and 
their pets lingered on in the area. That is, until 
the giants came.

Wielding great wooden spears, the giants 
took to Blackmoor instantly. They put down 
the remaining dragons with their spears tipped 
with the glistening black rock they found on the 
peninsula, and they settled in to make the Black 
Moors their home. For generations they built into 
the rock, stacking great columns of the stuff and 
shaping it to their wills. For generations they 

ruled the bleak peninsula from a nigh impreg-
nable fortress. They thought themselves invin-
cible. For many years they lived in ignorance of 
the small, almost insignificant, descendants who 
would one day spell their doom.

Well over a thousand years ago, men came to 
the land of Blackmoor. With them they brought 
metal and writing, their two most precious in-
ventions. Led by bearded priests guiding bronze-
wielding warriors by the hundreds, they set upon 
Blackmoor like a plague of locusts. The skulls of 
the giants were taken by the dozen. Although it 
had taken centuries for the great ones to build up 
the fortress upon the peninsula, it took only four 
days and four nights for the humans to overrun 
the position and drive the giants deep beneath 
the earth within the tunnels carved by the drag-
ons and their minions. Now that the humans 
had reached what they considered the “roof of 
the world”, they lay claim to the peninsula, and 
began to investigate its magic. They began to 
work the land around their new settlement and 
drive back the marshes that had previously sur-
rounded the peninsula. They transformed it into 
useful agricultural land.

As an outpost, far away from the center of 
any empire, the castle grew steadily, yet it never 
managed to feature prominently in the tales of 
the history of men. Savages came and were re-
pulsed. Barbarians came and were thrown back. 
Enemies came and were driven away. Then one 
day came a new breed of men, a new breed of 
death. They rode behind horses in great wooden 
wheeled chariots and their weapons were no 
longer made of bronze, but instead, they wielded 
iron. In a matter of weeks, those who had served 
the priests were slaughtered or again driven un-
derground to make whatever pacts they could 
with the giants and those beings that lived still 
deeper among the ruins. The age of iron had ar-
rived and Blackmoor had once again fallen into 
new hands. It was at this time that the empire 
that would one day be called Thonia began to 
grow, sending explorers, traders and diplomats 
out into the northern wilderness. A wilderness 
that at that time included Blackmoor, or the Black 
Moors of the North, as it was then called. 

Thus each level of the Blackmoor dungeon lies 
upon a foundation that is full of its own enemies. 
Full of traps, monsters and devious puzzles, each 
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