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Restocking Dungeons
It is natural for dungeons to become depleted over Ɵme. Ruthless seekers will plunder them, slaying 
monsters and taking valuables. Restocking is the process of restoring treasure and dangers to a 
dungeon. Chaos refurbishes dungeons to keep them well-stocked with treasure and dangers. In 
addiƟon, things can simply change logically based on the iniƟal condiƟons in the dungeon.

When To Restock A Dungeon
When a dungeon is depleted, this serves as a mark of honour for the players, a recogniƟon of their 
impact on the game world, and also forces them to move on to new challenges. Hence, depleƟon can be
a good thing. Don’t be too hasty to restock a dungeon! On the other hand, failing to ever restock 
dungeons makes the ficƟonal world seem staƟc.

Restock a dungeon under the following circumstances:
• If the dungeon is back aŌer it had become unavailable (a major restocking makes sense in this 

case)
• If the party visited a different dungeon in-between.
• If it has been at least a week since the dungeon was last visited

ExcepƟon: if the players have made the dungeon into their primary base of operaƟons then allow them 
to permanently clear parts of the dungeon (so long as it makes sense).

Restocking Procedure
If it’s logically obvious what would happen in the dungeon then make it happen. Ensure you randomize 
the result across the range of possibiliƟes to avoid introducing your own bias. Otherwise, if it’s not 
obvious to you what would happen then follow this procedure.

Roll once for each plundered or empty room. The die rolled is usually a 1d20. For a greater restocking 
roll a lower die, down to a minimum of 1d8 for a nearly complete restock. Consult the following table:

Roll New Room Contents

1 Monster

2 Monster + Treasure

3 Trap + 2/6 chance of Treasure

4 Special

5 1/6 chance of lone Treasure

6+ No change
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Monster: roll on the random encounter table to see which creatures now occupy the room. If the rolled 
monster type has been depleted then there’s a 50% chance the room remains empty, otherwise add a 
new monster type (to the room and the random encounter table) as per the New Random Encounter 
Type table, below!

Trap: nearby dungeon denizens set up an ambush or mechanical/magical trap. Or Chaos creates 
something fiendish out of the ether.

Treasure: a new treasure worth roughly 1d20% of the total treasure originally available in the dungeon, 
plus an exploding 1-in-10 chance of a new magical item (if there is one, roll again to see if there is 
another).  E.g. if the dungeon originally had $50,000 and you roll a 7 then that’s $3,500 of new treasure. 
The treasure could be in the form of some combinaƟon of coins, gems, or jewellery.

Special: roll on the special restocking table (below).

New Random Encounter Type Table
If the restocking procedure calls for you to add something new to the random encounter table, roll 1d6 
for a hint on what to add:

Roll New Encounter Type

1 A new environmental hazard

2 Pick a monster from a different dungeon that is currently available

3 Pick a monster from a different dungeon that is currently NOT available

4-5 Pick a new monster from along the same lines as the original inhabitants 
(e.g. predator of inhabitant, prey, hybrid, next evoluƟon, etc.)

6 Pick a monster from (or inspired by) the dungeon's Chaos Events
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Special Restocking Table
Try rolling 1d100 on the table below. If the result doesn’t make sense then either ignore the result, 
modify the result, or roll again:

Roll Restocking Type DescripƟon

1-4 Rival Seekers

Rival seekers plundered the dungeon in the party’s absence. 50% chance 
they removed any parƟcular treasure in a path from the entrance to this 
room. 50% chance the seekers are sƟll present in this room, otherwise 
there is just evidence of their passage.

5-8 Confinement
A monster is now confined here, or a nearby confined monster has been 
freed (by itself or with somebody’s help) and possibly now makes its lair 
here.

9-12 Gruesome
Display

A gruesome display has been placed here. Perhaps it’s a messily 
slaughtered creature, a frightening painƟng or illusion, or some other 
macabre sight. This might aƩract nearby creatures (intenƟonally or not), 
scare them away, or otherwise affect the poliƟcs in the dungeon.

13-17 Limited
Resources

Some nearby important resource, such as food and/or water, has changed
ownership or become unavailable. This may leave the losing creatures 
trapped, or force them to go elsewhere looking for new resources.

18-22 ConstrucƟon Nearby creatures have built something here, such as a bridge, structure, 
contrapƟon, hive, nest, etc.

23-27 DestrucƟon Some important feature in the room has been destroyed.

28-32 Hoard A creature has grabbed nearby accessible treasure and is now hoarding it 
here. This may include corpses if the creature would consider them food!

33-36 Ritual A ritual is ongoing in this room. It might be spontaneous, celebratory, 
religious, or magical in nature.

37-41 Goals

A nearby facƟon has advanced toward its goal, possibly compleƟng it. 
Might that impact this room somehow? Otherwise, you could pick a 
random facƟon with access to this room and have them become more 
dominant in the dungeon. If their goal has been accomplished, the facƟon
will need a new goal.

42-45 Puzzle

A new puzzle has appeared (placed there by dungeon denizens, or by 
Chaos itself). The puzzle grants access to treasure or a new resource (such
as a new passageway). AlternaƟvely, the puzzle might block access to a 
previously accessible resource unless it is solved. The puzzle might be 
dangerous if one aƩempts to solve it and fails.

46-50 Blockage A cave-in or other phenomenon (e.g. magical fire, flooding, locked/magic 
door) has blocked a previously accessible passage to/from this room.

51-55 Access A new passage has opened up in this room, perhaps through a landslide, 
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creature tunneling, or by the whim of Chaos. It might lead elsewhere in 
this level, or provide a shortcut to another level!

56-59 Dimensional Gate

Perhaps as a result of a ritual, terrible magic, or ChaoƟc whimsy, a 
gateway to another dimension has opened up in this room. It could lead 
to a similar parallel dimension where humans are replaced by some other 
humanoid, or it could lead to an even stranger dimension (e.g. where one 
of the dungeon’s monsters comes from), to a random point in another 
dungeon, or to some celesƟal or chthonic realm of myth and legend. Are 
creatures from the other dimension coming here? How might the portal 
be closed or destroyed?

60-63 Invasion

This room is a key part of a new invasion of the dungeon. The invaders are
from a nearby dungeon, or a different level of the dungeon, or from 
another dimension (see Dimensional Gate, above).  Does this room house
an arƟfact that makes the invasion possible? Is it the leader’s lair? A new 
entrance to the dungeon?

64-67 Smash and Grab

Invading creatures stole something from this room, or nearby, and leŌ the
dungeon with it. The invaders have leŌ a mess and potenƟally the dead 
bodies of the defenders. The invaders have a lair elsewhere, possibly 
outside nearby or in another dungeon.

68-72 Alliance

Nearby creatures have formed a new alliance. Possibly it’s with an 
outsider (e.g. a powerful sorcerer, warlord, or otherworldly creature) that
brings with them new troops, magical items, traps, or other needed 
resources. Otherwise, the new alliance might be between dungeon 
facƟons.

73-77 PolarizaƟon

Previously allied or friendly facƟons are now enemies. Perhaps it’s a new 
civil war between members of the same facƟon. Somehow, this room is 
the key to the schism. Was an important arƟfact stolen from here? Did a 
betrayal or murder happen here? The polarizaƟon might affect the 
distribuƟon of defenses like guards or traps, or other resources, across 
the dungeon.

78-82 New Corridor
Traps

New traps have been added to one or more passageways leading to this 
room.

83-87 Barricade
Doors and/or barricades have been added or replaced in this room to 
make it difficult to pass through, and/or to one or more adjoining 
corridors.

88-91 Hunters
Hunters will be dispatched from this room to seek out intruders. They are 
somehow alerted as to the presence of intruders (e.g. by magic, special 
senses, war drums, an alarm, etc).

92-95 Physics Shmysics The laws of physics in the room have changed fundamentally. Perhaps 
gravity is now flipped upside down, the floor is strongly magneƟc, there is 
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a constant thunderstorm, there’s a rolling ball of fire, etc.

96-100 Atmosphere

A new atmospheric effect is detectable in the room. It could be visual (e.g.
illusory flames), auditory (e.g. chiƩering voices), olfactory (e.g. good/bad 
smell), tacƟle (e.g. a feeling of being touched), or some combinaƟon of 
the above. Is the effect benign or dangerous? If the laƩer, does the 
danger grow/diminish over Ɵme?

Treasure Tables
Incidental treasures: someƟmes it might make sense for there to be treasure on a creature, but nothing 
is wriƩen explicitly. Here are some ideas: a typical humanoid might have $3d6 on it. A monster nest 
might have $1d100. Either a humanoid leader or a monster nest has a 1-in-10 chance of a gem or 
jewellery (worth $500 x 1d6), and a separate 1-in-20 chance of a magical item.

Restocking treasures: as described in Restocking Procedure (p.X)

Dungeon Treasure: this is the amount of treasure you’d expect to find in a dungeon as a whole. Here is 
the average expectaƟon by dungeon level:

Dungeon Level Character Level Range Average Reward ($)
1 0-3 25,000
2 4-7 50,000
3 8-10 100,000

You could randomize this amount by rolling 1d10. MulƟply the roll by 10% and add 50%. This gives you 
the mulƟplier on the average. E.g. rolling a 3 means (3*10)+50 = 80%, rolling a 7 means (7*10)+50 = 
120%. 120% treasure for a level 1 dungeon would be $25,000 * 1.2 = $30,000.

Magical Items: for the presence of magical items make an exploding 1d2 roll. On a 2 there is a magical 
item and you roll again to see if there is another. To determine the type of magical item, an exhausƟve 
list of magical items is beyond the scope of these game rules. You can consult myths and legends, Into 
the Odd, D&D, go online at Donjon (hƩps://donjon.bin.sh/d20/magic/shop.html), etc. There are some 
ideas in Random Table of Magical Items (p.X).

- 102 -


