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1. INTRODUCTION

This guide serves as a comprehensive reference work for Advanced Dungeons & Dragons game referees. It compiles
essential information for running campaigns, including combat tables, monster lists, treasure and magic descriptions, and
guidelines for generating game environments.

The Dungeon Masters Guide is designed to assist the Dungeon Master (DM) in creating immersive and challenging
adventures for players. It provides the foundational rules and creative prompts necessary to facilitate engaging gameplay.
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Figure 1.1: Front cover of the Dungeon Masters Guide. This image displays the primary artwork of the book, featuring a central demonic
figure, adventurers, and the title.

2. CoRE CONCEPTS FOR THE DUNGEON MASTER

The role of the Dungeon Master is central to the Advanced Dungeons & Dragons experience. This section outlines the
fundamental responsibilities and principles for effective gamemastering.

2.1. The DM's Role

The Dungeon Master acts as the narrator, referee, and administrator of the game. This involves interpreting rules,
adjudicating player actions, portraying non-player characters (NPCs), and describing the game world. The DM is
encouraged to use the material as a foundation for their own creativity.
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Figure 2.1: Title page of the Dungeon Masters Guide. This page confirms the book's title and series, featuring a unicorn illustration.

2.2. Flexibility and Adaptation

While the guide provides extensive rules and tables, the DM is empowered to make rulings and adaptations as needed to
ensure a fun and engaging game. The rules are guidelines, not absolute laws, allowing for dynamic storytelling and
problem-solving.
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Figure 2.2: Foreword page. This section emphasizes the creative and interpretive nature of the Dungeon Master's role, encouraging
flexibility in applying rules.

3. GAME MECHANICS

This section details the various mechanical aspects of the game, providing the DM with the necessary tables and rules for

combat, magic, and treasure distribution.

3.1. Combat Tables
The guide includes comprehensive combat tables to determine outcomes of attacks, damage, and other combat-related

actions. These tables are crucial for fair and consistent adjudication of battles.

3.2. Treasure and Magic
Detailed tables and descriptions are provided for generating and distributing treasure, including gold, gems, and magical

items. This ensures variety and balance in rewards for player characters.



i paom, &
g et amin 3 GrEAT *
1\-'-""- darmt M"-i’:mln-—n w‘ ::;‘A i m:..‘:n
- manes. “makis s saving i o
it Lo u—mluhw—llu'»h-:’am:
B € o o vt 8 fam e w8 20

. inoffansive
o et e gn g ou the retult o sl asd inoleneen GEEKE
ot and they v alio

vt Wiy shva i s e g EsotuTeT A4 O ;
e waniong e e racptwey s sorrrcded by dAMDOG MO 2
‘han womcfarmt ure-shops

weand hss on effactive rodin

T
Pamd o Sy s ond Trop Locatian: Tz e bt o HSE0S 000

o
emeeyznct 1 seil parse Gnd pOINE G whichaver
(e T 4 un seztinn roage. Neim thot

P P’ T
i smerm 2oz Ineatisn, X e e oseils

tocates wither one or the

ater iy b durirey 2nm oparation 1Y recuires | round 1o Runciien ond
g | cmorge Thw wnd moy ba recharged

Wonet of Wondar: T sore of wander 18 8 sirange ond unpreditiable
St i wll gamerniw any aurbar of wronge affect, randamiy, sach
wmim ot 5 owmed Thm szl affcts are shawn a0 the oble balow, but you
mmy adiar e o ey or all of thawe wands 19 aur cBMEBIG 0% yOU 388

# % rocommundad than you follow ke ganem shown. The

< meimnt of nw sanel ave

]
L

shaw cragire poinied of far |
deluries wimider for | round inio balisarg tha wond fure-
ties o8 indicoted by 3 sacend die roll

ot af wnd doubia farea of spoull
siivieiny el 117 range:
“sovy i folls for | round in 4" rodivs of wand
st rhina 11 25), lephont {28.90) or moue [51-00]
Wiy ir 77 F 5| on wand

than2or 3,
in ravsaling inlo

st o ham anly n e T g
lsathar, ate lephy-rwmfe;jr 0 % P Lo ﬂm&k-(h. s
ton A‘hﬁwﬂﬂlm ’,.W,,,,pny T
form and probable nature. L W poe 7

iimem fhm e g duting e ion

£y ,,;:l. patonte ‘anock Mol

liams ors listed olphabatizolly.
El du-::lna |:|;- :Lnﬁr{l_\: E
derailed aftar all ather misc:
Jm'lnmlx, 1ubstitute o bog of &

Unless naled by closs letrer In po
by ony class not otherwie
lightens, atc ond soch listing incl

wﬂmnnu Grounds
olynput
Gladsheim

{imbo

pandamonivm
Abpit

Nate: All mogical books,
i::ml" works of arcons
tha othar by visual exom!i
mogic aura, Bord characters wi
naiure of wch writings, as will ¢
wisa, only o with will ba usel
raality, commune, contocl highi
wught, ond aibar spells or powen
contents of o boak, telling whal
{nal nacouarly benafited) by
dararmine exact contents. Afler
thate magical works will vani
benaliciol to he reador will fypi
of she will be unable o ba rid of
of charactar, the possessor s
Dungeon Mosier you should
axacily how thoss items will be
paramalors ¥

Fhereol Plone
Awrol Plone
Prime, bul alternate Eanh

Ji Prood Agalnst Detection o
ot ol divination ond menta
2 Tkn waatar cannol be delacied
52, wlepathy, crystal bolls, or a

lasn von barel, 1 has o secral cotch whi

Figure 3.1: Treasure and Magic Tables. This image displays a typical page from the guide, featuring various tables and text descriptions for

magical items and treasure generation.

4. WoRLD BUILDING AND ENVIRONMENT GENERATION

The Dungeon Masters Guide offers tools and suggestions for creating diverse and engaging game environments, from

intricate dungeons to expansive wildernesses.

4.1. Random Dungeon Generation
Guidelines and tables are provided to assist DMs in randomly generating dungeon layouts, including rooms, corridors,

traps, and encounters. This allows for spontaneous adventure creation.

4.2. Random Wilderness Terrain Generation
Similar to dungeons, the guide includes methods for generating varied wilderness terrains, such as forests, mountains,

and plains, complete with random encounters and geographical features.



5. GAMEMASTERING TECHNIQUES

Beyond rules, this section provides invaluable advice on the art of gamemastering, focusing on narrative, player
engagement, and maintaining game flow.

5.1. Suggestions on Gamemastering

The guide offers insights into effective storytelling, managing player expectations, handling difficult situations, and
fostering a fun and collaborative gaming experience.

5.2. Maintaining Immersion

Tips are given on how to describe environments, portray characters, and build suspense to keep players immersed in the
fantasy world.
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Figure 6.1: Back cover of the Dungeon Masters Guide. This image provides a visual summary of the book's contents and artwork.

7. WARRANTY AND SUPPORT

As this product is a published book, standard warranties for electronic devices or complex machinery do not apply. For
inquiries regarding the content or publication, please refer to the publisher, TSR Games.
For general information about Advanced Dungeons & Dragons, please consult official D&D resources and communities.
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