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1. DEFINE ZONES OF CONTROL 

Divide your map into “Zones of Control” (ZOC), in the 
same level can exist more than one ZOC; each ZOC 
will be ruled by a different group of individuals or 
monsters. The number of ZOCs depends by what the 

map inspires to you. A ZOC can be of any size you feel 
appropriate, from few rooms to the entire level. 
 
2. FIND A RULER  

Roll for each ZOC (D6) 
1 Lone Wolf 
2 Tribe 
3 Vermin 
4 Undead 
5 Organization 
6 Neutral 
 
- Lone Wolves are dangerous predators, all the 
dungeon creatures fear them and tend to avoid their 
rooms. A lone Wolf is 1D4 HD higher than than the 
highest party member, if you feel that the level is too 
low to scare your players just use a mated pair, or  a 
small family group (1D4+1). 
 
- Tribe’s members are usally low level humanoids with 
few stronger individuals, their leaders (Chief,Shaman, 
Champion, ...). Most of the time will be non humans 
(orcs, goblins, kobolds ...) but can happen to meet a 
primitive human culture. 
 
- Vermins are low level monsters or animals, they 
don’t have more than 1HD. Most common choices are 
rats, worms, bats. 30% there is a pack leader with 
better stats. 
 
- Undeads ZOC are usually controlled  by an intelligent 
undead or a necromancer (30%). 
 

- Organizations take control of many rooms, their lair 
is well structured, with specific purpose rooms. 
Individuals will be from 1 to 4 HD, but never higher 
than PCs. Every 5 members there is a subleader 1 HD 

higher, every 10 there is a leader/personality. The 
leader of the community is 4HD higher than members 
and has 1D4 bodyguards 1HD higher than normal 
members. Typical organization can be a cultists 
temple, a bandits lair, an assassins guild ... A lair can 
have up to 2D6 members plus the leader and his 
guards. 
 
- Neutral ZOC are often passage areas or (30%) 
conflict areas, 2 or more factions are fighting for these 
rooms. 
 
3. ALLIANCES 

Roll reaction between each faction, write down how 
they interact between them and imagine a social life in 
the dungeon with these new informations you got. 
 
4. STOCK IT 

Every ZOC has at least 1 lair of the ruling creature(s). 
 
Roll for each room (1D10) 
1-3 ZOC Creatures 
4 Close ZOC creatures raiding Local ZOC 
5-6 Monster (normal encounter table) 
7-10 Empty room (figure out a room that makes 

sense, 10% special room:  teleport, shrine, 
fountain, trap) 

 
You can roll a D6 for random encounter on the same 
table. Encounters occur with 1 on D6, roll everytime 
you leave a room. 
 
5. MONSTERS LEVEL 

Average Party level is the base HD for  random 
monsters, a party is composed by 4-5 members, every 
2 PCs or NPCs added to this number increses by 1 the 
Average Party Level. 
 
Monsters Level (D6) 
1 APL -2 
2 APL -1 
3-4 APL +0 
5 APL +1 
6 APL +2 
 


