Advanced Dungeons & Toons
Location


This cartoon takes place in Dungeonworld starting at the town of Dungeontown.  The reason why it is called Dungeontown is because of the rumor that the town was originally built atop a large dungeon.  No one knows exactly where the entrance to the dungeon is, but there is some speculation that it could be the large, heavily padlocked, iron portculus in the center of town where all the screams and beastial growls come from.

Situation


The characters are a group of newly-formed dungeon explorers investigating the rumor of Dungeontown being built atop a dungeon.

Object of Adventure

This should be obvious: find the dungeon, loot it, and escape from it alive.

Places to Go
Town of Dungeontown: See Dale (TT83-86), it's the same town with a different name and a dungeon entrance.

Rumored Dungeon Entrance

In the center of town there is an iron portculus with lots of chains and padlocks.  From deep within you hear the sound of claws on stone and deep animal growls.  After just a moment more of listening, you think you hear the theme music to Happy Days.  This is a depraved place indeed.


[This door is trapped.  Once opened, a wooden board springs out from the side of the entrance and hits the one opening the door for 1d of Whompped with Wooden Board Damage, unless an Identify Dangerous Thing Roll is made.  The wooden board happens to be a sign the says "Beware of Traps".  A Traps Roll will unlock the padlocks, or Break Down Door will do the job]

The Dungeon of Unpleasantries
1)
Cut stone steps lead down, down, down into the darkness until the exit is but a pinprick of light in the distance above (good time for a torch!)

2)
The steps lead to the first room of this dastardly dungeon.  It is fairly big and empty except for the door on the other side of the room and a treasure chest in the center of the room.  You can tell it is a treasure chest because of the sign next to it which reads "TREASURE" and the fact that the sign is shaped like an arrow and points quite obviously to the chest.


[The treasure chest is unlocked, untrapped, and full of Lead Coins - 100 total - there is a piece of parchment on top of the coins which must be Read]:

"To whom it may concern:


Welcome to my dungeon, which I so lovingly call 'Dungeon of Unpleasantries."  Consider this treasure an invitation to explore deeper into my dungeon for more such riches.

Hungrily Awaiting Your Company, Signed - Shadowy Mirror Man.'"


  After the note is read, there is a voice from somewhere that says, "Hey, guys, wake up!  They took the treasure!  Let's go tell the Boss."  Anyone who makes a See Roll will look up in time to see three bats hanging upside down open their wings and Fly through a draft hole in the wall too quickly to be attacked.


[The door on the other side of the room is trapped with a Random Trap from T201 and is locked]

3) 
The next room is a corridor long enough that the end of it is out of the torch's light.  Then the door on the other side of the corridor opens, spilling a rectangle of light; a shadowy figure runs into the room whispering excitedly, "He's here, everyone get..." and then the door closes cutting off the cryptic message.


[No matter how fast the players are, they cannot catch the figure before he gets away; he took them by surprise.  The door is unlocked and untrapped and leads to 4]

4)
When you enter this large room, it no longer has a light in it.  In fact, it is quite dark with lots of cobwebby furniture all around.  There is no sign of anyone about, and there is only a single door on the east wall.


[As soon as all the players come into the room a Porc pops up from behind each piece of furniture and they yell "Surprise!" as a banner unrolls from the ceiling with the words, "Happy Birthday Ugrok" on it.  One holds a large cake, others have party favors, and a few carry presents.  After an akward silence one of the Porcs says, "Hey, that isn't Ugrok!  Let's get them!" and the Porcs attack with birthday party supplies: pieces of cake that Boggle (Throw), wildberry Punch (Fight) that skewers players for 1d of Spiked Punch Whamage, and party favors that explode with pretty confetti (Fire Gun) for 1d of Happy Friggin' Birthday Whamage]


[After the room of Porcs is taken care of, one of the PCs will take a look out into the corridor and then pull his head back in and close the door saying, "Here comes Ugrok, everybody Hide!"  Everyone can then make a Hide Roll to attempt to get out of sight and then Ugrok comes through the door and the players can surprise him and beat him up]


[If the players search the Porcs or the room, all they find are the presents (a Porc Sword: Porcy Damage, and a Porc Spear: Pokey Porc Damage.  Each Porc has 2d Lead Points]


[The door to 5 is unlocked and untrapped]

5)
This is just a hallway that comes to a 90-degree turn to the right.


Around the corner is the entrance to another room.  This room appears to be the dining area of the Porcs.  It has a large wooden table with bones and dirty plates all over the top spilling rotten food onto the floor, where there are more dirty plates and bones.  The bones appear to be rat bones; yuck, can't they find any good adventurers to eat?


Across the room past the table is an open entrance with stairs spiraling down [to 2-1].  At the end of their spiral is a plain wooden door with a metal doorknob.  (Locked and trapped: The doorknob is electrically charged shocking anyone touching it for 1d of Joy-buzzer Trap Damage).

Second Level

2-1)
You must be far underground, because the walls are now no longer made of stone but are of tunneled earth, only the floor and ceiling are made of stones.  For whatever reasons, the dungeon workers probably cut back on the budget, let's hope they still put enough work into this dungeon for good structural support  [a creaky sound effect here sounding like stressed wooden beams could be fun].


There is a iron grate blocking the entrance to the next room across from you, however the lever on the wall next to it would almost certainly open it.


[If anyone pulls the lever up (the lever is already down), the grate doesn't open - "Well, I said 'almost' certainly" - and then the door leading back the way the players came slams shut and an iron slab falls down in front of it (nullifying any Break Down Door attempts).  The ceiling then begins to drop slowly for the most dramatic effect.  Give the players 3 Actions to do whatever they can think of to escape their demise; bending the iron bars of the grate would work if they can make a MUSCLE roll, but it cannot be picked with Traps because there is no lock.]


[After everyone takes their 3 Actions, the stone ceiling comes right to the top of the tallest character's head menacingly making them cower to the floor, then it hits the lever from up to back down (if the players didn't think of it) turning the trap off.  With amble time, the players should be able to find a way through the metal grates to room 2-2.]

2-2)
After a short hallway, this room is square and has a door on each of its walls.  There is a mirror in the center of the room.


[The mirror will stop reflecting and, instead, will show a shadowy figure surrounded by red smoke.  "So, we finally get some dungeon-crawlers around here, do we?" the figure says coldly.  "Let's see if you can find me.  I'll be waiting to destroy you on the fifth level."  If the players try to say anything, the figure will simply answer with, "If you'll excuse me, I have a lot of treasure to roll around in." and the mirror will go back to normal.  Just as the players turn their attention away from the mirror, it will cloud back up again and the voice says, "Don't forget, I'm on the fifth level; that's the bottom floor." and it will blink back off again.]


[From left to right, the doors are 1, 2, 3, and the one the players just came from is door 4.]


[Door 1 leads to 2-3, door 2 leads to 2-4, door 3 leads to 2-5, and door 4 leads to 2-1.]


[Door 1: Locked and  Trapped (a hand will come down and poke the player in the eyes, 1d).]


[Door 2: Locked and Trapped (a foot will come out and kick the player in the rear, 1d).]


[Door 3: Locked and Trapped (a face will pop out and stick out its tongue, no damage).  Sign (Read: "To Third Level".  Failed Read: "To Bird Level".]

2-3)
Inside is a roughly closet-sized room with poor lighting and piles of paper and boxes to the ceiling almost completely blocking off the doorway.  Nothing could possibly live in here… but wait… someone says: "Close that door, you're letting fresh air in."


You can just barely make out the shape of a person taking a sheet of parchment and placing it down on a table.  Then he pushes a button that clicks, waits a few seconds, then takes the parchment off the table and places it atop a second pile.  He then repeats the process with another parchment.


[This is the Animator, best to do what he says and leave him to his mystic work.]

2-4)
This room is truly the dungeon of the dungeon.  There is a long hallway with barred cells on either side (three on the left, three on the right).  At the very far end is a Porc on a chair snoring loudly, you can see a key ring on his hip.  In the cells are captive peasants from the town above.  Despite their unhealthy looking color, they are nicely fattened to the point of bursting.  This must be where the Porcs get their food!  (All the peasants can do is roll around on the ground groaning and holding their stomachs).


[If anyone wants to steal the key ring from the Porc, it will require a Sleight of Hand roll, but the Porc gets no See/Hear/Smell roll to notice since he's asleep.  If the roll fails, the Porc wakes up and will hit the character over the head with a hammy fist Boggling him, and then taking that opportunity to lock them up.]


[Secret: The captives do not want to be set free.  They are happy being excessively fed and locked in a cell with cable television.  Free entertainment and food, what more could a peasant want?  They will naturally be violently opposed to exercise and leaving the TVs.]

2-5)
Stairs lead down to another level of the dungeon, how many does that make now?


[Goes to 3-1]

Third Floor

3-1)
 Torches line this hallway - which has nothing more than a potted plant and a funny looking door (it’s a double door made out of shiny metal and has no knob).  Yikes, there's a b-b-button next to the door.  Who will be the brave soul to push it?


[The button will magically light up when pressed.  After a few seconds a "boop" is heard and the metal doors slide open to reveal a very small room (closet-sized) that is completely empty except for a mirror and a small monkey in a uniform.  "Going down!" the monkey announces.  (Obviously this is an elevator that goes just where the characters want it to, which should be the Fifth Level, though it goes to the Fourth and Third, too)]

Fourth Level

4-1)
"Fourth Level," the monkey conductor announces, "pots, pans, mops, man's, and lady's lingerie."


[If the players really want, they can get off at this mall-like level and indeed find any type of the mentioned merchandise for sale.  Ingenious Animators can have NPT Porcs doing their shopping here and stage great mall background battles.  If no one gets off here, have a fat Porc lady with two large shopping bags and two screaming brats get on the elevator and let the trip to the bottom floor be a looooong one.]

Fifth Level (bottom floor)

5-1)
"Fifth Level, bags, dags, mags, and evil smoky-mirror men," the monkey announces.


[This is where the players get off.]


You step out of the elevator and find yourself in a quaint earthen dungeon furnished with stalactites and stalagmites dripping water.  In the center of the room is a good-sized puddle of water, on the other side of the room is a passageway.  There's that "boop" sound again and the door behind you closes.


[When the players get close to the water, it will swirl with red smoke and the shadowy figure appears again, "So, you've made it this far, have you?  I've underestimated your prowess at dungeoneering.  Perhaps you will be worthy foes to slaughter, Boggle, and disembowel, not necessarily in that order, though.  Before we meet vis-a-vis, I'd like to ask a favor of you... could you feed Foophie?  She hasn't eaten in ages."  Then the water goes back to its normal dark, reflective surface just as a tentacle shoots out and wraps itself around your neck! (a tentacle for each player).  They must Fight to get the tentacles off]


[The tunnel on the other side of the water has no door.  It leads to 5-2]

5-2)
It's a tunnel, folks.  One that zig-zags back and forth for a bit.


[Leads to 5-3]


[If anyone makes a Hear roll, they will hear something...Porc voices!



Porc 1: Why we get stuck guarding tunnel?



Porc 2: Boss said adventurers were coming, oink.



Porc 1: We never have adventurers, wonder if they taste better than peasants?



Porc 2: Probably taste just as bad.  Now quit your blabbin, you remember da plan?



Porc 1: Yeah, yeah, let Da Trap take 'em out, then go in fer da kill.



Porc 2: Don't forget to lure them over da X, dat's duh important part.



Porc 1: I know, then pull duh leever.



Porc 2: Quiet, they be here any second.



Porc 1 & 2: Giggle, giggle, squeel, oink!]

5-3)
The tunnel opens out to a huge room with two Porcs in it armed with hatchets.  Each one stands on either side of the door on the opposite side of the room.  Columns with torches light this large room made out of cut stone.


[The door on the opposite side of the room leads to 5-4.  It is Trapped and locked.  If the trap is sprung either from a failed Identify Dangerous Thing or Traps Roll, the effects are as follows: Fifty mint-flavored spear tips emerge from the door itself and impale you for (1d+1) points of Spear-a-Mint Fresh Whamage and then pop back into the door]


[If anyone overheard the Porc's conversation or makes an Identify Dangerous Thing Roll, they will notice the big X in the middle of the room.  When anyone is in the center of it, whether or not they see it, one of the Porcs'll pull a lever he is standing in front of.  The Trap doesn't go off if the Porcs can't pull the lever for any reason, and they most certainly can be lured to the X as someone else pulls the lever.  Any unfortunate characters standing on the X at this time have just enough time to look up and perform a Take as a gargantuan cream pie falls out of a hidden compartment in the ceiling hits them with a SPLUT!  A midget Porc races up to the mound of cream, and, in a blink of an eye, adorns it with a decorative cherry equal in scale to the cream pie.  This trap Maximum Boggles anyone hit with it!]

5-4)
You hear a voice from beside you say, "Getting warmer!" and when you turn to look, you notice a hand mirror on the back of the door with the shadowy figure in red smoke again.  "Don't stop now, you've almost found me!" it says.


You are in a small room with three doors facing you.  "I got this idea for a dungeon from my good friend Rich Insaney.  The premise is simple, but it provides such entertainment for a low cost - perfect for any dungeon.  There are three doors, as you can see," the mirror goes on to say, "one of them leads to me, the other two lead to, shall we say, unpleasantries!" and a cackling comes out of the mirror before it returns to normal.


To your left is a door, to your right is a door, in front of you is a door, and behind you is the door you came from, they all have doorknobs and look very sinister.  Which one's the right one?  The Bad Guy said only two were right, or did he say all three?  Aw, now you've just gone and confused yourself.


[Left Door leads to 5-5, Middle Door leads to 5-6, and Right Door leads to 5-7]


[Note that Identify Dangerous Thing does not help in identifying unpleasantries.]

[Also note the fact that the mirror will smoke up again and literally crack up laughing when someone picks the wrong door]

5-5)
The moment this doorknob is touched, the door falls on top of the toucher and slams him halfway into the ground then bounces up against the wall again and hits him again, this time up to his neck in the floor.  This does 1d of Bashed Down into the Floor Whamage.  Obviously the wrong door.

5-6)
The door opens as the knob is twisted.  Inside is a very small room with a sign next to a torch on the far wall.


[If the player chooses to Read the sign, and he succeeds, he can avoid this trap!  (The sign reads: Duck!)  If he doesn't, or he fails his Read Roll, than the trap is sprung! (a burst of flame from the torch crisps the player's head for 1d of Toasty Torch Whamage.  A little scorpion in the corner says, "Toasty!" and the door closes).

5-7)
As the door opens, a mirror on the back of this door clouds up and the shadowy figure says, "Getting warmer!"  Past the door is pitch darkness.


[This large room has a bubbling cauldron in the middle on a raised dais, it billows out red smoke.  A voice from within the smoke says, "You're red hot!" and then as you get closer the smoke parts and the shadowy figure steps in front of the caldron and says, "Found me!" and you recognize the shadowy figure as the shadey George Bush (or whatever President you want).]

The Big Fight!

George Bush raises two wicked hands and the caldron behind him burps out firey brimstone making him look really sinister as the door behind you slams shut and locks securely with a colorful red, white, and poo-covered ribbon.


"Figured it out, did you?  How many long years of secret investigations, arcane research, and pure guess work did it take for all of you to finally realize that it was I who was the evil power behind the throne of Dungeontown?  Huh?  Five?


[if anyone shakes their head "no" he will keep guessing down until everyone stops shaking their head or he gets to "A single year?]


"Surely you lie!  I covered all my tracks and kept people quiet in the most sadistic ways.  Well, that doesn't matter, you must now know about how I first swindled the town's treasuries, built up a small army of corrupt soldiers, and then slowly began manipulating the king as a puppeteer maniplates his dummy by pulling strings and making it jump, hop, sing, dance, and cook late-night macaronie salads.  Mmm, how I love how the king makes macaronie salad."


"*cough*cough* Anyway, you must die, for I cannot let anyone who knows these secrets to live and spread the truth!"  And with that, George Bush slaps his hands together and starts a terrible, terrible chant of insidious magick, "Hoombaloomba, Stomponnagoomba, eetamushroom, nBsoopermario."


George Bush's skin turns demon-red and his eyes glow with death and cream cheese.  He bursts out of his robes and grows nine-feet tall with blackened claws and a bad case of B.O.


FIGHT!

The Big Finish!


When George Bush Falls Down, he literally falls down.  Well, down and backward with windmilling arms right into his bubbling cauldron.  Splash!  There's a terrible wailing noise "Aiiiiieee!" as red steam hisses from within and George Bush sinks slowly into the digestive properties of the mixture (a slow descent of his hand is the last thing seen of him, of course).


Now is about the time the characters see the big door with the big sign that obviously states "Treasure Room".


The Treasure Room, unfortunately, looks like nothing more than a room full of desks with piles of parchment on them.  A quick glance over them by any player automatically calls for a Take and a frightened scream as the papers are recognized as BILLS (gasp)!  [one of them could even be Bill Clinton].


There are the usual bills, water, heat, garbage, cable, Porc Food, and cauldron cleaning.  Then there are very expensive ones from the Dungeon Builder's Guild demanding payment within the next 30 seconds or various legal acts, illegal acts, and voodoo acts will be performed immediately.


It's actually rather sad to think that the first adventurers to be welcomed into this dungeon simply ransacked it and killed the proprietor.  Oh well, just another hard day's work for your average dungeon looters!

But that's not all!  Plot Points!

Aside from role-playing and making the Animator laugh:

· 1 Plot Point to any player who made at least 1 Porc Fall Down.

· If anyone "saves the day" from the formidable Dropping Ceiling Trap, give them a Plot Point.

· If anyone attacks/bothers The Animator while he's busy in the closet, they lose a Plot Point!

· 1 Plot Point to anyone who "frees" the prisoners, but -1 if they attack them shortly thereafter.

· -1 Plot Point for anyone who attacked Guiseppe the elevator monkey.  He was just doing his job.

· 1 Plot Point for anyone who made the tentacled thing Fall Down.

· 1 Plot Piont if someone sprung the gargantuan pie trap on the Porcs instead.

· 1 Plot Piont to everyone who fought George Bush, and an additional +1 to whoever dealt the last amount of damage that made him Fall Down.

· 1 Plot Point for playing the game!

Total Plot Points Possible Per Player: 8

NPT List
Porc (cake)
Beliefs & Goals: Make adventurers Fall Down.  Don't take any lip from anyone, unless they are bigger and more powerful than you; if that's the case, do what they tell you.

Hit Points: 6

Speed: 5

Damage: Boggles (with Cake, using Throw)

MUSCLE: 5


Fight: 6

ZIP: 4


Throw: 6


Fire Gun: 6

SMARTS: 3

CHUTZPAH: 6

Porc (party favor)
See Porc (cake), but does


1d Happy Friggin' Birthday Damage


(Party Favor, using Fire Gun: 6)

Porc (punch)
See Porc (cake), but does


1d of Spiked Punch Damage, using Fight

Porc (Ugrok)
See Porc (cake), but does


1d of Fight Damage (if any).

Porc (Hatchet Guards)
See Porc (cake), but does


1d of Chop Chop damage.

Tentacled Thing
Beliefs & Goals: Stay in the water because

Master doesn't like it when I get out and

walk around.  Grab people's necks and drag

them into the water to be devoured.

Hit Points: 13 (each tentacle has 2)

Speed: 5

Damage: 1d+2 (biting)

MUSCLE: 7

ZIP: 5

SMARTS: 2

CHUTZPAH: 4


Resist Fast-Talk: 8

Shtick: Detect People - 9

George Bush
Beliefs & Goals: Take over the world by secretly being

the power behind the scene.  When the time is ripe, release

your armies and crush any opposition.  Eat macaronie salad.

Play dirty and complain that other people aren't playing fair.

Hit Points: 12

Speed: 3

Damage: 1d-1 Fight

MUSCLE: 3

ZIP: 3

6 Dodge

SMARTS: 7

CHUTZPAH: 7

Shticks:

Extra Hit Points +3

Abuse Magic: 9


Greasy Spot, cost 2, time 1, dur 12


Heal, cost 2, time 2, 1d+1


KAPOW!, cost 3, time 3, dur 3


Naptime, cost 1, time 1, dur 5


Time Out, cost 2, time 2, dur 3

