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INTRODUCTION
Dungeons are central to dungeon fantasy, obviously!  

A multitude of monster- and treasure-filled mazes of twisty 
passages are part and parcel of the genre.

Yet the earliest RPG campaigns didn’t feature multiple dun-
geons – all your delving took place in one big dungeon. Such 
dungeons are called megadungeons. The originators of D&D 
used them: Dave Arneson’s Blackmoor Castle had a megadun-
geon below it, as did Gary Gygax’s Greyhawk Castle. Early 
GMs made their own megadungeons, and their 
players created more in turn. Campaigners 
might spend their entire careers exploring 
such a dungeon. Some would delve period-
ically, using outside adventures to feed the 
next megadungeon sortie.

The megadungeon fell into disuse as the 
hobby and industry matured. Adventures 
and campaigns that focused on story-centric 
gaming took hold. Gamers’ tastes changed, 
and the “logic” of a giant dungeon stocked 
with monsters and treasure by some power-
ful wizard just didn’t cut it any longer.

Over the last decade, though, fans of 
“old school” gaming revisited the past. The 
megadungeon got another look . . . and 
many gamers liked what they saw! They 
built their own megadungeons and started 
exploring the depths.

GURPS Dungeon Fantasy 21: Megadungeons looks at set-
ting up and running a giant dungeon. It covers tweaking rules 
and play style to suit the “campaign dungeon” rather than the 
“dungeon of the week.” It also includes modifications address-
ing magic that warps and distorts such play.

Let’s descend into the megadungeon and explore . . .

PUBLICATION HISTORY
This is the first edition of GURPS Dungeon Fantasy 21: 

Megadungeons. All materials are new to this work, but mega-
dungeons were mentioned in “Super Dungeons,” by David L. 
Pulver (Pyramid #3/50: Dungeon Fantasy II), and “Building A 
Long-Term Dungeon Fantasy Game,” by Peter V. Dell’Orto 
(Pyramid #3/98: Welcome to Dungeon Fantasy).

ABOUT THE AUTHOR
Peter V. Dell’Orto is from New Jersey. He started 

roleplaying in 1981, with Dungeons & Dragons, 
and has played GURPS since Man to Man. He has 
been a GURPS playtester, editor, and author since 
1996. Peter is the author of numerous GURPS 
articles for Pyramid magazine; author of GURPS 
Dungeon Fantasy 12: Ninja, GURPS Dungeon 
Fantasy Denizens: Barbarians, GURPS Dungeon 
Fantasy Monsters 3: Born of Myth & Magic, and 
GURPS Dungeon Fantasy Treasures 3: Artifacts 
of Felltower; and co-author of GURPS Dungeon 
Fantasy 15: Henchmen, GURPS Dungeon 
Fantasy Monsters 1, GURPS Low-Tech, GURPS 
Low-Tech Companion 2: Weapons and Warriors, 

GURPS Martial Arts, and GURPS Martial Arts: 
Gladiators. He also writes the blog Dungeon Fantastic at  

dungeonfantastic.blogspot.com, where summaries of his 
100+ sessions of megadungeon play can be found. Besides 
gaming, his hobbies include the martial arts (he has fought 
amateur MMA in the SHOOTO organization in Japan, submis-
sion grappling in the U.S., and holds a shodan rank in kendo), 
fitness, Pilates, studying Japanese, and painting miniatures.

http://dungeonfantastic.blogspot.com


STUCK FOR AN ADVENTURE?

NO PROBLEM.
Warehouse 23 sells high-quality  

game adventures and supplements  
in print and PDF formats.

l Free downloadable adventures for  
GURPS and In Nomine!

l Fun gaming accessories – shot glasses,  
shirts, specialty six-siders, and more!

l PDFs from Atlas Games, Amarillo Design 
Bureau, Goodman Games, and  
many others – plus gems from  
the up-and-comers.

l Original material for Transhuman Space  
and new GURPS supplements from  
Kenneth Hite, Phil Masters, David Pulver,  
Sean Punch, and William Stoddard!

l Fully searchable files of GURPS Fourth 
Edition supplements.

l Digital editions of out-of-print classics,  
from Orcslayer and the complete run of ADQ  
to GURPS China and GURPS Ice Age.

l Buy board games and roleplaying PDFs in  
the same order! Download digital purchases 
again whenever you need to. 

STEVE JACKSON GAMES
warehouse23.com

®
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