
Minotaur Dungeon

There is at least one minotaur in this dungeon. The minotaur has the ability to be invisible.

There are two places where the cutaway walls don't quite match. An adventurer could toss a 
burning torch out the opening, to see what is below.

Rooms are 10 feet high walls unless otherwise stated. Ice and fog far below the rooms.

Note that many rooms in this dungeon wont hold more than 3 or 4 characters. Choose wisely.

Monster placement is up to the referee.

The rooms and stairs could be cutaway so you can see the room interiors, or there might not 
be any walls for the rooms or the stairs other than what is mapped. Your decision.

1 ) entrance, the water can be barely there, or a great flash flood of water goes through. 
Wood door to room 2.

2 ) Square room. A table with two candelabras. Stone door leads to a store room 2A. Wood 
door opens to a rope bridge to room 4. A stone archway leads to a rope bridge to room 3.

2A ) a large wood box.

3 ) Entrance is a broken wood door. Three metal cook pots. Three chairs and a table. 
Vegetable tray, meat tray, bread, and cleaver with cutting board on the table.

4 ) Wood door leads back to room 2. Another wood door leads to room 5. Stairs lead down to 
room 6. A small gap in the wall, arrow points to it, allows someone to look out into the 
dungeon.

Three stone coffins. Seven stalagmites. Two holes in the floor. Two walls of portcullis are 
there to prevent a fall. The other side of the stairs have no protection from a fall.

Two wood crates. 

5 ) odd-shaped room. Rock pile. Wood door leads to wooden stairs to go to room 17. Wood door 
leads to stone steps that go to room 6.

6 ) Stone steps down from room 4. Stone steps with wood steps down from room 5. Wood door 
goes to a walkway, no walls on either side, which goes to room 7.

7 ) Rectangular room. Appears to be empty except for the freshly placed torch. Exit door to 
room 8 is broken.

8 ) Broken wood door from room 7. Open wall leads to stone steps down to room 18. Three 
chests. 

9 ) A wide open room. Wood and stone steps up to room 12. Stone steps up to room 10. Wood 
door opens into room 13. Stone single steps go down to room 20.  Double wide steps leading 
down to room 14. They might become unstable if a character hurries up or down them.

10 ) A small room. The shelves are probably empty. Table and chair. Exit door is broken and 
goes down to room 9.

11 ) Stone door entrance. A shelf, a chest, and a crate. The steps go down to room 12.

12 ) Stone steps lead up to room 11. Door and stone steps lead down to room 9.

13 ) Wood door entrance. sometimes the minotaur sits on the chest around the corner from the 
entrance. One wood crate, two barrels, 2 shelves, and one chest.

rooms 14, 15, 16, and 17 are one of the ways to get to the right hand side of the map.

14 ) Double wood doors open onto stone steps leading up to room 9. Stone door leads to 
wooden ladder down to room 15. Whispering of those the minotaur killed can be heard in this 
room.

15 ) Wood ladder leads up to room 14. Stone door opens to room 16. Two stone sarcophagi. 
Three floor drains. One recently placed torch. A small space between room 15 and room 16 can 
be used by small characters like gnomes or halflings. This room could be the burial on the 
two who used room 16 as a Royal Court.



16 ) Wood door leads up to room 17. Stone door connects to room 15. Three shelves and a lit 
torch. Two small chairs on a pedestal.

17 ) Walls all around are 20 feet high. Two rock piles. Two torches about to go out. Wood 
door leads up wood stairs to room 5. Open wall to wood stairs goes to room 16. The lower 
walls are only partially there.

18 ) Odd shaped room. Five floor drains. Stairs down from room 8. Stairs up to room 19. 
Stone door leads down stone steps to room 22. A stone bridge is apparently crossing just the 
stone floor. The characters might hear moving water. Like a small stream over rocks.

19 ) Rectangular room. Moans can be heard coming from the cage. Anyone in this room might 
hear 'water... please, water.' Small chest.

20 ) Stone archway leads up stone steps to room 9. Open wall area leads down to room 21. The 
steps change direction twice.

21 ) Open area room. Table with a red cushion chair and a plain chair. Candelabra on the 
table. Two crates nearby. 

21B ) Toadstools are growing here. The minotaur likes the smell.

21C ) Five bridges go over five rectangular holes in the floor. Or are they an illusion ? 
One small group of deadly mushrooms. Two shelves. Two chests. A table with two chairs, 
candelabra, food trays, meat cleaver and cutting board. Wood door leading down some short 
steps to room 25.

22 ) Walls on two side are 20 feet high. The other two walls are one foot high. Two 
stalagmites frame a floor drain. Two torches lit up a coffin and two floor drains. Three 
wooden crates. A coffin in another part of the room.

Open area leads down double stairs to room 23. Stone door leads down steps to room 24B. 
Anyone in this room can see the steps going downwards.

23 ) Open spaces drop off to the fog and ice below. Door to room 23B is secret and the walls 
are 20 feet high. Room 23B has a roof. Walking anywhere in this room is dangerous. The walls 
shown are 20 feet high. 

The 20 foot high room with a window above the door is where the minotaur rests. The torches 
flicker in a wind that seems to come from nowhere.

23B ) Secret room. 3 wood crates. The treasures of the minotaur's victims.

23C ) Steel door into the room from room 23. Two beds, both are traps. A small cold fire 
pit, not used in many years. The wood window opens and anyone looking through can see the 
fog and ice below. Don't look too long, as a trap will doom the character. Wood door leads 
to a rope bridge to room 24G.

24 ) All four walls are 20 feet high. Has a roof. A number of stalagmites. Chest. Dark room.

24B ) All walls are 20 feet high. No roof. Steps lead up to room 22. If a character tries to 
bust down the wood door, they could fall to the ice and fog below. A stone passageway leads 
to the rest of the rooms in area 24, except room 24G.

24C ) All walls are 20 feet high. Has a roof. One shelf. Clean good water in the barrel. Two 
potted plants. The pottery could be worth a few gold. Table with food and a candelabra.

24D ) Three walls are 10 feet high. Door above is a drop from room 27. Contains two comfy 
chairs. Three nice chairs. A candelabra on a table. A stalagmite and a drain. Two barrels 
with moldy water in them.

24E ) Walls are 10 feet tall. Rough floor. Stone archway to room 24D. Flimsy wood crate. 
Floor drain. One wall is open.

24F ) A wood door, portcullis, and a stone door are the entrances. A floor drain has a glow 
behind it that looks like red eyes.

24G ) Ten foot walls, no roof. A flickering torch. Burns steadily when the minotaur is 
nearby. Two metal cook pots. One large crate. Opening in the stone wall to room 24B.

25 ) Wood door leads up to room 21C. Gap in the wall. Nice chair. Several rock piles. 
Portcullis blocks path to room 26. Two walls are open to the fog and ice below.



26 ) A rectangular floor, no walls. A rope bridge goes back to room 25. 

27 ) A wood door that requires a grapnel hook and rope to get down to the room 24D. or the 
characters can jump, not recommended.


