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DUNGEON OF THE WEEK #7: 
BOXROCK HOLE

Boxrock Hole is a Fifth Edition adventure designed 
for four characters of 1st, 3rd, 5th, or 8th level. 
This document offers details for the 1st-level ver-
sion. For the full adjustments for all level ranges, 
sign up for the DMDave Patreon. The characters 

discover Boxrock Hole. For decades, travelers avoid-
ed Boxrock Hole, fearing the legendary Beast of 

Boxrock Hole that lives within the caverns.

RUNNING THE ADVENTURE
To run the adventure, you need the three Fifth 
Edition core rulebooks. You can access a free basic 
ruleset from the official source if you don’t have a 
copy.

Read aloud or paraphrase text that appears in 
a box like this when the characters first arrive 
at a location or under specific circumstances.

When a creature’s name appears in bold type, 
that’s a visual cue pointing you to its stat block as 
a way of saying, “Hey, game master, make sure you 
get this creature’s stat block ready—there’s going 
to be an encounter!” If the stat block appears in the 
Appendix of this adventure, the text tells you so; 
otherwise, you can find the stat block in the core 
rulebook.

The core manual for players describes spells and 
nonmagical equipment mentioned in the adventure. 
The core manual for gamemasters describes mag-
ic items. The text notes any items created for this 
adventure, pointing you to the appropriate appendix 
or sidebar.

Adventure Hooks
The table in the full version offers some ideas if you 
don’t have a reason for the characters to investigate 
the caverns. Roll a d8 or choose the one you like 
best. If you need to motivate the party with a mon-
etary reward, their patrons offer 500 gp per level of 
the adventure.

CREDITS
The following creators made this adventure 

possible:
Design and Writing. DMDave
Editing and Layout. Tony Casper
Cartography. DMDave with Forgotten Adven-
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Artwork. Nacho Lazaro, Fat Goblin Games

BOXROCK HOLE
High atop a windy mountain hides the gaping en-
trance to Boxrock Hole. Once believed to be the 
home to early humanoids in the area, the Hole 
hasn’t hosted humanoids of any type in quite some 
time. More recently, the mouth of the cave has 
become home to a pack of wild cats. But the wild 
cats are the least of explorers’ woes. Rumors persist 
that a great, aberrant horror known as the Beast of 
Boxrock Hole resides within the caverns. No one has 
ever laid eyes on the creature and lived to tell the 
tale.

Finding Boxrock Hole
The caverns have two egresses—a corridor at the 
north end and a tunnel that descends into darkness 
near the south end. These exits let you combine the 
caverns with another dungeon adventure (or Dun-
geon of the Week adventure, as it were), or you may 
let it stand on its own. If you choose the latter, the 
party must discover the hole’s entrance (area 1).

Have the characters perform a skill challenge. A 
skill challenge simulates a task requiring more time 
and effort than a single ability check. In its simplest 
form, the characters make a series of ability checks 
to earn a required number of successes before 
accumulating a maximum number of failed checks—
similar to how death saving throws work. This skill 
challenge consists of the following elements:
 ▶ Goal and Context. Learn the location of Boxrock 
Hole.
 ▶ Difficulty. Primary skill checks related to this skill 
challenge are made against DC 10. Secondary and 
repeat checks are made against DC 15.
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 ▶ Complexity. Complexity is the total number of 
successes needed versus the number of failures 
to succeed on the check. To succeed in this skill 
challenge, the characters must gain four success-
es before they suffer three failures.
 ▶ Primary Checks. When the characters partake in a 
skill challenge, they may commit any ability check 
they like to the skill challenge. Certain ability 
checks, however, lend themselves better to a suc-
cessful outcome than others. These ability checks 
are primary checks and usually have a lower DC 
than their secondary checks. The primary checks 
for this skill challenge are: Intelligence (History) to 
recall information about Boxrock Hole and Cha-
risma (Persuasion) to speak with locals about its 
location.
 ▶ Secondary Checks. Secondary checks represent 
all the skills the characters may use to participate 
in a skill challenge that aren’t considered primary 
checks. The main reason for the disparity between 
primary and secondary is that primary checks are 
a little more “obvious” in their function.
 ▶ Other Conditions. If the characters make a suc-
cessful Intelligence (History) or Charisma (Per-
suasion) check related to this skill challenge, they 
learn that the caverns are home to the Beast of 
Boxrock Hole, a colossal roper-like creature. Wis-
dom (Survival) becomes a primary skill challenge 
(DC 10). The characters may repeat any primary 
ability checks without penalty.

 ▶ Consequences. If the characters suffer three 
failures before achieving four successes, they fail 
the skill challenge and must spend another week 
looking for the caverns. Otherwise, they find the 
entrance to the caverns (area 1).

generAl FeAtures
Unless stated otherwise, Boxrock Hole’s areas have 
the following features in common.

Architecture. The caverns are made from natural 
granite. The heat pouring from area 6 makes it hu-
mid, giving the stone walls a slick residue. Ceilings 
in chambers and corridors are as high as the room is 
wide.

Illumination. There is no light throughout the 
caverns except by the front entrance (assuming it 
is the actual entrance and not connected to another 
dungeon). The boxed text descriptions assume the 
characters have their light sources or darkvision.

Random Encounters. All manner of creepy and aw-
ful things lurk within Boxrock Hole, many of which 
crawled up from the lower levels (areas 10, 14, or 
15) or surface (area 1). Every 30 minutes while the 
characters aren’t in combat, roll a d20. On a result 
of 17 or higher, an encounter occurs. Roll a d6 and 
reference the level of the adventure on the Boxrock 
Hole Random Encounters table below, or choose the 
one you like.
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Boxrock Hole Random Encounters

d6 1st

1 1 giant spider

2 1d4 swarms of centipedes

3 1d2 gray oozes

4 1 ankheg

5 1 grick

6 1d2 darkmantles

keyed locAtions
The map on page 5 shows the location of the fol-
lowing areas.

1 - Entrance
The bones of animals and humanoids riddle the 
floors of this chamber, victims of the beasts that re-
side here (see below). Multiple 10-foot drops divide 
the area into three sections before connecting to 
area 2.

Encounter: Cave Dwellers. Beasts live and guard 
this entrance to Boxrock Hole. The nature of these 
beasts depends on the level of the adventure, as 
shown in the table below. If you choose to connect 
this location to the outside world, there is a 50 
percent chance that the characters encounter one of 
these creatures outside the cavern system.

Area 1 Encounters

Adventure Level Encounter

1st 3 panthers

3rd+ Available in the full adventure

Treasure: Discarded Goods. Many travelers per-
ished in the claws and maws of the cavern dwellers. 
Characters who search the bones quickly discover 
forgotten treasures, as shown in the table below.

Area 1 Treasure

Adventure Level Treasure

1st A gold bracelet worth 25 gp

3rd+ Available in the full adventure

2 - Rubble Passage
Thick piles of rubble create an area of difficult ter-
rain throughout this chamber.

Encounter: Hidden Trouble. A dangerous ooze hides 
among the detritus in this room. The ooze’s nature 
depends on the adventure’s level, as shown in the 
table below. Regardless of the creature’s type, it is 
unaffected by the difficult terrain in this chamber.

Area 2 Encounters

Adventure Level Encounter

1st 1 gray ooze

3rd+ Available in the full adventure

Treasure: Dead Hero’s Goodies. At some point 
in the cavern’s history, a traveler made it past the 
creatures in area 1 only to meet their fate here. 
Although the creature detailed above dissolved the 
hero’s bones, their prized magic warpick remains. 
The characters may find this trinket with a success-
ful DC 15 Intelligence (Investigation) check. Use the 
table below to determine the warpick’s bonus.

Area 2 Treasure

Adventure Level Treasure

1st +1 warpick

3rd+ Available in the full adventure

3 - Grick Chambers
This cavern appears empty except for a small pile of 
glittering jewels in the middle of the chamber.

Encounter: Gricks. Hungry gricks hide among the 
stones in this cavern, the quantity of which depends 
on the adventure’s level, as shown in the table be-
low.

Area 3 Encounter

Adventure Level Encounter

1st 1 grick

3rd+ Available in the full adventure

Treasure: Gems. The gricks don’t care for the 
gems but recognize that they occasionally draw the 
attention of explorers. The gems’ total value is 100 
gp times the level of the adventure.

4 - Lair of the Beast
Loose sand covers the floor of this large chamber. 
At regular intervals, the floor drops 10 feet towards 
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the center of the room, terminating in an even softer 
patch of sand.

Encounter: The Beast of Boxrock Hole. The leg-
endary Beast of Boxrock Hole lurks at the bottom 
of this great pit. The creature remains hidden (using 
False Appearance or burrow) until living things enter 
the area. It then attacks, hoping to drag at least one 
creature into its gaping maw. The beast’s stat block 
depends on the level of the adventure, as shown in 
the table below.

Area 4 Encounter

Adventure Level Encounter

1st Roper, except it can’t use its 
Bite attack as part of its Multi-
attack

3rd+ Available in the full adventure

5 - Mud Hole
Boiling mud consumes the majority of this chamber. 
A large boulder protrudes from the surface of the 
mud; a bleached skeleton lies atop the rock.

Hazard: Boiling Mud. The mud is difficult terrain. A 
creature that enters the boiling mud or starts its turn 
in the mud takes 18 (4d8) fire damage.

6 - Hot Pockets
Extreme heat radiates from this chamber. Three 
smoking craters in the center of the room are the 
source of this heat.

Hazard: Hot Pockets and Smoke. The craters 
exude extreme heat, rising from a magma chamber 
deep below this cavern. Any creature that ends its 
turn within 5 feet of a crater takes 7 (2d6) fire dam-
age.

Hazard: Thick Smoke. The smoke rising from the 
craters lightly obscures the entire chamber. A crea-
ture that starts its turn in this chamber must make a 
DC 10 Constitution saving throw. Creatures immune 
or resistant to fire damage automatically succeed on 
their saving throws. On a failed saving throw, the 
target is poisoned until the start of its next turn.

Encounter: Fire Elementals. Unless the characters 
enter this room stealthily, creatures of elemental fire 
rise from the craters. The nature of this encounter 
depends on the level of the adventure, as shown in 
the table below. The creatures are neutral towards 
the characters; however, they won’t allow the char-
acters to pass into their treasure pool (area 7).

Area 6 Encounter

Adventure Level Encounter

1st 2 magmin

3rd+ Available in the full adventure

7 - Treasure Pool
Goodies collected by the creatures of elemental fire 
in area 6 litter the bottom of the hot water pool at 
the south end of this chamber. Although the water 
is hot, it is not hot enough to deal damage.

Treasure: Elemental Goodies. The type of trea-
sures the characters discover in the hot water pool 
depends on the level of the adventure, as shown in 
the table below.

Area 7 Treasure

Adventure Level Treasure

1st A wad of melted gold coins 
worth 300 gp and a cloak of 
elvenkind

3rd+ Available in the full adventure

8 - Watering Hole
A pool of hot water consumes the majority of this 
chamber.

Encounter: Thirsty Ankhegs. The first time the 
characters enter this chamber, one or more ank-
hegs drink from the water. The ankhegs are neutral 
towards the characters, content only to drink water. 
If the characters approach the ankhegs or act hos-
tile, the ankhegs defend themselves and flee to the 
Beast of Boxrock Hole’s lair (area 4). The number of 
ankhegs here depends on the level of the adventure, 
as shown in the table below.
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Area 8 Encounter

Adventure Level Encounter

1st 1 ankheg

3rd+ Available in the full adventure

9 - Down into Darkness
This empty chamber offers a natural ramp that de-
scends deeper into darkness.

WHERE TO NEXT?
The path in area 9 leads down into the darkness 
below the Boxrock Hole. What lies below is ultimate-
ly up to you. If you wish to continue the adventure, 
place another level or two below this one. You may 
use an adventure of your own creation or another 
one of DMDave’s Dungeon of the Week. If you don’t 
wish to continue this dungeon, have the ramp end 
abruptly in a rock slide or another dead-end. Ω
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Product Identity: The following items are hereby identified as Product 

Identity, as defined in the Open Game License version 1.0a, Section 1(E), 

and are not Open Content: All Trademarks, registered trademarks, proper 

names (characters, place names, new deities, etc.), dialogue, plots , story 

elements, locations, characters, artwork, sidebars, and trade dress. (Ele-

ments that have previously been designated as Open Game Content are 

not included in this declaration.)

Open Game Content: The Open content in this book includes the monster 

names, statistics, traits, and abilities. No other portion of this work may 

be reproduced in any form without permissions.

Open Game License
The following text is the property of Wizards of the Coast, Inc. and is Copy-

right 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark own-

ers who have contributed Open Game Content; (b)”Derivative Material” 

means copyrighted material including derivative works and translations 

(including into other computer languages), potation, modification, correc-

tion, addition, extension, upgrade, improvement, compilation, abridgment 

or other form in which an existing work may be recast, transformed or 

adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, 

broadcast, publicly display, transmit or otherwise distribute; (d)”Open 

Game Content” means the game mechanic and includes the methods, 

procedures, processes and routines to the extent such content does not 

embody the Product Identity and is an enhancement over the prior art 

and any additional content clearly identified as Open Game Content by 

the Contributor, and means any work covered by this License, including 

translations and derivative works under copyright law, but specifically 

excludes Product Identity. (e) “Product Identity” means product and 

product line names, logos and identifying marks including trade dress; ar-

tifacts; creatures characters; stories, storylines, plots, thematic elements, 

dialogue, incidents, language, artwork, symbols, designs, depictions, like-

nesses, formats, poses, concepts, themes and graphic, photographic and 

other visual or audio representations; names and descriptions of charac-

ters, spells, enchantments, personalities, teams, personas, likenesses and 

special abilities; places, locations, environments, creatures, equipment, 

magical or supernatural abilities or effects, logos, symbols, or graphic 

designs; and any other trademark or registered trademark clearly identi-

fied as Product identity by the owner of the Product Identity, and which 

specifically excludes the Open Game Content; (f) “Trademark” means the 

logos, names, mark, sign, motto, designs that are used by a Contributor 

to identify itself or its products or the associated products contributed to 

the Open Game License by the Contributor (g) “Use”, “Used” or “Using” 

means to use, Distribute, copy, edit, format, modify, translate and oth-

erwise create Derivative Material of Open Game Content. (h) “You” Not 

for resale. Permission granted to print or photocopy this document for 

personal use only. System Reference Document 5.1 2 or “Your” means 

the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that 

contains a notice indicating that the Open Game Content may only be 

Used under and in terms of this License. You must affix such a notice 

to any Open Game Content that you Use. No terms may be added to or 

subtracted from this License except as described by the License itself. 

No other terms or conditions may be applied to any Open Game Content 

distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate 

Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this Li-

cense, the Contributors grant You a perpetual, worldwide, royalty-free, 

non-exclusive license with the exact terms of this License to Use, the 

Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original 

material as Open Game Content, You represent that Your Contributions 

are Your original creation and/or You have sufficient rights to grant the 

rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 

portion of this License to include the exact text of the COPYRIGHT NO-

TICE of any Open Game Content You are copying, modifying or distrib-

uting, and You must add the title, the copyright date, and the copyright 

holder’s name to the COPYRIGHT NOTICE of any original Open Game 

Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, in-

cluding as an indication as to compatibility, except as expressly licensed 

in another, independent Agreement with the owner of each element of 

that Product Identity. You agree not to indicate compatibility or co-adapt-

ability with any Trademark or Registered Trademark in conjunction with 

a work containing Open Game Content except as expressly licensed in 

another, independent Agreement with the owner of such Trademark or 

Registered Trademark. The use of any Product Identity in Open Game 

Content does not constitute a challenge to the ownership of that Product 

Identity. The owner of any Product Identity used in Open Game Content 

shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly 

indicate which portions of the work that you are distributing are Open 

Game Content.

9. Updating the License: Wizards or its designated Agents may publish up-

dated versions of this License. You may use any authorized version of this 

License to copy, modify and distribute any Open Game Content originally 

distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every 

copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open 

Game Content using the name of any Contributor unless You have written 

permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the 

terms of this License with respect to some or all of the Open Game Con-

tent due to statute, judicial order, or governmental regulation then You 

may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to 

comply with all terms herein and fail to cure such breach within 30 days 

of becoming aware of the breach. All sublicenses shall survive the termi-

nation of this License.

14. Reformation: If any provision of this License is held to be unenforceable, 

such provision shall be reformed only to the extent necessary to make it 

enforceable.
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