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Halls Undermountain: The Definitive Edition Dungeons Supplement

For tabletop role �playing enthusiasts, the Undermountain is more than a labyrinth; it’s a living, breathing world of 

danger, intrigue, and treasure. When Wizards of the Coast released the Halls Undermountain Edition

supplement, it promised to elevate this iconic dungeon to new heights. In this comprehensive guide, we’ll explore

what makes the supplement stand out, how it can transform your campaign, and practical tips for Dungeon Masters

looking to weave its rich content into their adventures.
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Introduction to Halls Undermountain

Undermountain, the sprawling underground fortress beneath the city of Waterdeep, has been a staple of Dungeons 

&amp; Dragons lore since the 1980s. Over the years, it has evolved from a simple dungeon crawl into a complex 

ecosystem featuring factions, politics, and a staggering array of monsters. The Halls Undermountainsupplement

builds on this legacy, offering a meticulously curated collection of adventures, maps, and lore designed to help DMs

deliver an unforgettable underground experience.

Whether you’re a seasoned veteran of the Undermountain or a first �time explorer, this supplement provides the tools

you need to create immersive, dynamic encounters that keep players on the edge of their seats.

What Is the Halls Undermountain Supplement?

The Halls Undermountain Editionis a boxed set that contains a wealth of resources tailored to the

Undermountain setting. It includes:

•  High �resolution, multi �level maps covering key sections of the dungeon.

•  Detailed adventure modules spanning various levels of difficulty.

•  New monsters, NPCs, and factions that enrich the Undermountain’s lore.

•  Rules expansions, such as new magic items and trap mechanics.

•  Guidelines for integrating the dungeon into existing campaigns.

Designed for both new players and seasoned DMs, the supplement balances accessibility with depth, ensuring that

the Undermountain remains a versatile component of any campaign.



Key Features &amp; Highlights

Below are the standout features that set the Halls Undermountain supplement apart from other dungeon modules.

1. Comprehensive Map System

The set includes a series of 4” x 8” maps that are fully scalable. Each map is accompanied by a detailed legend

and key, making it easy to overlay with a game board or digital mapping tool like Roll20 or Fantasy Grounds.

2. Modular Adventure Design

Each adventure module can be used independently or combined to create a multi �session arc. The modules are

broken into clear sections: encounter design, environmental hazards, and narrative hooks.

3. Expanded Monster Roster

New creatures such as the Undermountain Gloomspore and Stone �Hearted Golemhave been introduced, each

with balanced stat blocks and unique abilities that reflect the dungeon’s oppressive atmosphere.

4. Enhanced Faction Dynamics

Factions like the Deep Delvers and the Arcane Consortiumhave been fleshed out with detailed motivations,

leadership structures, and potential plot hooks.

5. Customizable Magic Items

Players can find or craft items like the Echoing Quiver and the Vaulting Boots of the Golem, which offer thematic

synergy with the dungeon’s underground environment.

6. DM Toolkit

Includes a “DM’s Companion” booklet containing quick �reference tables, encounter balancing guidelines, and a

checklist to ensure every session runs smoothly.

In-Depth Content Breakdown

Let’s dive deeper into the components of the supplement to understand how they work together to create a

cohesive gaming experience.

1. Map Collection

The map set features six distinct sections:

•  Entrance Hallways – The initial approach to Undermountain, featuring traps and basic patrols.

•  The Deep Vaults – A maze of vaults containing treasures and ancient relics.

•  Catacombs of the Forgotten – A haunting area with undead encounters.

•  Arcane Chambers – Filled with magical experiments and rogue spellcasters.

•  The Golem Forge – A forge where stone golems are created.

•  The Great Library – A hidden repository of forbidden knowledge.

Each map includes a scale bar and optional overlays for terrain features like stalactites, underground rivers, and

hidden tunnels.

2. Adventure Modules

There are four main modules, each designed for a different level range:

1.  Initiation – Levels 1–3; introduces new players to the dungeon’s core mechanics.



2.  Depths of Deception – Levels 4–6; focuses on political intrigue among factions.

3.  Forge of the Golem – Levels 7–9; involves a large-scale battle and puzzle-solving.

4.  The Vault of Echoes – Levels 10–12; a climax that tests players’ strategic thinking.

Each module includes:

•  Plot summary and objectives.

•  Encounter tables with recommended monster counts.

•  Environmental hazards and traps.

•  NPC profiles and potential allies or enemies.

•  Reward tables for treasure and magical items.

3. Monster Compendium

The monster compendium is a two �volume set:

•  Volume I – Common Creatures – Includes standard monsters like goblins, orcs, and skeletons with new flavor 

text.

•  Volume II – Rare &amp; Legendary Beings – Features the newly introduced Undermountain Gloomspore, 

Stone �Hearted Golem, and other unique threats.

Each entry contains stat blocks, lore snippets, and suggested tactics to help DMs run encounters smoothly.

4. Faction Profiles

Four major factions are highlighted, each with a detailed profile:

•  Deep Delvers – A guild of treasure hunters.

•  Arcane Consortium – A group of rogue mages.

•  Stone �Guardians – Protectors of the Golem Forge.

•  Cryptic Cult – A secretive cult seeking to resurrect an ancient deity.

These profiles include leader bios, faction goals, and potential interaction points for players.

5. Magic Item Catalog

The catalog offers 30 new items, each with a description, rarity level, and in �game use. Items are designed to 

complement the dungeon’s environment, such as the Echoing Quiver that allows arrows to bounce off stone walls, 

or the Vaulting Boots of the Golem that grant temporary stone �like resilience.

6. DM Toolkit

The DM Toolkit is a practical resource for running sessions:

•  Encounter Balancer – Tables for adjusting monster difficulty based on party composition.

•  Time Management Guide – Tips for pacing sessions and managing long adventures.

•  Quick �Reference Sheets – Summaries of key rules, such as trap mechanics and spell effects.

•  Session Planning Checklist – A step �by �step guide to preparing each session.

Integrating the Supplement into Your Campaign

Incorporating the Halls Undermountainsupplement into an existing campaign can be seamless with a few

strategic steps.

1. Assess Your Campaign’s Theme

Determine whether your campaign’s tone aligns with the Undermountain’s grim, gritty atmosphere. If your story



leans toward high fantasy or epic quests, the supplement’s depth can add a compelling underground layer.

2. Map Integration

Use the provided maps as overlays on your existing world map. If you’re running a campaign set in Waterdeep, the 

Undermountain maps can be directly connected to known landmarks like the Yawning Portal.

3. Gradual Introduction

Introduce the dungeon through a side quest or a mysterious invitation. This allows players to acclimate to the new

setting without overwhelming them.

4. Faction Tie �Ins

Weave the factions into your plot by offering quests that involve negotiating with the Deep Delvers or uncovering

the Arcane Consortium’s secrets.

5. Adjust Monster Difficulty

Use the Encounter Balancer tables to tailor monster counts and abilities to your party’s level and composition.

6. Reward System

Leverage the Magic Item Catalog to provide unique, dungeon �specific gear that players can’t find elsewhere.

Tips for Dungeon Masters

Running a successful Undermountain campaign requires preparation and flexibility. Here are some best practices:

1. Keep the Atmosphere Consistent

Use descriptive language that emphasizes darkness, dampness, and the echoing sounds of stone. Sound cues—

like distant dripping or the clink of metal—can immerse players.

2. Manage Trap Complexity

Introduce a mix of simple and complex traps. Provide clear visual cues for players to spot potential hazards, and

offer opportunities for them to use skills like Perception or Investigation to disarm traps.

3. Encourage Role �Playing

Offer NPCs with distinct personalities and motives. Faction leaders should have compelling backstories that prompt

players to weigh alliances carefully.

4. Use Environmental Challenges

Incorporate environmental hazards such as collapsing tunnels, flooding chambers, or low light conditions that

require creative problem �solving.

5. Balance Combat and Exploration

While combat is inevitable, ensure that exploration and puzzle-solving are equally rewarding. Provide clues that

lead to hidden passages or secret treasures.

6. Keep Track of Player Progress

Maintain a log of key events, treasures found, and alliances made. This helps you maintain continuity and build on

previous sessions.

Comparison with Other Dungeons Supplements



When comparing the Halls Undermountain supplement to other dungeon modules, several points stand out.

Depth of Lore

The supplement offers a richer narrative background than many generic dungeon crawls, providing detailed faction

histories and lore that can be woven into larger campaigns.

Modular Design

Unlike single �scenario modules, this supplement’s modular approach allows DMs to mix and match adventures,

tailoring the experience to their party’s preferences.

High-Quality Maps

The maps are professionally designed, featuring clear labeling and a consistent scale that supports both physical

and digital play.

Monster Variety
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