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Encounter tiles 

Volume 1: Classic Dungeons 

How to Get the Most From Your Tiles 

 100 tiles are included in this set and represent the 
most commonly needed shapes for dungeon adventuring. 
Here are some ideas on how to get the most out of your 
encounter tiles: 

• Print Only What You Need: Use the index 
pages to preview each tile and print out only 
what you need. You’ll want to print multiple 
copies of the more common tiles; others may 
not be needed right away. 

• Make More Tiles: By cutting a tile in ½ or 
trimming off a side you create a new tile and 
give yourself even more creative design options. 

• Plan Out Your Dungeon In Advance: 
Draw on graph paper your dungeon map – 
number each location on the map and the 
corresponding Encounter Tile with the same 
number; then, as the player characters move 
through the adventure you’ll be ready with the 
needed tiles. 

• Make Your Tiles Last: Many office supply 
stores sell clear lamination pages. Look for a 
product with full sized sheets with an adhesive 
back - they don’t need any special equipment to 
use. Print out your Encounter Tiles and seal 
them in these easy to use plastic pages. Not only 
will you be able to use your tiles over and over 

again but you’ll be able to write on them with 
wet erase makers and wipe them clean at the 
end of the night.  

• When printing from Adobe Acrobat: 
Please be aware – to get the best results when 
printing these tiles you need to make sure 
Adobe Acrobat is not scaling the page (shrinking 
the page to make it fit.)  Zoom should be 100%:  

 
 

 
Random Dungeon Generation 

 Also included is a two page chart to generate random 
dungeons. It’s a great way to make an interesting and 
unique dungeon setting.  
 Start with any tile you like. Determine what type of 
exits the tile has and find that category across the top of 
the chart. 5’, 10’, etc. refer to the width of the exit from 
the tile. Some tiles do not have any – use the “room” 
column for these tiles. Roll a d100 find that number in 

the column associated with your tile’s exit type and read 
all the way over to the right to find the next tile for your 
dungeon. If at any point you don’t like the result – just 
role again. As far as doors and other exits – add them 
wherever and whenever you like – you’re in control. 
 
Good luck and enjoy this great product from City of 
Champions Media. 

 



5' 10' 15' 20' 25' 30' 5' and 10' 5' Diag. 10' Diag Room Only
Tile #

1 X 01-02 X X X X 01-02 X X 01-02
2 X 03-04 X X X X 03-04 X X 03-04
3 X 05-06 X X X X 05 X X 05-06
4 X 07-08 X X X X 06 X X 07-08
5 X 09-10 X X X X 07-08 X X 09-10
6 X 11-12 X X X X 09 X X 11-12
7 X 13-14 X X X X 10-11 X X 13-14
8 01-02 15-16 X X X X 12 X X 15-16
9 03 X X X X X 13 X X 17
10 04 17-18 X X X X 14 X X 18
11 05 19-20 X X X X 15 X X 19
12 X 21-22 X X X X 16 X X 20
13 06 23-24 X X X X 17 X X 21
14 07-08 X X X X X 18 X X 22-23
15 09 25-26 X X X X 19 X X 24
16 10 X X X X X 20 X X 25
17 11 27-28 X X X X 21 X X 26
18 12-13 X X X X X 22-23 X X 27-28
19 14-15 X X X X X 24-25 X X 29-30
20 16-17 X X X X X 26 X X 31-32
21 18 X X X X X 27 X X 33
22 19 X X X X X 28 X X 34
23 20-21 X X X X X 29-30 X X 35-36
24 22 29-30 X X X X 31 X X 37
25 23-24 X X X X X 32 X X 38-39
26 25 X X X X X 33 X X 40
27 26-27 X X X X X 34 X X 41-42
28 28 31-32 X X X X 35 01-10 01-11 X
29 29 X X X X X 36 X X 43
30 30 X X X X X 37 X X 44
31 31 X X X X X 38 X X 45
32 32 X X X X X 39 X X 46
33 33 X X X X X 40 X X 47
34 X X X 01-09 X X X X X X
35 34 X X 10-18 X X 41 X X X
36 X X X X X 01-20 X X X X
37 35-36 X X X X X 42 X X 48-49
38 37 33-34 X X X X 43 X X 50
39 39 X X X X X 44 X X 51
40 39 X X X X X 45 X X 52
41 40 35-36 X X X X 46 X X 53
42 41-42 27-38 X X X X 47 X X 54-55
43 43 X X 19-27 X X 48 X X 56
44 44 X X X X X 49 X X 57
45 X 39-40 X X X X 50 X X 58
46 45 41-42 X X 01-20 X 51 X X X
47 X 43-44 X X 21-40 X 52 X X 59
48 X 45-46 X 28-36 41-60 X 53 X X 60
49 46 47-48 X X 61-80 21-40 54 X X X
50 X X X X X 41-60 X X X X

Exit(s) from Current Tile are:

Random Dungeon Creator for Encounter Tiles Volume 1: Classic Dungeons
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Find exit from current title across top - roll d100 and read connecting tile # along left side
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Tile #

Exit(s) from Current Tile are:

Random Dungeon Creator for Encounter Tiles Volume 1: Classic Dungeons
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Find exit from current title across top - roll d100 and read connecting tile # along left side

51 47-48 X X X X X 55 X X 61-62
52 49 49-50 X X X X 56 X X X
53 50-51 X X X X X 57 X X 63-64
54 52 X X X X X 58 X X 65
55 X 51-52 X X X X 59 X X 66
56 53 53-54 X X X X 60 X X X
57 54 55-56 X 37-45 X X 61 X X X
58 55 57-58 X 46-54 X X 62 X X X
59 56 59-60 X 55-63 X X 63 X X X
60 57 61-62 X 64-72 X X 64 X X X
61 58 63-64 X 73-81 81-90 61-80 65 X X X
62 X X X X X X X 11-20 X X
63 59 65-66 X 82-90 91-100 81-00 66 X X X
64 X X X 91-99 X X X X X 67
65 60 67-68 X X X X 67 X X X
66 61 69-70 01-50 X X X 68 X X X
67 X 71-72 X X X X 69 X X 68
68 X X X 100 X X 70 21-30 X 69
69 62 73-74 X X X X 71 31-40 12-22 X
70 63-64 X X X X X 72 X X 70-71
71 65-66 X X X X X 73 X X 72-73
72 67 X X X X X 74 X X 74
73 68-69 X X X X X 75 X X 75-76
74 X X X X X X X 41-50 X X
75 X 75-76 51-00 X X X 76 X X 77
76 X 77-78 X X X X 77 X X 78
77 70 X X X X X 78 X X 79
78 71 X X X X X 79 51-60 23-34 80
79 72-73 X X X X X 80 61-70 35-46 81-82
80 74-75 X X X X X 81 X X 83-84
81 X 79-80 X X X X 82 X 47-58 85
82 X 81-82 X X X X 83 71-80 X 86
83 X X X X X X X X 59-70 X
84 X 83-84 X X X X 84 X X 87
85 76-77 X X X X X 85 X X 88-89
86 X 85-86 X X X X 86 X X 90
87 X 87-88 X X X X 87 X X 91
88 78-79 X X X X X 88 X X 92
89 80-81 X X X X X 89 X X 93
90 X 89-90 X X X X 90 X X 94
91 82-85 X X X X X 91 X X 95
92 86-87 X X X X X 92 X X 96
93 88-89 91-92 X X X X 93 81-90 71-82 97
94 90-91 93-94 X X X X 94 X X X
95 92-93 95-96 X X X X 95 X X X
96 X 97-98 X X X X 96 X X 98
97 94-95 X X X X X 97 X X 99
98 96-97 X X X X X 98 91-95 83-94 100
99 98-99 99 X X X X 99 X X X

100 100 100 X X X X 100 95-00 95-100 X
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