Dungeon Legacy: A Guide for People Who Want to Write a Campaign
Version 0.2 (2026-09-26). This document is written for people who have never seen the code. The rules of the initiative (rights, compensation, data) are in the Rules (05), which are legally binding. This Guide is not.
Have an idea for an adventure? You do not need to know how to program. You write the story and sketch the places on paper; we turn it into a game. The story the team chooses will enter the game as an official expansion, with your name in the credits.
This guide tells you how to design a campaign that really works in Dungeon Legacy. Then you fill in the Form (02), look at the Example (03) and check the Technical Appendix (04) whenever you need a number.

1. What Dungeon Legacy is (in thirty seconds)
A turn-based, story-driven dungeon crawler played on a map of nodes: each node is a place (a hall, a bridge, a market) with exits to other nodes. In each place the party can read, explore, talk, search, fight and rest. There is no grid: tension comes from choices (where to go, who to send ahead, what risk to take), from the dice and from the storytelling.
A campaign is made of chapters (our missions). Each chapter is a node map with a beginning, one or more endings, and between them a main path with branches, secrets and choices.
2. What you can submit
	Format
	What it is
	Play time

	Adventure
	a single, complete chapter
	30-45 minutes

	Short campaign
	2 to 4 linked chapters with a common thread
	about 1.5-3 hours


If you do not know where to start, begin with an Adventure: it is the easiest form to finish well.
Free or paid. Expansions are decided case by case. In general Adventures (a single mission) are released free; Short campaigns may be released paid, to help cover development costs. You take part to share a story, not to earn money: no author receives payment or a share of sales. When you send the Full Form you assign the rights to the story to Dungeon Legacy, like an author with a publishing house (details in the Rules, 05). We say so here, before you write a single line.
What you get. If your story is chosen: it appears in the app, with your name in the credits of the game and the website, and, if you wish, your photo and an interview on the website. Photo and interview are optional: we publish them only with your written consent, and you may sign with a pseudonym.
3. The process, in brief
1. Pitch (1-2 pages): premise, heroes, list of chapters, ending. You send it by the Call deadline.
1. Selection: we read everything and choose some proposals to develop. Everyone gets a short reply.
1. Full Form: those who pass fill in the Form (02) in 6-8 weeks.
1. Technical review: we check that it can be built and played; we may ask for corrections.
1. Choice: the Owner chooses the stories to publish (an editorial selection, not a prize contest).
1. Production: we program it, with images, music and translation. Before release you read it by playing it in a test build.
1. Release as an expansion, with your name in the credits.
Rights, compensation and use of your data are in the Rules (05), which we ask you to read before sending the Full Form.

4. Before you write: the six rules of the game
These are the constraints that make stories playable. Respecting them matters more than any plot twist.
Rule 1. The heroes are the game's five classes
You do not invent new classes. Choose 1 to 4 heroes from these five, and give each a name, a story and a voice. The party is fixed per chapter (you decide it). All the numbers are already set.
	Class
	HP
	Attack
	Defence
	Mind
	Magic
	How it plays

	Barbarian
	8
	3 dice (hits on 4-5-6)
	3 dice
	0
	0
	front line, hits hard; Fury below half HP

	Dwarf
	7
	2 dice
	2 dice (parry on 4-5-6)
	0
	0
	the sturdiest; Stone Sense: sniffs out traps

	Elf
	6
	2 dice
	2 dice
	2
	4 charges
	precise shot: may reroll one failed die

	Cleric
	6
	2 dice
	2 dice
	3
	7 charges
	once per expedition heals an ally for 4 HP

	Mage
	4
	1 die
	1 die
	4
	10 charges
	fragile; once per expedition deals 3 guaranteed damage


A party of four has about 27 HP in all. Think about what each class allows in the story: the Dwarf who sees the trap, the Barbarian who breaks the door, the Elf who reads tracks, the Cleric who senses the sacred, the Mage who understands the arcane. The best proposals make every hero useful at least once.
Rule 2. The game thinks in nodes, not free rooms
Draw the map as a graph: squares (places) and arrows (exits). Each place has a name, a short text and things to do (interactions). You do not need a scale plan. You need to know what is in each square and where each arrow leads.
Rule 3. No victory should depend on a single stroke of luck
A chapter must always be finishable, even after a run of bad rolls. Checks that block the way must have a second route (another node, a class aid, a clue). A fallen hero does not rise again during the chapter: the game must survive the loss of a companion.
Rule 4. A chapter must be completable to 100% in a single playthrough
The game computes a completion percentage (encounters, areas, secrets, traps, chests, Relics). If you offer two incompatible choices, completion must remain reachable with one of them. Secrets, chests and Relics are always found with a clue or an action, never with a random die roll. (See "Secrets and Relics", sec. 8.)
Rule 5. Balance is our job
You choose the intent ("easy fight", "serious fight", "climax"), we decide the final numbers with our simulators. Do not invent stats for weapons or armour: describe what you want the object to be (a broken blade that bleeds, a cloak that dulls blows); we assign the values following our reward policy.
Rule 6. The world and the tone are those of the game
The setting is free, but stays in the same genre: adventure fantasy, with dungeons, ruins, forests, cities, mountains, marshes, islands, monasteries, mines; magic, monsters, fantastic peoples, eras close to the Middle Ages. You can invent a world entirely your own, with its own names, religions and peoples. The genre stays the same: no science fiction, no modern firearms, no contemporary settings, no crossovers with other people's brands.
The test to see if you are in the right place: your characters are a Barbarian, a Dwarf, an Elf, a Cleric, a Mage. If a place or scene clashes with them (a Dwarf in front of a spaceship, a Cleric in an office), the setting is too far away.
The tone is that of a dungeon crawler adventure, with mystery and humanity. No gratuitous cruelty, no explicit content, no hate speech. Tension comes from places, choices and characters, not from gruesome scenes. See also sec. 10 (style).

5. The shape of a good chapter
A chapter that works has a rhythm. Our model (checked against the Foundational Campaign):
	Element
	How many
	What it is for

	Nodes on the main path
	9-14
	places to cross

	Optional nodes (secret wing)
	0-6
	discovery for those who explore

	Fights
	3-6 (plus optional ones)
	tension

	Mini-boss
	0-1
	first peak

	Boss / climax
	1 (may be unfought)
	resolution

	Checks (dice rolls)
	1-3
	risk with consequence

	Puzzle
	0-2
	a mental pause with clues

	Traps
	1-2
	tension without a fight

	Secrets
	1-3
	reward for those who observe

	Choices with consequence
	1-2
	making the story yours

	Rest points
	at least 2, one right before the climax
	breathing space and saving

	Dialogue scenes
	2-4
	characters who really speak


Suggested curve: an opening that presents the place and the reason (2 nodes) → a simple first fight → discovery → first rest → development with a fork (a fight or a check) → complication (something changes) → second rest → climax → short epilogue.
Length. A chapter lasts 30-45 minutes. If you overrun, cut: the player's time is worth more than one more room.

6. The building blocks: what you can put in a node
Each node can have, in any reasonable combination, these elements (and nothing else; the complete catalogue is in Appendix 04).
· Place text: 2-5 sentences. What is seen, heard, feared.
· Exits: towards other nodes. An exit may be hidden (revealed by a clue, a search or an action) or conditional (needs a key, a word, something that already happened).
· Fight: one or more enemies. With a narrative goal ("protect the altar"), not just "kill them".
· Check: a dice roll with something at stake. Whoever passes goes on; whoever fails pays a cost (damage, an enemy arriving) or stays blocked until they find another way. A class may pass it without a roll or get an extra die.
· Puzzle: a sequence to put in order (seals, names on gravestones). Answers are deduced from clues found earlier: a puzzle is never a lottery.
· Interaction: an action the player chooses (read an inscription, open a chest, talk to someone, pay, pray, weigh the pros and cons). It may give an object, a fact ("flag"), gold, healing, a rest.
· Search: searching a place. It may give gold, a consumable, a secret passage, a discovered trap.
· Merchant: a node where you buy and sell. Only from our catalogues.
· Dialogue scene: who speaks, in what order, and which optional questions the player may ask (sec. 9).
· Rest / save point: heals, recharges the classes' special ability.
· Victory: final node, with an epilogue.
What does NOT exist (and so cannot be requested): grid combat, weight-based inventories, free magic with tailor-made effects, permanent death of the player, endless branches, minigames not described here, side quests off the map, new classes. If you have an idea that does not fit, say so: we will consider it as a proposal for a future version, without penalising you.

7. Fights: how to think about them
You do not write stats. You write who fights, where and why. For each fight you fill in a row with:
· Narrative role (why it happens, what changes).
· Enemies and numbers (use the bands in Appendix A: minion, standard, elite, boss).
· Intent: Easy (the party licks its wounds), Serious (costs HP and perhaps an ability), Hard (a hero is at risk), Climax (the chapter is decided here).
· Avoidable? A true design masterpiece gives at least one avoidable fight (escape, bribe, talk, use the environment).
· What happens after (a door opens, a clue, an NPC saved).
Golden rules of fights
1. Never more than 4 enemies at once (a boss plus at most 2 minions).
1. Only one real boss per chapter. Mini-bosses are rare.
1. The climax should not just be "an enemy with more HP": give it a condition (protect someone, break a seal, hold out N turns, a weak point to discover).
1. An enemy that "does not matter" (a rat, a dog) is fine for pacing, but never three in a row without a breather.
1. If an enemy speaks, it already has a voice: write three lines that make it memorable.
1. The enemies of Ushkaal and of the canonical cults of the Main Story are not to be used (they are ours): invent your own.
If you need a new creature, fill in the Monster Sheet (in the Form). We place it in the right band or replace it with a similar one.

8. Rewards, secrets and completion
8.1 Gold
Little, and never enough to "buy the ending". Give an order of magnitude per chapter: none / little / moderate. We set the numbers.
8.2 Items
· Story items: keys, letters, seals, maps. They have no stats and cannot be sold. They are the best way to link different chapters and to make a choice weigh.
· Common consumables: draughts, bandages, simple potions. Just say "a minor cure" or "a remedy": we choose which.
· Special equipment: at most one or two per campaign, almost always weapons. Describe the object's character and history. Do not write "+2 attack": the numbers are ours. Rich armour and shields are rare: weapon yes, shield little.
8.3 Secrets and Relics
· A secret is a hidden passage or room.
· A Relic is a small find that tells about the world (a letter, a ring, an incomplete map). It is never required to finish, it gives no stats, and it is always in a place reachable with a clue or an action.
· Ideal: 1 to 3 Relics per chapter, one of which is a reward for those who really explore.
Everything that "counts" for completion (encounters, areas, secrets, traps, chests, Relics) must be listed in the Form.
8.4 Traps
Each trap has: where it is, a clue (cracks, smell, dust), the effect, and who can notice it (the Dwarf has a special nose for traps; we tune the exact outcome). A trap is a danger of a few HP, not a sentence: do not design it to kill a hero (we set the exact damage).

9. Dialogue and scenes
Dialogue is the heart of your author's voice.
· A scene = a few exchanges. 4-10 lines; each line short. The player reads them one at a time.
· Who speaks: a hero, an NPC or the narrator.
· Narration and gestures in italics; only spoken lines in regular type. (A style rule of the game.)
· Optional questions: after a scene the player may ask 1-3 questions. They are deepening: no question changes the canon, none is needed to finish, none gives gold or healing.
· Every opening starts from the place or the situation, never from a line of dialogue without context.
· Every hero must say something in their own style. If everyone speaks the same way, the scene must be rewritten.
What to avoid: infodump (the story explained aloud), three lines in a row from the same character, dialogue that repeats what the node text has already said.

10. Game style (writing checklist)
· Short sentences. The text is read on screen between one choice and the next.
· Concrete before abstract: the mould on the stone, not "a sense of ruin".
· No contrastive negations in prose ("not X, but Y"): use affirmations. At most one negation per text.
· No long dashes (—) in playable text.
· Names: pronounceable, with different initials (do not put Kara and Kira together).
· Repetitions: if a technical term or a name appears twice in two lines, change one of them.
· No quotations of brands, songs or other people's works.
· Evil has a recognisable logic. The best villains want something we can understand.
· Choices have no obvious "right answer". Each path must cost or give something different.

11. Images and music
We produce the images. You help us with a visual wish list: 3-6 key images per chapter. For each, write what is seen (place, light, characters, mood). Do not send final images; if you have references, attach them as inspiration and state the source.
Technical notes (so you understand how we use them): landscape 3:2 illustrations that accompany the place text; portraits of NPCs for dialogues; a chapter cover. You do not need to know this to fill in the Form: just describe.
Music. You may indicate, for each chapter, the sound mood (tension, mystery, melancholy, battle, calm). We choose the tracks.

12. The most common mistakes (learn from those before you)
1. Too many nodes. A chapter of 25 places, none memorable. Better 12 that stay with you.
1. The boss as a wall of HP. Add a condition to the climax.
1. Fake choices. Two doors that lead to the same room. Make choices weigh, even small ones.
1. The mandatory secret. If it is needed to finish, it is not a secret: put it on the path.
1. A forgotten hero. If the Mage has nothing to do for the whole chapter, rewrite it.
1. The explained ending. Leave one small open question, not a summary.
1. Slipping tone. If chapter 1 is adventure and chapter 3 is psychological horror, the game loses its thread.
1. No breathing space. Three fights in a row are a chore, not a rhythm.
1. A room far from the thread. Every place must have a reason: what does it say about the story?
1. The unreadable document. If it takes an hour to understand your Form, the reader gets tired. Clarity wins.

13. Your suggested work plan
	Week
	What you do

	1
	Idea in two sentences. Heroes, place, conflict, ending. Write the Pitch

	2-3
	(after the go-ahead) Draw the node map of each chapter on a sheet

	3-4
	For each node: name and 2-5 sentences. Fights and checks with intent

	5
	Dialogue and scenes. Secrets, Relics, story items

	6
	Flags and consequences. Check with the list below

	7
	Read every scene aloud. Cut 20%

	8
	Submit


14. Final checklist before submitting
· Every node has a name, a text and its exits.
· There is one starting node and at least one victory node.
· Every place can be reached from the start.
· No blocking check without a second way.
· At least two rest points, one before the climax.
· Every chosen class has at least one moment where it matters.
· The chapter can be completed to 100% in a single playthrough.
· No Relic or secret depends on a random roll.
· No mechanic outside the catalogue.
· Weapon and armour stats are not invented.
· Dialogue follows the rule narration in italics, speech in regular type.
· No character, place or text owned by others.
· I have declared whether I used AI tools.
· I am at least 18 and have read the Rules (05).
· I have copied the Declaration at the end of the Form, including the Specific Approval with the second signature.
· If there are co-authors, each has signed.
If you are unsure about a mechanic, ask at campagne@dungeonlegacy.app: answering now costs less than rewriting later.
Good luck.
