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Drudge: a person who has to work hard at boring 
and unpleasant tasks and who is not respected by 
other people.  

The Cambridge English Dictionary 
 
In the world of dungeons, there are masters, 
there are minions, there are monsters, and 
there are adventurers.  
 
But there is also an ignored legion of janitors, 
maintenance workers, beast handlers, cavern 
decorators, and scullions. These drudges are 
called upon to keep the hall torches sputtering, 
the doors creaking, the traps springing, and 
the skeletons rattling . . . not to mention 
cleaning up after all those fireball explosions, 
acid splashes, and bloody sword battles that are 
constantly fouling up the master’s lair.  
 
Dungeons and Drudges is a darkly humorous 
look at an unseen, unheralded working class. 
The game is about the absurd demands placed 
upon these laborers, the surreal work 
environments they face, and their heroic 
struggles to earn respect.  

  
All images published courtesy of CCO licensing by 
Pixabay, Libreshot, Max Pixel, and Pexels. 

  
Players:Players:  You need 2-7 players. One will 
take on the role of the master, and the others 
will become the dungeon drudges. 
 

Duration:Duration:  approximately 2 hours 
 

RequirementsRequirements 
● A timer. 
● Pens and paper. Players will want these to 

keep track of names, details, tasks, 
revelations, grievances, and grudges. 

 

 
● 3 x 5 cards. You need the same number of 

cards as there are players. On one side of 
one card, write the number 1. On the next 
card, write the number 2. Repeat until the 
cards are all numbered. Shuffle this deck.  

● For the play space, you need one or more 
rooms. It is best if the room has random 
mundane objects that  can be safely tapped 
as improvised props. Outdoor spaces can 
also be used. The game can be situated in a 
single location, or it can move to different 
places during the session. 
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SafetySafety    
Be respectful of property. Do not do anything 
that would harm the environments, locations, 
or non-disposable objects you come across.  
 
The game aims for a grotesquely comical tone. 
The power dynamics of  the master-drudge 
relationship are completely out of whack. 
However, in the cavernous recesses of her 
mind, the master realizes that the custodial 
work of the dungeon must be done by 
someone: If the drudges quit, revolt, or are 
otherwise eliminated, the master may have to 
do those menial jobs herself, and she doesn’t 
want that to happen! The master may 
threaten, rebuke, penalize, and insult the 
drudges, but any violence in the game is 
strictly limited to descriptions of actions 
occurring “off stage.”  

 
Physical contact 
between players 
should be 
non-existent or 
minimal. If the 
game play creates a 
situation that is in 
any way unsafe for 
a player, call “cut” 
and rewind. Safety 
is everyone’s 
responsibility. 

  

How to playHow to play    
Dungeons and Drudges recounts the rise and fall 
of a relationship between a group of dungeon 
workers and their master. At the start of the 
game, decide who will play the master. 
 
During the game, use the environment 
creatively:  Players have the power to define 
the imagined universe through their words and 
actions. A simple chair can be used as a throne 
in one scene, a magic-driven vacuum cleaner in 
another, and a seething cauldron in another.  
 
If no prop is conveniently at hand, players can 
pantomime and use their dialogue to describe 
what they are holding or what they can see 
around themselves. If, for example, one player 
says that we are in a giant crypt filled with 
coffins, then we should all act with that as an 
established fact for the scene. 
 
Details about the characters and facts about 
the world will emerge over the course of the 
game. Initially, you will have many questions 
about who your character is, your relationship 
to other characters, and the nature of the 
dungeon.  
 
Don’t let this uncertainty or ambiguity worry 
you: All the players will have ample 
opportunities to fill in details in the process of 
working through the scenes. 

  

Who’s your master?Who’s your master?  
At the start of the game, collectively decide 
upon the nature of the master, a name, the 
setting of the master’s domicile, and the basic 
architecture. If this is your first encounter 
with Dungeons and Drudges, you might consider 
an archetypal set-up such as: 
 
● An evil magician (Sabrina the Mauve) 

living in a large stone tower located in a 
mysterious swamp; 

● A mad scientist (Doctor Electroplasm) 
living in a vast laboratory located outside a 
booming 
metropolis; 

● A vampire queen 
(Vladina the 
Insidious) living 
in a decaying 
castle in the 
Romanian 
mountains; 

● A ghoul 
(Whisthorn) 
hoarding 
treasure within a 
network of 
barrow mounds; 

● A giant king (Grockle) living in a 
sprawling underground cave complex in 
the barren northern hills. 

 
 

  

 




