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Exploring the Classic Adventure: Dungeons & Dragons Dungeon Module T1 
– The Village of Hommlet

For many tabletop role �playing enthusiasts, the first official adventure that introduces the world of Dungeons & 

Dragons is a rite of passage. Dungeons & Dragons Dungeon Module T1 – The Village of Hommlet holds a

special place in the hearts of players, game masters, and collectors alike. Released in 1979 as part of the early 4th

edition of the game, this module was designed by Gary Gygax and Dave Arneson, the founders of D&D. It offers a

compact yet richly detailed setting that can be played in a single session or expanded into a longer campaign. This

article delves deep into the module’s background, gameplay mechanics, key locations, and why it remains a

beloved classic for both new and veteran players.
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1. Historical Context and Publication Background

The Village of Hommlet, catalogued as T1in the original D&D module numbering system, was part of the early “T”

series—short for “Town” modules. These adventures were specifically designed for low �level characters (levels 1–3)

and focused on small, self �contained towns or villages that could be explored within a few hours. The module was

printed in 1979 by TSR, the original publisher of Dungeons & Dragons, and distributed as a 48 �page booklet

accompanied by a map sheet.

In the late 1970s, the role �playing community was still in its infancy. The designers aimed to provide a clear,

straightforward structure that would help novice game masters run sessions without extensive preparation. T1’s

concise layout, combined with vivid descriptions, made it an ideal starting point for many groups. Over the years, it

has been reprinted and adapted for newer editions, ensuring that it remains accessible to contemporary players.

2. Getting Started: Preparing the Game

2.1 Character Creation

While the module itself does not prescribe specific races or classes, it is tailored for characters of levels 1–3.



Common choices include:

•  Human Fighter or Rogue

•  Elf Wizard or Cleric

•  Dwarf Barbarian or Paladin

•  Halfling Bard or Ranger

Encourage players to create characters with skills that complement each other—combat prowess, spellcasting

versatility, and social interaction abilities will all prove useful in the village setting.

2.2 Essential Materials

Before the first session, gather the following:

•  The original T1 The Village of Hommlet module booklet

•  A printed town map (often included in the module)

•  Character sheets, dice, pencils, and tokens or miniatures

•  Optional: A digital tablet or laptop for quick reference

2.3 Session Planning

Unlike sprawling epics, this module is designed for a single gaming session. Allocate roughly 3–4 hours for play,

allowing time for exploration, role �playing, and combat. A typical structure might look like:

1.  Introduction to Hommlet (10–15 minutes)

2.  Investigation and gathering clues (30–45 minutes)

3.  Encounter sequences (2–3 rounds of combat)

4.  Resolution and wrap �up (15–20 minutes)

3. Adventure Overview

The Village of Hommlet is a quaint, agrarian community located in a fertile valley. The adventure begins when the

party arrives at the village, drawn by rumors of strange happenings and an unseasonal chill in the air. The village’s

peace is threatened by a series of unsettling events—missing livestock, odd footprints, and whispered tales of a

hidden menace lurking beneath the earth.

As the players investigate, they uncover that a subterranean cavern system houses a dormant creature that has

begun to stir. Their goal is to explore the depths, confront the threat, and restore order to Hommlet. The module

blends classic dungeon crawling with investigative role �playing, making it a well �rounded experience for new players.

4. The Village of Hommlet: Key Locations

4.1 The Village Square

The central hub of Hommlet, featuring a well, a fountain, and a notice board. Here players can gather rumors,

purchase supplies, and meet key NPCs.

4.2 The Inn: “The Laughing Llama”

A cozy, rustic establishment where villagers share stories. The innkeeper, a jovial halfling named Pip, offers

valuable information and a safe place to rest.

4.3 The Blacksmith’s Forge

Run by a gruff dwarf named Thrain, the forge is where players can acquire weapons or repair equipment. Thrain

may also provide hints about the village’s recent troubles.



4.4 The Old Mill

Once a bustling mill, now abandoned. It’s the first hint of something sinister beneath the village. Strange noises are

heard from within.

4.5 The Subterranean Caverns

Below the Old Mill lies a network of tunnels and caverns. Here, the adventure truly unfolds, featuring traps, puzzles,

and the final confrontation with the lurking creature.

5. Combat and Non �Combat Encounters

5.1 Non �Combat: Gathering Clues

Players can interrogate villagers, search the mill, and decode cryptic messages left by earlier adventurers. These

encounters rely on skill checks such as Investigation, Insight, and Perception.

5.2 Combat: The First Patrol

In the lower levels of the cavern, the party encounters a small group of goblins. This provides a low �stakes combat

scenario to warm up the players.

5.3 Combat: The Final Confrontation

At the heart of the cavern lies a dormant Stone Golemawakened by the party’s presence. Defeating it requires

strategic use of the environment, spells, and teamwork.

5.4 Optional Encounters

For groups seeking more depth, the module includes optional encounters such as:

•  A hidden library containing ancient scrolls

•  A puzzle that opens a secret chamber

•  Friendly spirits that offer guidance

6. Non �Player Characters (NPCs)

6.1 Pip the Innkeeper

Pip is a cheerful halfling who knows the village’s gossip. He can provide the party with rumors about recent

livestock disappearances and a map to the Old Mill.

6.2 Thrain the Blacksmith

Thrain is a stout dwarf with a love for metalwork. He offers to repair weapons for a fee and may reveal a hidden

passage in the forge that leads to the cavern.

6.3 Old Farmer Jeb

A seasoned farmer who noticed strange footprints around his barn. He warns the party about the danger lurking

below and offers to help them navigate the village’s outskirts.

6.4 The Village Elder

The elder is a wise, elderly woman who has seen many seasons. She can provide a blessing or a spell scroll to aid

the party.

7. Tactical Tips for the Game Master



7.1 Use the Environment

Encourage players to interact with the surroundings—climb the mill’s beams, manipulate the stone pillars, or use

the water from the well to create a distraction.

7.2 Vary Encounter Difficulty

Balance the challenge by adjusting the number of enemies or the complexity of puzzles. Keep the early encounters

manageable to build confidence before the final showdown.

7.3 Keep the Narrative Flow

Use descriptive language to immerse players in Hommlet’s atmosphere. Mention the scent of fresh bread, the

sound of a distant bell, or the chill that creeps through the night.

7.4 Encourage Role �Playing

Give NPCs distinct personalities and motives. Let players negotiate, barter, or even threaten to gain information.

8. Player Tips and Strategies

8.1 Build a Balanced Party

Ensure that the group has at least one strong front �liner, a reliable healer, and a character capable of casting

area �of �effect spells.

8.2 Prepare for the Stone Golem

Gathering information about the golem’s weaknesses can be crucial. Look for environmental clues—perhaps the

golem is vulnerable to fire or can be immobilized by a water source.

8.3 Manage Resources

Encourage players to use limited resources wisely. For example, saving a powerful spell for the final encounter can

be a game �changer.

8.4 Embrace Creativity

Think outside the box—players can use improvised weapons, negotiate with enemies, or create distractions. The

module rewards inventive solutions.

9. Legacy and Modern Adaptations

Over the past four decades, The Village of Hommlet has inspired countless fan creations, homebrew expansions,

and adaptations for newer editions. Some notable adaptations include:

•  5th Edition Conversion – A community �driven effort to update the module’s mechanics for the latest D&D 

ruleset.

•  Digital Map Packs – High �resolution PDFs available on platforms like DriveThruRPG.

•  Video Walkthroughs – YouTube channels featuring live playthroughs and analysis.

•  Fan �Made Art and Miniatures – Custom artwork that captures the village’s rustic charm.

These modern versions preserve the original charm while offering updated mechanics, making the adventure

accessible to new players who may not have the original 1979 module.

10. Conclusion

The 



Dungeons & Dragons Dungeon Module T1 – The Village of Hommlet remains a timeless introduction to

the world of fantasy role �playing. Its blend of atmospheric storytelling, strategic combat, and investigative intrigue

offers a balanced experience that can be enjoyed by both novices and seasoned players alike. Whether you’re a

game master looking for a straightforward, engaging session or a player eager to explore a classic setting,

Hommlet provides a rich canvas for creativity and adventure. Dive into the village, uncover its secrets, and let the

echoes of the past guide your journey through this beloved module.
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