Tetromino Template Dungeon
Not all dungeons are caves, we’ll need locations to explore that were built intelligent creatures.  But how do you randomly generate something that seems built for a purpose?  One way we can do it is if we assume a culture makes dungeons that always have certain parts, then we randomize the placement of those parts.  This means every dungeon will be different, but with recognizable parts.  And that’s nice, because then players can learn to recognize those parts  "Wait, this looks to be a Dwarven outpost, they almost always have a secret gem room."  Or "These Dwarven outposts tend to have smelting rooms with chimneys, so we might find a small but definite exit to the surface there."
Tetromino Room Shapes
By using tetromino shapes we can have the different rooms fit together in more interesting ways than just blocks of squares.  This also obscures the fact that it’s the same type of dungeon to players, at least at first, until they start exploring and recognizing things.

Five Rooms Types
There are five distinct tetromino shapes so we need to come up with five different rooms that these types of dungeons would always have.  This will take some work, but once you have it figured out you can use it over and over.  The rooms will vary depending on the culture and the use the structure was put to.  Let’s take a classic Dwarven culture and assume they build outposts that check the suitability of a location for settlement by spending a few years mining ores.  This type of dungeon would need: 

1. Entrance

2. Sleeping quarters (Barracks)

3. Food Source (Fish Ponds)

4. Storage

5. Workshop (Forge)

6. Vault

To make things easier on us I’ve added an entrance as a sixth room so we can choose from these rooms with a six sided die.  Even though there are only 5 tetromino types, we can duplicate one for the entrance.

Drawing Rooms on the Shapes
Now we need to choose which room type fits best with which tetromino shape.

Placing Rooms
Roll a six sider to pick a room and then roll a 4 sider to pick its alignment.

