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1. Entrance: Buried by heavy vegetation in the corner of the mountain lies an opening to a cave system.  A faint musty smell pours out from the opening of the cave.


Notes:


Monsters:


Traps:


Treasure:
2. Storage Area: A portion of this area has been carved out by hand.  The large opening and the tunnels, as far as the eye can see, are supported by wooden posts.  In this dug out section there are dozens of crates, boxes, and barrels.  A smell of wine permeates one’s nose.


Notes:


Monsters:


Traps:


Treasure:

3. Grand Hall: Two very long tables and an assortment of chairs occupy this area.  A large fire pit with assorted cooking instruments lies on the far wall.  Dozens of pots and pans are hung on the far wall as well.


Notes:


Monsters:


Traps:


Treasure:
4. Bottomless Pit: A 5’ tall formation of clay resembling a 15’ wide volcano lies in the center of this cave.  The opening is dark and feint echoes can be heard within its opening as if it has no end.  It doesn’t take a druid to realize this was built and not naturally occurring clay structure.


Notes:


Monsters:


Traps:


Treasure:
5. Mining Shaft: Along this tunnel the walls are dug out in horizontal and vertical groves, occasionally some of the rock glitters or shines in the darkness.  Several picks and shovels are found on the floor.


Notes:


Monsters:


Traps:


Treasure:
6. Mining Shaft: Along this tunnel the walls are dug out in horizontal and vertical groves, occasionally some of the rock glitters or shines in the darkness.  Several picks and shovels are found on the floor.


Notes:


Monsters:


Traps:


Treasure:
7. Mining Shaft: Along this tunnel the walls are dug out in horizontal and vertical groves, occasionally some of the rock glitters or shines in the darkness.  Several picks and shovels are found on the floor.


Notes:


Monsters:


Traps:


Treasure:
8. Mining Shaft: Along this tunnel the walls are dug out in horizontal and vertical groves, occasionally some of the rock glitters or shines in the darkness.  Several picks and shovels are found on the floor.


Notes:


Monsters:


Traps:


Treasure:
9. Mining Shaft: Along this tunnel the walls are dug out in horizontal and vertical groves, occasionally some of the rock glitters or shines in the darkness.  Several picks and shovels are found on the floor.


Notes:


Monsters:


Traps:


Treasure:
10. Mining Shaft: Along this tunnel the walls are dug out in horizontal and vertical groves, occasionally some of the rock glitters or shines in the darkness.  Several picks and shovels are found on the floor.


Notes:


Monsters:


Traps:


Treasure:
11. Drop Off Cliff: This tunnel expands to a huge cave that expands for hundreds of feet.  There is only a small 30’x 30’ ledge extending from the tight tunnel path.  Beyond the ledge is a drop of at least 100’.  Strange moss glows everywhere in expanse of the cave. (explain opening here, underdark, underground sea, underground forest, city, etc.)


Notes:


Monsters:


Traps:


Treasure:
12. Mining Shaft: Along this tunnel the walls are dug out in horizontal and vertical groves, occasionally some of the rock glitters or shines in the darkness.  Several picks and shovels are found on the floor.


Notes:


Monsters:


Traps:


Treasure:
13. Storage Area: A portion of this area has been carved out by hand.  The large opening and the tunnels, as far as the eye can see, are supported by wooden posts.  In this dug out section there are dozens of crates, boxes, and barrels.  A smell of wine permeates one’s nose.


Notes:


Monsters:


Traps:


Treasure:
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