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1. Entrance: The cave entrance comes to an end at a huge set of double iron doors that stand 10 feet tall.  On the door there are symbols for evil, protection, and for intruders to keep out.  A lock on the great set of doors appears obviously broken. 


Notes:


Monsters:


Traps:


Treasure:
2. Mosaic Room: The huge double doors open to a large excavated cave.  11 wooden 8 foot doors line the cave sides, each with a carved symbol: (a) lion, (b) water, (c) tree, (d) skull, (e) candle, (f) staff, (g) shield, (h) deer, (i) fire, (j) wizard, (k) ancient rune.  The floor is covered by a multi-colored mosaic swirl design.  Arms of the mosaic swirl lead to each door within the cave.


Notes:


Monsters:


Traps:


Treasure:

3. Guest Rooms: Each room contains a simple bed, table, chair, and chamber pot.


Notes:


Monsters:


Traps:


Treasure:
4. Fancy Room: This room is similar to the guest rooms but is more elegant to service lords or nobles.  A fancy four post bed, elaborate wooden table for four, and a large mirrored wardrobe are placed about the room.  The ceiling is a painted fresco of a lovely garden with half nude women tending to the plants.  The rug on the floor is an elaborate abstract design that brings the room together.


Notes:


Monsters:


Traps:


Treasure:
5. Dining Area: A long table with a dozen wood carved chairs line the room.  Large colorful banners line the long room on all walls.


Notes:


Monsters:


Traps:


Treasure:
6. Food Storage: A simple food storage area with shelves and various sacks with grain.


Notes:


Monsters:


Traps:


Treasure:
7. Kitchen: A simple kitchen build from wooden shelves with a large fir pit in the center for cooking.


Notes:


Monsters:


Traps:


Treasure:
8. Artistic Halls: Lined within all the halls of this section are hand carved and painted frescos.  Each design depicts a different story depending on which hall is viewed.  The frescos show parts of a story that involves the same person in each one doing different things, from slaying beasts to reading books.  Some scenes are dark and dreary, others of happiness and joy.


Notes:


Monsters:


Traps:


Treasure:
9. 1st Library: Despite the size of the room it is crammed with shelves to the ceiling.  Each shelf contains books on various subjects.  An old musty smell permeates the room.


Notes:


Monsters:


Traps:


Treasure:
10. 1st Lab: Stained benches are slid against each wall of the room.  Various shelves above the benches contain bottles of all shapes and sizes.  Each bottle contains items as strange and unique as any wizard has seen, from feathers, to rocks, to sticky substances.


Notes:


Monsters:


Traps:


Treasure:
11. Glyph Room: The first thing one notices is the large magic circle in the center of the room.  It contains more runes that a normal circle would (wizards would realize this).  On the walls are scribed various glyphs in different kinds of hand writing as if several beings wrote the glyphs.  Small portions of the walls are stained with blood that apparently spattered there. 

Notes:


Monsters:


Traps:


Treasure:
12. Mirror Mirror: A single large mirror is mounted against the back call across from the door.  It covers then entire back wall.  There are other thin rectangular shaped items against the wall of the room covered by brown cloth sheets.


Notes:


Monsters:


Traps:


Treasure:
13. Tomb: This elaborate room is filled with various pottery, paintings, weapons, gems, gold, and a single sarcophagus in the center of the room.  All the treasures within the room are worthless although they appear otherwise.


Notes:


Monsters:


Traps:


Treasure:
14. Fresco Wall: The west wall of this 30’x20’ room contains a wonderfully painted fresco of primitive men from an ancient culture.  Each man in the fresco looks directly at the east wall or north door.  Each person holds a spear, dart blower, bow an arrow, or throwing ax as if they are attacking those that enter the room.  The east wall is slightly rough and unfinished and contains over 100 small holes that are hard to see.


Notes:


Monsters:


Traps:


Treasure:
15. Fresco Wall: The door to this room is unique from all the others in the lower parts.  It is made of strong oak with a large complex lock on the door.  3 gold pieces can be seen partially peeking out from the bottom of the door.  No light emits from underneath the door.


Notes:


Monsters:


Traps:


Treasure:

16. Sculpture: Once again the “story of the halls” continue within this area.  This fresco in particular is of amazing detail depicting over 200 various creatures, animals, and demons along all sides of the stone room.  A large finely carved stone statue of a warrior is kneeling at the south end of the room holding a large silver tipped wooden spear.


Notes:


Monsters:


Traps:


Treasure:
17. Storage: The door to this room has a carved circle at eye level with 10 various symbols of no apparent meaning.  Within the room various barrels and sacks line all the walls but the east one.  On the east wall 3 chests of similar shape and size lie locked and immobile from where they are.


Notes:


Monsters:


Traps:


Treasure:
18. Main Chamber: A large bed (or sarcophagus) is within the center of the room.  A 6 foot wide wardrobe lies on the south wall.  3 round ceramic vessels 3 ‘ tall are in each corner of the room except by the north east door.  Various large animal fur rugs cover most of the floor of the room.  Book shelves line the north and south walls.


Notes:


Monsters:


Traps:


Treasure:
19. The Retreat: A large swirl tiled room leads to a 5’ magic circle in the center of the area.  The tiles are composed of 5 different colors leading all up to the circle.  Burn marks line the outer edges of the magic circle.  The walls are carved with various simple figures and creatures performing different non-violent acts.


Notes:


Monsters:


Traps:


Treasure:
20. Secret Room: Within the north and south areas of the 10’x30’ area there are various vials and bottles that line the walls.  In the north end of the area a 6 inch keyhole is placed half way up the wall.  


Notes:


Monsters:


Traps:


Treasure:
21. Bottomless Pit: The walls of this hallway are bare and unremarkable.  A cold draft chills the feet of those who enter.  At the end of the hall is a large 8 foot pit leading into darkness.  The pit is over 1000 feet in depth ending in chilling water from an underground river.


Notes:


Monsters:


Traps:


Treasure:
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