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ALL MAPS ILLUSTRATED BY
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GraPHIC DESIGN
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Sue Cook, for asking for some original maps for the website.
Martin Durham, for making this product actually happen.

Julia Martin, for her excellent support, enthusiasm, and encouragement always.

Dawn Murin, for keeping it real.
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CAVERN PorT

THT\‘ PORT WAS CREATED BY BLASTING AN
, . \ ENTRANCE INTO AN ANCIENT LIMESTONE
* CAVERN !
ENTRANCE
OTHER WONDROUS FORMS. SHIPS UNLOAD

CAVERN GILDED WITH GIANT STALACTITES AND

N

STALACTITES \ . = =
~ LOADING DOCK PROVISIONS ONTO SMALL RAILCARS WHICH

THEN LEAD 300 FEET INTO THE MOUNTAIN
WHERE THE SHAFT LEADING TO MINEHEAD #1
BEGINS.

OFFICE

&¥

b o SFEEETTEES.
:;..--.-uun-‘:ut-n.--a-- Ity

o

SUPPLY RAILS
ELEVATOR TO

MINEHEAD #1

MAP NOT TO SCALE CREATED AND DraAWN By Topp GAMBLE, CARTOGRAPHER
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Inhabitants nestled within
the strong
roots of the giant banyon-redwood.
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. main room
3. bedroom #1

. bedroom #2
5. shared storage

and pantry

. main room

. banquet room

. study

. bedroom #3

. bedroom #4
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over the Czithcr‘im River

Merchants Row is a welcome sight for weary travelers,
for here one can purchase most anything, including the
secrets of the subterrancan kingdom.

Merchants Row

Porteullis

Cntrance %

Dasb oe Lcadmcr
and Qver

The “Great Arch” of the “Great Petrified Worm” forms a natural
bridgc over the deep waters of the Catherine River. The tunnels
within the arch are the result of the petrification of the worm’s
digcsti\'c system. Very little modification was needed to
create a wide and safe enough passage for the many travelers,

traders and w agons that pass through this bridge.
o o
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GRrAND GATE AND TOWERS

THE ISLAND’S ONLY ENTRANCE FROM THE SEA

IS THROUGH THESE GATES. T HE TOWERS ARE
MANUALLY OPERATED BY A CRANKSHAFT AND
WORM GEAR MECHANISM.

CRANKSHAFT AND
FLYWHEEL

GATE HAS GEAR ROLLERS
COGS ON BOTH SIDES

e g WHICH ALIGN WITH
INTERIOR GEARS
e. N
7
SIMPLE CUTAWAY VIEW OF ONE OF TWO TOWERS ’
<

LeveL ONE
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Artesian Lake at a glance

~ profile

plan view /interiot

A ﬁé;wa/gr(“?;ewzzy

(artesian lake)

A. Artesian Lake

B. Main Treasury Chz 1mbe

C. Source of Water ,

D. Secret Escape Passage

E. Private Storage Chamber

F. Historical Records and Items
G. Dwellings Near the Lake
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SHAFT HoirsT
1\/ ELEVATOR LOWERS AND RAISES
GRADE AND SORTING Room \ PROVISIONS, DIAMONDS AND LEAD
DIAMONDS ARE DEPOSITED " INGOTS TO CAVERN PORT
IN THESE BINS AND SORTED

\_

\ |  BY THEIR QUALITY
‘\

STORAGE

ELEVATOR SHAFT

MINEHEAD #1

THIS MINE SHAFT IS THE MORE IMPORTANT

OF THE TWO SHAFTS. SLAVE LABOR IS LOWERED

\. AND SHUTTLED TO VARIOUS WOLF HOLES TO DIG
3 FOR RAW DIAMONDS.

Topp GaMBLE, CARTOGRAPHER

MAP NOT TO SCALE
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A. Waterfall
B. Main Corridor
(caryvings on walls)

2 i
C. Alcoves with Shrines/Offerings §
X\\“ AN

D. Sanctuary with Statue
E. False Corridor

F. Corridor Leading to Plateau N
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MAP NOT TO SCALE

AToLL OF FAILURE

WHERE THE INSANE
AND DYING SPEND THEIR

LAST DAYS IN ABANDONMENT.

Deap CoraL REEF

ISsLAND HAS NO ACCESS EXCEPT

THROUGH THE ARCH OF ENTRY

BECAUSE OF THE SURROUNDING
DEAD CORAL REEF.

ArcH oF ENTRY
SHIPS MUST ENTER
THROUGH THE

DEEP WATERS

’ UNDER
THE ARCHES

AND HUG THE
CLIFFSIDE TO MAKE
'HEIR WAY TO THE
CALM WATERS BEYOND
THE GATE TOWERS.
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LimesToNE CAVERN

MINEHEAD #1
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FaciLiTies
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(over and view looking north)

Giant Totem
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A. Artesian Lake (underwater treasury)
B. Giant Banyon-Redwoods (inhabited)
C.Trout Ponds (artesian lake runoff)

D: Crops and irrigation canals

E. Fruit Orchards

E. Mountain Cat Temple and Waterfall
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MAP NOT TO SCALE

WiNDMILL/PUMPHOUSE
THI{ WINDMILL GENERATES A MODERATE
AMOUNT OF ELECTRICITY BUT MOST IMPORTANTLY,
ITIS USED TO PUMP OUT FLOODED MINE SHAFTS AND
BRING FRESH WATER UP FROM THE SPRINGS
WITHIN THE LIMESTONE.

OPERATOR’S
QUARTERS

ENTRANCE LEVEL
TO CONTROL ROOM
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Mine €levator
- from level 4 Abandoned Mine Cart Tracks

Mine €le a‘gc?m
to level 6

o,

All of the salt deposits are found outside of the Great Petrified Worm
area. The local story is that the salt is what killed the great worm
moments before the cataclysmic mud flow from the last large eruption
of Mount Charles. Level 5 is no longer used for mining and is
primarily used only for storing large piles of salt. Beware, there are
very old, salt-encrusted crates containing explosives lying around the

mines that are cxta't‘mcly unstable.

Samble, Cartographer. @
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Explore mysterious towers, foreboding
temples, hidden coves, treacherous dungeons,

and other intriguing locations with the aid of the
thirty-two full-color maps tucked inside this protective pocket
folder. Whether you use them as inspiration for creating new
adventures, for handy reference during your game, or as
detailed handouts to capture your players’ imagination, each
map offers the promise of adventure, the threat of danger,
and the allure of reward.

Originally developed for the Map-a-Week feature on the
official D&D® website, these maps are the first in a new
series of materials created to help you add flavor and
functionality to your D&D game.
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