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Isn't it about time your players
faced something new?

Quorakons
Exclusive to 6d6 Miniatures
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Rumours
Gather Information checks will reveal one of the
following
DC10 The town guard are warning people of

orcs on horseback roaming the lands
southeast of town.

DC12 Travellers from the east have heard
that there was a gold strike in an old
dwarven mine in the area.

DC18 A drunken old dwarf has been saying
that the Hurd Loch mine is cursed and
haunted by the ghosts of dead dwarven
miners.

Hazard Summary
Day One
Random Encounters (d20)
1-4 As the PCs travel through the grassy

landscape they will be suddenly
confronted by 1d6+1 robbers who
emerge from the long grass,
brandishing crossbows, with weeds
tied to their hats and clothes. "Your
money or your life!" the robbers will
demand.

5-8 On a small hill a few miles in the
distance, the PCs will see a lone orc on
a horse watching them. The orc is from
a large, unseen, war party many miles
away. The scout will simply observe
the PCs unless they ride in his
direction, in which case he will ride off
and lead the PCs away from the war
party.

9-12 The PCs will come across a party of
half-a-dozen soldiers who have come
out to the wilds on their off day to hunt
orcs. They will inform the PCs that the
local Fighters Guild has offered a
reward for orc scalps and they will ask
if any have been spotted recently.

13-15 A party of 1d6+4 Orc (Scouts) has
discovered the party's trail. The orcs

Gather
Information

DC 15
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will track the PCs and attempt to
ambush them when they stop to rest or
set up camp.

16-17 The PCs will come across a Party of
three squabbling merchants who
ventured off the caravan trail in search
of valuable herbs that can be found in
the area. The merchants are fighting
because their cart has a broken wheel
and they are blaming each other for the
misfortune. They will ask the PCs for
help and reward them with herbal
healing potions (2d4 potions, Heal
1d6+1).

18-20 The PCs crest a small hill and in a
shallow valley below them they see a
large warband of (2d10+30) orcs on
horseback. The orcs are using the
terrain to screen their movements to
the south from patrols of soldiers and
will not see the PCs unless they attack.

Day Two
Hippogriffs x2

Survival
DC 12

Search
DC 12

Spot
DC 20
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1. Animal Pen

2. Warehouse

25' Contour

20'

1.2.
3.

4.

5.
Survival

DC 16 / 20
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3. Longhouses

4. Main House

5. Mine Carts and Cave Mouth
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Climb
DC 12
Reflex
DC 18

Falling Down The Shaft
If a character falls whilst descending they
take damage depending on which Climb
check they failed.

1st 10d6
2nd 8d6
3rd 6d6
4th 4d6
5th 2d6

A falling character may hit other characters
on the way down. A kind GM might allow the
other characters a chance to grab hold of
their comrade with Reflex check. An unkind
GM might require the characters to make a
Strength check to avoid being knocked down
the shaft as well.

Climb
DC 18

Strength
DC 24
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Strength,
Profession(Miner)

DC 16
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Read Dwarven
DC 20
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Spot
DC 15

Cavern Encounters
The cavern is large and dangerous with various
hazards, pits and even a few creatures. Roll 1d6
for each hour of travelling. A 1 indicates a random
encounter. Use each encounter only once.
d20
1-3 A Dire Weasel is stalking the PCs and

will attack anyone that trails behind
the group or goes off alone.

4-7 As the PCs walk down an ancient path
near the edge of a shallow pit, their
footing suddenly gives way and each
must make a DC18 Balance or Reflex
check to avoid sliding into the pit along
with several loose stones. Those who
fail take 2d6 damage from the fall.

8-10 From the corner of their eyes the PCs
notice a flicker of dark movement and
hear the sound of picks and shovels
against hard rock. If they investigate,
the PCs will find 13 ghosts of dwarven
miners toiling away in a dark corner of
the cavern. The ghosts will disappear if
attacked or threatened, but may offer
vague clues to their cursed existence if
asked. Each ghost was cursed by their
greed and is now seeking honest riches
instead of the Devil's Gold. If pressed for
more information they disappear and
reappear elsewhere in the mine.

11-12 The PCs are following a path through
the cavern when they come to the edge
of a crumbling stone bridge that crosses
a 20' wide, bottomless, chasm. The
bridge looks unsafe, but a DC 12
Knowledge (Architecture/Engineering)
skill check will allow the party to find a
sturdy path across. If the check fails or
is not made, each PC must roll a d20
with a roll of 1 resulting in the
stonework crumbing under their feet. A
DC 12 Reflex save lets them throw
themselves clear and land on a ledge 20
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feet down, taking 1d6 damage. A DC 20
Climb check is needed to make it back
up the crumbling cliff to safety.

13-15 The PCs round a bend and find the
ground in front of them littered with
bones. Some of the bones are vaguely
humanoid, but none are
distinguishable. A DC 12 Spot check
will notice the 1' diameter tunnels in
the walls and floor just ahead. If the
PCs continue on this path they will be
attacked by 1d4 Carrion Crawlers who
will come out of random tunnels.

16-18 As the PCs walk through the cavern
they come to a large area covered in
dust and loose stones. As they proceed,
one of them is hit by a small rock and
some dust falling from the ceiling.
Moments later there will be a loud
rumble and parts of the ceiling will
collapse. Characters caught in the 15'
radius of the minor collapse must make
a DC 15 Reflex save or take 3d6
damage from falling rocks.

19-20 A large contingent of grimlocks have
taken up residence in nearby caves.
Several of their warriors (3d6+3) will
stalk within 40 feet of the PCs so they
can "sense" what is going on, however,
they will not attack unless provoked.
The grimlock caves are well defended
with stone barriers lining the
entrances and several packs of
(1d4+1) Warriors waiting with their
battle axes. They will attack the
players from good hiding spots if they
enter too far into the grimlock's cave.
The Grimlocks possess a small stash of
gold ore (100gp/6lb) and dwarven
relics (tools, pots, mundane items) in
their caves.
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Search
DC 16
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Knowledge
(Architecture/Eng

ineering), Craft
(Stonemasonary)

DC 20

Knowledge
(Architecture/Eng

ineering), Craft
(Stonemasonary)

DC 15
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Reflex
DC 15

"His friends call him Split Beard.
Sorry, that should be

his fiends call him Split Beard"

6d6 Miniatures
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1. Entrance Cave

2. Dead End

Knowledge
(Architecture/Eng

ineering) or
(Dungeoneering)

DC 15
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3. House of Lemures, Part 1

4. House of Lemures, Part 2

5. The Art Gallery

Survival
DC 10

Hazard Summary
All the tunnels between locations 1 to 6
are narrow and medium sized
characters will have to squeeze
through.

Location 2.
Attack from Lemures in Locations 3 &
4.

Location 3.
Lemures x 5

Location 4.
Lemures x 5

Location 6.
Attack from Lemures in Locations 3 &
4.

Listen
DC 20

1.
2.

3.

4.

5.

6.

10'
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6. Junction House

Listen
DC 20
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7. Lucifer's Hole

8. Incy-Wincy Spider

Fortitude
DC 16

Hazards Summary

Location 7.
Poisonous fumes as per Stinking Cloud
spell.
Quasit x 1

Climb
DC 15

Strength
DC 10

Fortitude
DC 20

7.

10'
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Climb, Balance
DC 10

Hazards Summary
Location 8.

Rock falls
Imp / Monsterous Spider

8.

20'

100'

Side Evelvation
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9. Drip, Drip, Drip

Dungeoneering,
Survival

DC 18

20'

100'

Side Evelvation

9.
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10. Cave of Bones

Survival
DC 20

Search, Spot
DC Depends on

Trap

Hazard Summary
Location 10.

Bonksi (Derro trap maker)
Traps

Random Traps
See the appendix for details.
1. Trip-Wire
2. Camouflaged Pit Trap
3. Deeper Pit Trap
4. Rolling Rock Trap
5. Spiked Pit Trap
6. Large Net Trap

20'

100'
Side Evelvation

10.
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Survival
DC 14

Hazard Summary
The Temple

Badanistrax (Bearded Devil) x 1
Lemures (variable)

10'
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"Badanistrax"
6d6 Miniatures
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Treasure (Possibly Cursed)

Coins:
5000 gp
8000 sp

Gems x10 (Total Value 3066 gp)
Fiery Yellow Corundum (600 gp)
Freshwater Pearl (10 gp)
Aquamarine (700 gp)
Golden Pearl (120 gp)
Sardonyx (50 gp)
Smoky Quartz (30 gp)
Jade (70 gp)
Chrysoberyl (80 gp)
Fire Opal (1400 gp)
Lapis Lazuli (6 gp)

Mundane Items (Total Value 878 gp)
Masterwork Artisans Tools
Breastplate (Medium)
Masterwork Kukri (Medium)
Masterwork Scimitar (Medium)

Magic Items
+1 Rapier (Medium) (Sheds light)
+2 Heavy Steel Shield (Medium)

Will
DC 20
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Reflex, Balance
DC 18Hazard Summary

Mine Entrance
Orcs Scouts x15
Orc Warriors x3
Orc Captain x1
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Badanistrax
Bearded Devil CR 5 LE Medium Outsider (Baatezu, Extraplanar)
HP: 45 (6d8+18)
Init: +6
Speed: 40ft
AC: 19 (+2 Dex, +7 natural)

Flat-footed 17, Touch 12
Base Attack/Grapple: +6/8
Attack: Glaive +9/+4 (1d10+3 plus Infernal Wound)

Claw +8 (1d6+2)
Full Attack: Glaive +9/+4 (1d10+3 plus Infernal Wound)

or 2x Claws +8 (1d6+2)
Space/Reach: 5/10 (with glaive)
Special Attacks: Battle Frenzy 2/day * Beard * Infernal Wound * Summon Baatezu *

Greater Teleport at will (self + 50lbs)
Special Qualities: Damage Reduction 5/Silver & 5/good * Darkvision 60 * Immunity to

Fire * Immunity to Poison * See in Darkness * Resistance to acid 10 *
Resistance to cold 10 * Spell Resistance 17 * Telepathy 100ft

Saves: Fort +8 Ref +7 Will +5
Abilities: Str 15 Dex 15 Con 17

Int 6 Wis 10 Cha 10
Skills: Climb 11 * Diplomacy 2 * Hide 11 * Listen 9 * Move Silently 9 * Sense

Motive 9 * Spot 9
Feats: Improved Initiative * Power Attack * Weapon Focus (glaive)

With Battle Frenzy (6 rounds)
Hp: 57
AC: 17 (+2 Dex, +7 natural, –2 battle frenzy)

Flat footed 15, Touch 10
Full Attack: +11/+6 Glaive (1d10+6 plus Infernal Wound)

or 2x Claws +10 (1d6+4)
Will save +7

See the Monster Manual 52 for details on special qualities.

Braun Farvro
Human Expert 5 Merchant NG Medium Humanoid
HP: 17 (5d6)
Init: 0
Speed: 30
AC: 10
Base Attack/Grapple: 3/3
Attack: +3 Dagger (1d4)
Saves: Fort +1 Ref +1 Will +6
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Abilities: Str 10 Dex 10 Con 10
Int 16 Wis 14 Chr 16

Skills: Appraise 11 * Bluff 11 * Gather Information 11 * Handle Animal 8 *
Know Geography 11 * Know local 11 * Know Nobility 11 * Listen 4 *
Profession Merchant 10 * Ride 2 * Sense Motive 12 * Sleight of Hand 7 *
Spot 12,

Feats: Alertness * Armour prof light * Deceitful * Negotiator * Simple Weapon
Proficiency

Description: A successful, risk taking, merchant who is trying to put one over on the
local magistrate and his competition by obtaining the long forgotten Hard
Luck Mine for a song and exploiting whatever minerals it has left.

Braun Farvro II (aka "Junior")
Fighter 3 Human (CR3) CG Medium Humanoid
HP: 19 (3d10+3)
Init: +3
Speed: 30
AC: 18 (+3 Dex, +3 Studded Leather, +1 Shield: Light Wooden, +1 Natural

Armour [Item])
Flat footed 15, Touch 13

Base Attack/Grapple: +3/+4
Attack: +6 Longsword (1d8+1)

+6 Crossbow, light (1d8)
Saves: Fort +4 Ref +4 Will +2
Abilities: Str 12 Dex 16 Con 12

Int 14 Wis 12 Chr 14
Skills: Climb 3 * Handle Animal 8 * Intimidate 8 * Jump 1 * Listen 5 * Ride 11

* Spot 5 * Swim 1
Feats: Weapon Finesse * Weapon Focus * Alertness * Armour Prof Heavy *

Armour Prof Light * Armour Prof Medium * Athletic * Endurance *
Martial Weapon Prof * Shield Proficiency * Simple Weapon Proficiency *
Tower Shield Proficiency,

Magic Items: Amulet of Natural Armour (+1) * Potion of Cure light Wounds x4 *
Weapon Masterwork +1 to Hit

Description: Junior has recently finished his apprenticeships and is eager to test his
mettle as an adventurer before he settles down to the family business.
Junior will eagerly use his skills to help and will fight in combat if needed.
He won't insist on many courses of action unless the party is hesitant to
complete the mission.

Bark Norman
Commoner 3 (CR 1) CN Human Medium Humanoid
HP: 10 (3d4+3)
Init: +0
Speed: 30
AC: 12 (Leather)

Flat footed 12, Touch 10
Base Attack/Grapple: 1/2
Attack: +2 Club (1d6+1)
Full attack: +2 Club (1d6+1)
Space/Reach: 5/5
Saves: Fort +2 Ref +1 Will +1
Abilities: Str 13 Dex 11 Con 12

Int 8 Wis 10 Chr 9
Skills: Climb 1 * Craft (Leatherworking) 4 * Handle Animal 4 * Jump 1 *

Profession (Teamster) 3 * Ride 3 * Swim 1 * Survival 4 * Use Rope 1
Feats: Animal Affinity * Run * Simple Weapon Proficiency * Track
Description: The expedition's teamster in charge of the animals. More used to dealing

with four legged creatures than two legged ones, he is uncomfortable and
awkward when dealing with people.

Bonksi
Derro Medium Monstrous Humanoid
HP: 19 (3d8+6)
Init: +6
Speed: 20
AC: 18 (+2 Natural, +2 Dex, +3 Studded Leather, +1 Shield: Buckler)

Flat footed 16, Touch 12
Base Attack/Grapple: +3/+5
Attack: +5 Sword, short (1d6+2)

+5 Crossbow, repeating light (1d6)
Space/Reach: 5/5
Special Attacks: Poison (DC13) Greenblood Oil x6 doses * Sneak Attack +1d6
Spell-like Abilities: Darkness (at will) * Ghost Sound (at will) * Daze (1/day DC13 Caster

Level 3) * Sound Burst (1/day DC15 Caster Level 3)
Special Qualities: Darkvision 60 * Madness (Use Charisma modifier on Will saves instead

of Wisdom) * Spell Resistance 15 * Vunerability to Sunlight 1 point of
Con damage/hour

Saves: Fort +3 Ref +5 Will +0
Abilities: Str 14 Dex 14 Con 15

Int 12 Wis 5 Chr 16
Skills: Bluff 5 * Hide 10 * Listen 1 * Move Silently 8
Feats: Blind-fight * Improved Initiative

Furd
Commoner 1 (CR 0.3) CG Dwarf Medium Humanoid
HP: 3 (1d4+1)
Init: +3
Speed: 15
AC: 13 (+3 Dex)

Flat footed 10 Touch 10
Base Attack/Grapple: +0/+2
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Attack: +2 Club (1d6+2)
Space/Reach: 5/5
Special Attacks: +1 attack Orcs & Goblinoids, Weapon Familiarity dwarven waraxes and

urgroshes
Special Qualities: Darkvision 60 * +2 Appraise related to stone or metal work * +2 bonus

on search for unusual stonework * +2 Craft checks relating to stone or
metal * +4 Dodge AC against Giant type * Stable +4 bonus on being
bullrushed or tripped * Resistance to Poison +2, Resistance to spells +2 *
Traits: Dwarf

Saves: Fort +1 Ref +3 Will +0
Abilities: Str 14 Dex 16 Con 12

Int 11 Wis 11 Chr 7
Skills: Climb -3 * Craft 2 (Stonemasonry) * Listen 2 * Profession 2 * Ride 4 *

Spot 2 * Use Rope 4
Feats: Alertness * Simple Weapon Proficiency,
Description: A young Dwarf Porter who has never been eager to mine and wishes

greatly to leave this one. He is frightened and doesn't know exactly why.

Jumpy
Commoner 3 (CR 0.9) NG Human Medium Humanoid
HP: 13 (3d4+6)
Init: +1
Speed: 30
AC: 13 (+1 Dex, +2 Leather)

Flat footed 12, Touch 11
Base Attack/Grapple: +1/+1
Attack: +1 Club (1d6)
Full attack: +1 Club (1d6)
Space/Reach: 5/5
Saves: Fort +3 Ref +2 Will +1
Abilities: Str 10 Dex 12 Con 14

Int 10 Wis 10 Chr 9
Skills: Craft (Cooking) 5 * Handle Animal 6 * Profession 4 (Cook) * Ride 7 * Use

Rope 3
Feats: Animal Affinity * Run * Simple Weapon Proficiency * Stealthy
Decription: The expedition cook and a crotchety old human who is prone to telling

everyone exactly what he thinks on any subject.

Milo
Commoner 1 (CR 0.3) LG Human Medium Humanoid
HP: 3hp
Init: 0
Speed: 30
AC: 12 (Leather)

Flat footed, Touch 10
Base Attack/Grapple: 0/+1

Attack: +1 Club (1d6+1)
Space/Reach: 5/5
Saves: Fort +1 Ref +0 Will +0
Abilities: Str 13 Dex 11 Con 12

Int 8 Wis 10 Chr 9
Skills: Climb 3 * Craft (Stonemasonry) 2 * Handle Animal 1 * Jump 1 * Listen

0 * Profession 2 * Ride 1 * Spot 0 * Swim 3 * Use Rope 1
Feats: Athletic * Self Sufficient * Simple Weapon Proficiency,
Description: Milo is a young human who is a porter for the expedition. He is friendly,

but uneducated and naive. He doesn't really comprehend the danger they
are in.

Mourne Hurd Loch
Fighter 3 (CR 3) CG Dwarf Medium Humanoid
HP: 25 (3d10+9)
Init: +1
Speed: 20
AC: 13 (+1 Dex, +2 Leather)

Flat footed 12, Touch: 11
Base Attack/Grapple: +3/+5
Attack: +5 Pick, heavy (1d6+3)
Space/Reach: 5/5
Special Attacks: +1 Attack versus Orcs & Goblinoids * Weapon Familiarity dwarven

waraxes and urgroshes
Special Qualities: Darkvision 60 * +2 Appraise related to stone or metal work * +2 bonus

on search for unusual stonework * +2 Craft checks relating to stone or
metal * +4 Dodge AC against Giant type, Stable +4 bonus on being
bullrushed or tripped * Resistance to poison +2 * Resistance to spells +2
* Traits Dwarf

Saves: Fort +6 Ref +2 Will +3
Abilities: Str 15 Dex 12 Con 16

Int 13 Wis 11 Chr 7
Skills: Craft (Armorsmithing) 3 * Craft (Blacksmithing) 3 * Craft

(Stonemasonry) 5 * Craft (Trapmaking) 3 * Craft (Weaponsmithing) *
Profession (Miner) 8 * Spot 1 * Swim 4

Feats: Blind-fight * Power Attack * Armour Prof Heavy * Armour Prof Light *
Armour Prof Medium * Endurance * Iron Will * Martial Weap Prof *
Shield Proficiency * Simple Weapon Proficiency * Tower Shield
Proficiency

Description: Dwarven leader of the mining expedition, Mourne was hired by Farvro
for his ancestral knowledge of the mine and his belief that he can find a
new vein of iron or tin that will restart the mine and put his clan back in
the mining business as partners with Farvro.
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Carrion Crawler [Cavern Random Encounter]
As per Monster Manual page 30

Dire Weasel [Cavern Random Encounter]
As per Monster Manual page page 65

Grimlock [Cavern Random Encounter]
As per Monster Manual page 140

Hippogriff [Day Two Encounter]
As per Monster Manual page 152

Imp [The Deep: Location 8]
As per Monster Manual page 56

Lemure [The Deep: Locations 3 & 4]
As per Monster Manual page 57

Orc (Scout)
Warrior 1 (CR 0.5) Orc Medium Humanoid
HP: 4 (1d8)
Init: +1
Speed: 30
AC: 14 (+1 Dex, +3 Studded Leather)

Flat footed 13, Touch 11
Base Attack/Grapple: +1/+4
Attack: +4 Falchion (2d4+4)

+2 Javelin (1d6+3)
Space/Reach: 5/5
Special Qualities: Darkvision 60 * Sensitivity to Light dazzled in bright sunlight
Saves: Fort +2 Ref +1 Will -1
Abilities: Str 17 Dex 12 Con 10

Int 7 Wis 9 Chr 6
Skills: Climb 2 * Jump 2 * Listen 1 * Ride 2 * Spot 1 * Swim 1
Feats: Alertness * Armour Prof Heavy * Armour Prof Light * Armour Prof

Medium * Martial Weap Prof * Shield Proficiency * Simple Weapon
Proficiency * Tower Shield Proficiency

Orc (Warrior)
Warrior 3 (CR 2.5) CE Orc Medium Humanoid
HP: 19 (3d8+6)
Init: +1
Speed: 30
AC: 14 (+1 Dex, +3 Studded Leather)

Flat footed 13, Touch 11
Base Attack/Grapple: +3/+7
Attack: +8 Falchion [Magical] (2d4+7)

+5 Shortbow 1d6+1
Space/Reach: 5/5
Special Qualities: Darkvision 60 * Sensitivity to Light dazzled in bright sunlight
Saves: Fort +5 Ref +2 Will +0
Abilities: Str 19 Dex 12 Con 14

Int 11 Wis 9 Chr 7
Skills: Climb 8, Jump 8, Swim 2
Feats: Armour prof heavy * Armour Prof Light * Armour Prof Medium * Martial

Weap Prof * Point Blank Shot * Power Attack * Shield Proficiency *
Simple Weapon Proficiency * Tower Shield Proficiency

Magic Items: Falchion +1

Orc Captain
Warrior 5 (CR 3.5) NE Orc Medium Humanoid
HP: 27 (5d8+5)
Init: +2
Speed: 30'
AC: 18 (+2 Dex, +5 Chain Shirt [Magical], +1 Natural [Magic Item])

Flat footed 16, Touch: 12
Base Attack/Grapple: +5/+10
Attack: +10 Falchion (2d4+7)

+8 Shortbow (1d6+1)
Space/Reach: 5/5
Special Qualities: Darkvision 60 * Sensitivity to Light (dazzled in bright sunlight)
Saves: Fort +5 Ref +3 Will +1
Abilities: Str 20 Dex 14 Con 12

Int 9 Wis 11 Chr 7
Skills: Climb 4 * Handle Animal 1 * Jump 4 * Ride 5 * Swim 3
Feats: Armour prof heavy * Armour Prof Light * Armour Prof Medium * Martial

Weap Prof * Point Blank Shot * Power Attack * Shield Proficiency *
Simple Weapon Proficiency * Tower Shield Proficiency

Magic Items: Amulet of Natural Armour (+1) * Chain Shirt +1 * Potion of Cure Light
Wounds

Quasit [The Deep: Location 7]
As per Monster Manual page 46

Robbers [Day One Random Encounter]
Warrior 2 (CR 2) NE Human Medium Humanoid
HP: 13 (2d8+4)
Init: +1
Speed: 30'
AC: 12 (+1 Dex, +1 Padded)
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Flat footed 11, Touch 11
Base Attack/Grapple: +2/+4
Attack: +4 Dagger (1d4+3)

+3 Crossbow, light (1d8)
Space/Reach: 5/5
Saves: Fort +5 Ref +1 Will +1
Abilities: Str 15 Dex 13 Con 14

Int 11 Wis 12 Chr 9
Skills: Climb 2 * Intimidate 3 * Jump 5 * Listen 4 * Ride 1 * Spot 5 * Swim 3
Feats: Alertness * Armour Prof Heavy * Armour Prof Light * Armour Prof

Medium * Martial Weap Prof * Quick Draw * Shield Proficiency * Simple
Weapon Proficiency * Tower Shield Proficiency
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1. Trip-Wire To alert him of any danger, Bonksi has set up many tripwires with
noisemakers such as keys or metal pots attached to them.
CR 1; mechanical; location trigger; no reset; Attack +10 melee (Loud
Noise, 60'); multiple targets (first target in each of two adjacent 5-ft.
squares); Search DC 22; Disable Device DC 15.

2. Camouflaged Pit Trap
The pit is covered by a layer of carefully arranged bones.
CR 1; natural; location trigger; manual reset; DC 20 Reflex save avoids; 10
ft. deep (1d6, fall); Search DC 24; Disable Device DC 20.

3. Camouflaged Pit Trap (Large)
The pit is covered by a layer of carefully arranged bones.
CR 1; natural; location trigger; manual reset; (Search DC 25); DC 15
Reflex save avoids; 20 ft. deep (2d6, fall); multiple targets (first target in
each of two adjacent 5-ft. squares); Search DC 20; Disable Device DC 23.

4. Collapsing Bone Stack
Several of the large stacks of bone contain rocks and are rigged to
collapse to anyone nearby.
CR 1; mechanical; location trigger; manual reset; Atk +10 melee (2d6,
rock); Search DC 20; Disable Device DC 22.

5 Spiked Pit Trap
The pit is covered by a layer of carefully arranged bones with sharpened
bones positioned on the pit's bottom.
CR 2; natural; location trigger; manual reset; DC 20 Reflex save avoids; 20
ft. deep (2d6, fall); multiple targets (first target in each of two adjacent 5-
ft. squares); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+2
each); Search DC 18; Disable Device DC 15.

6 Large Net Trap
Hidden under the bones is a large net designed to entangle the feet of
unsuspecting victims.
CR 2; mechanical; location trigger; manual reset; Atk +5 melee (see note);
Search DC 20; Disable Device DC 25. Note: Characters in 10-ft. square are
grappled by net (Str 18) if they fail a DC 14 Reflex save.

THIS LICENSE IS APPROVED FOR GENERAL USE. PERMISSION TO DISTRIBUTE THIS LICENSE IS MADE BY WIZARDS OF THE
COAST!

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form
in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and
means any work covered by this License, including translations and derivative works under copyright law, but specifically
excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including
trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign,
motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any version
of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
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