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Orc Patrol
Ohurk, ORC LEADER CR 3
Male Orc Barbarian 4
CE Medium Humanoid (Orc)
Init +0; Senses Darkvision (60 feet); Perception +5
DEFENSE
AC 15, touch 10, flat‐footed 15 (+5 armor)
hp 56 (4d12+12)
Fort +7, Ref +1, Will +1
Defensive Abilities Ferocity, Trap Sense +1, Uncanny Dodge
Weakness Light Sensitivity
OFFENSE
Spd 40 ft.
Melee Falchion +8 (2d4+6/18‐20/x2) or Dagger +8 (1d4+4/19‐20/x2)
Ranged Longbow +4 (1d8/20/x3)
Special Attacks Animal Fury
STATISTICS
Str 19, Dex 10, Con 16, Int 10, Wis 10, Cha 12
Base Atk +4; CMB +8; CMD 18
Feats Extra Rage, Power Attack ‐2/+4
Skills Acrobatics +6, Climb +7, Escape Artist ‐1, Fly ‐1, Intimidate +8, Perception +5, Ride ‐1,
Stealth ‐1, Survival +7, Swim +7
Languages Common, Orc
SQ Fast Movement +10 (Ex), Intimidating Glare (Ex), Rage (19 rounds/day) (Ex)
Combat Gear +1 Chain Shirt, Dagger, Falchion, Longbow;
SPECIAL ABILITIES
Animal Fury (Ex) Gain a d4 bite attack while raging
Darkvision (60 feet) You can see in the dark (black and white vision only).

Fast Movement +10 (Ex) +10 feet to speed, unless heavily loaded.
Ferocity (Ex) You can stay active while dying.
Intimidating Glare (Ex) While raging, use Intimidate to shake your opponents.
Light Sensitivity (Ex) Dazzled as long as they remain in bright light.
Power Attack ‐2/+4 You can subtract from your attack roll to add to your damage.
Rage (19 rounds/day) (Ex) +4 Str, +4 Con, +2 to Will saves, ‐2 to AC when enraged.
Trap Sense +1 (Ex) +1 bonus on reflex saves and AC against traps.
Uncanny Dodge (Ex) Retain Dex bonus to AC when flat‐footed.
Treasure: +1 chain shirt, 48 sp, 121 gp
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Description: Rather intelligent for an orc, Ohurk will think a bit before raging and rushing in to
hack away at his foes. While young, his ferocity and boldness have earned him numerous scars
as well as a position of authority. The elders of his tribe often assign him to lead patrols, in part
to give him a chance to earn his way into a position of even greater power and in part out of
the hope that he will be killed before he can act upon any ambitions towards their positions.
Ohurk is very proud of his magical chain shirt‐he took it from a dwarf fighter he and his patrol
ambushed. While Ohurk was the only survivor of that battle (there were two until another orc
decided he wanted the shirt) he regards that battle as a great victory.
In combat, Ohurk will take a moment to assess his foes. He will spend the first round directing
his veterans to go after any obvious casters while the other orcs will be sent to keep any melee
fighters busy. Ohurk will then rage and go after the strongest looking fighter type. Ohurk is
willing to take prisoners—his tribe can always use more slaves. He is also willing to surrender,
provided that he thinks that the offer is sincere. Otherwise he will fight to the death. If
questioned, he will say that he was sent by the elders of the tribe to patrol the area. If asked
about his tribe, he will say that it is a big and powerful tribe that resides in an old mine. This is
true‐his tribe is large and has some giant allies.
ORC VETERAN CR 1/2
Male Orc Warrior 2
CE Medium Humanoid (Orc)
Init +0; Senses Darkvision (60 feet); Perception ‐1
DEFENSE
AC 15, touch 10, flat‐footed 15 (+5 armor)
hp 24 (2d10+4)
Fort +5, Ref +0, Will ‐1
Defensive Abilities Ferocity
OFFENSE
Spd 20 ft.
Melee Falchion +4 (2d4+3/18‐20/x2) and
Ranged Shortbow +2 (1d6/20/x3)
STATISTICS
Str 14, Dex 10, Con 14, Int 8, Wis 8, Cha 8
Base Atk +2; CMB +4; CMD 14

Feats Power Attack ‐1/+2
Skills Acrobatics ‐4, Escape Artist ‐4, Fly ‐4, Intimidate +3, Ride ‐4, Stealth ‐4, Swim ‐2
Languages Common, Orc
Combat Gear Falchion, Scale Mail, Shortbow;
SPECIAL ABILITIES
Darkvision (60 feet) You can see in the dark (black and white vision only).
Ferocity (Ex) You can stay active while dying.
Light Sensitivity (Ex) Dazzled as long as they remain in bright light.
Power Attack ‐1/+2 You can subtract from your attack roll to add to your damage.
Treasure 1D20 SP, 1D10 GP
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Description: These orcs are somewhat more intelligent than their fellows which has enabled
them to survive a few battles. They prefer to stay at range unless the enemy has better ranged
combatants. In that case, they will close with their falchions.
Orc CR 1/3
XP 135
Orc warrior 1
CE Medium humanoid
Init +0; Senses darkvision 60 ft.; Perception –1
DEFENSE
AC 13, touch 10, flat‐footed 13 (+3 armor)
hp 6 (1d10+1)
Fort +3, Ref +0, Will –1
Defensive Abilities ferocity
Weaknesses light sensitivity
OFFENSE
Speed 30 ft.
Melee falchion +5 (2d4+4/18–20)
Ranged javelin +1 (1d6+3)
STATISTICS
Str 17, Dex 11, Con 12, Int 7, Wis 8, Cha 6
Base Atk +1; CMB +4; CMD 14
Feats Weapon Focus (falchion)
Skills Intimidate +2
Languages Common, Orc
SQ weapon familiarity
Treasure 1D10 sp, 1D4 gp
Description: These are typical orcs. They prefer to fight up close, swinging away with their
falchions until one side or the other is left standing.

Random Encounters

Gnoll Patrol
GNOLL VETERAN
CR 1
Male Gnoll Warrior 2
CE Medium Humanoid (Gnoll)
Init +0; Senses Darkvision (60 feet); Perception +0
DEFENSE
AC 16, touch 10, flat‐footed 16 (+5 armor, +1 natural)
hp 34 (2d10+2d8+8)
Fort +8, Ref +0, Will +0
OFFENSE
Spd 20 ft.
Melee Halberd +6 (1d10+4/20/x3) Ranged Longbow +3 (1d8/20/x3)
STATISTICS
Str 16, Dex 10, Con 14, Int 10, Wis 10, Cha 8
Base Atk +3; CMB +6; CMD 16
Feats Cleave, Power Attack ‐1/+2
Skills Acrobatics ‐4, Escape Artist ‐4, Fly ‐4, Heal +4, Intimidate +4, Ride ‐4, Stealth ‐4, Survival
+7, Swim ‐1
Languages Gnoll
Combat Gear Halberd, Longbow, Scale Mail;
SPECIAL ABILITIES
Cleave If you hit your first target, attack an adjacent target at the same attack bonus in
exchange for ‐2 AC.
Darkvision (60 feet) You can see in the dark (black and white vision only).
Power Attack ‐1/+2 You can subtract from your attack roll to add to your damage.
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Patrol Gnoll CR 1
XP 400
CE Medium humanoid (gnoll)
Init +0; Senses darkvision 60 ft.; Perception +2
DEFENSE
AC 15, touch 10, flat‐footed 15 (+2 armor, +1 natural, +2 shield)
hp 11 (2d8+2)
Fort +4, Ref +0, Will +0
OFFENSE
Speed 30 ft.
Melee Battle Axe +3 (1d8+3/×3)
Ranged longbow +1 (1d8/×3)
STATISTICS
Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8
Base Atk +1; CMB +3; CMD 13

Feats Power Attack
Skills Perception +2
Languages Gnoll
Treasure NPC Gear (leather armor, heavy wooden shield, battleaxe, longbow with 20 arrows,
2D20 SP, 1D20 GP)
Small Mad Earth Elemental

CR1 XP 400
N Small outsider (earth, elemental, extraplanar)
Init –1; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4
DEFENSE
AC 17, touch 10, flat‐footed 17 (–1 Dex, +7 natural, +1 size)
hp 13 (2d10+2)
Fort +4, Ref –1, Will +3
Immune elemental traits
OFFENSE
Speed 20 ft., burrow 20 ft., earth glide
Melee slam +6 (1d6+4)
Special Attacks earth mastery
STATISTICS
Str 16, Dex 8, Con 13, Int 4, Wis 11, Cha 11
Base Atk +2; CMB +4; CMD 13
Feats Improved Bull RushB, Power Attack
Skills Appraise +1, Climb +7, Knowledge (dungeoneering) +1, Knowledge (planes) +1, Perception
+4, Stealth +7
SPECIAL ABILITIES
Earth Glide (Ex) A burrowing earth elemental can pass through stone, dirt, or almost any other
sort of earth except metal as easily as a fish swims through water. If protected against fire
damage, it can even glide through lava. Its burrowing leaves behind no tunnel or hole, nor does
it create any ripple or other sign of its presence. A move earth spell cast on an area containing a
burrowing earth elemental flings the elemental back 30 feet, stunning the creature for 1 round
unless it succeeds on a DC 15 Fortitude save.
Earth Mastery (Ex) An earth elemental gains a +1 bonus on attack and damage rolls if both it
and its foe are touching the ground. If an opponent is airborne or waterborne, the elemental
takes a –4 penalty on attack and damage rolls. These modifiers apply to bull rush and overrun
maneuvers, whether the elemental is initiating or resisting these kinds of attacks. (These
modifiers are not included in the statistics block.)
Madness (Ex): Because of their madness, these beings are prone to violent rages. If an earth
elemental is injured in combat or otherwise thwarted, there is a 50% chance it will become
enraged for two rounds per hit die it possesses. During this time it will be +2 to hit and +2 to
damage, but its AC will drop by 2. This madness can occur once per day for every 2 HD the
elemental possess.
Description When selecting the guardians for his treasures, Kelsun the Mad Prophet decided to
include among their number earth elementals, on the principle that they would enjoy being

placed into underground dungeons. Finding that the elementals were not willing to voluntarily
remain, Kelsun bound them to the area using powerful magical means. The combination of a
side effect of the binding magic and actually being locked onto the prime material plane
eventually caused madness in the elementals. While they are otherwise like normal earth
elementals, they are prone to violent rages and are rather inclined to attack anyone they
encounter. One of Kelsun’s early attempts to create a dungeon did not work out quite as well as
he had hoped and most of the elementals escaped when intruders blundered into it. Some of
the elementals still remain in the area, still bound to the general region.
Medium Mad Earth Elemental
CR3 XP 800
N Medium outsider (earth, elemental, extraplanar)
Init –1; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +7
DEFENSE
AC 18, touch 9, flat‐footed 18 (–1 Dex, +9 natural)
hp 34 (4d10+12)
Fort +7, Ref +0, Will +4
Immune elemental traits
OFFENSE
Speed 20 ft., burrow 20 ft., earth glide
Melee slam +9 (1d8+7)
Special Attacks earth mastery
STATISTICS
Str 20, Dex 8, Con 17, Int 4, Wis 11, Cha 11
Base Atk +4; CMB +9; CMD 18
Feats Cleave, Improved Bull RushB, Power Attack
Skills Appraise +1, Climb +10, Knowledge (dungeoneering) +2, Knowledge (planes) +2,
Perception +7, Stealth +3
Earth Glide (Ex) A burrowing earth elemental can pass through stone, dirt, or almost any other
sort of earth except metal as easily as a fish swims through water. If protected against fire
damage, it can even glide through lava. Its burrowing leaves behind no tunnel or hole, nor does
it create any ripple or other sign of its presence. A move earth spell cast on an area containing a
burrowing earth elemental flings the elemental back 30 feet, stunning the creature for 1 round
unless it succeeds on a DC 15 Fortitude save.
Earth Mastery (Ex) An earth elemental gains a +1 bonus on attack and damage rolls if both it
and its foe are touching the ground. If an opponent is airborne or waterborne, the elemental
takes a –4 penalty on attack and damage rolls. These modifiers apply to bull rush and overrun
maneuvers, whether the elemental is initiating or resisting these kinds of attacks. (These
modifiers are not included in the statistics block.)
Madness (Ex): Because of their madness, these beings are prone to violent rages. If an earth
elemental is injured in combat or otherwise thwarted, there is a 50% chance it will become
enraged for two rounds per hit die it possesses. During this time it will be +2 to hit and +2 to
damage, but its AC will drop by 2. This madness can occur once per day for every 2 HD the
elemental possess.

Description When selecting the guardians for his treasures, Kelsun the Mad Prophet decided to
include among their number earth elementals, on the principle that they would enjoy being
placed into underground dungeons. Finding that the elementals were not willing to voluntarily
remain, Kelsun bound them to the area using powerful magical means. The combination of a
side effect of the binding magic and actually being locked onto the prime material plane
eventually caused madness in the elementals. While they are otherwise like normal earth
elementals, they are prone to violent rages and are rather inclined to attack anyone they
encounter. One of Kelsun’s early attempts to create a dungeon did not work out quite as well as
he had hoped and most of the elementals escaped when intruders blundered into it. Some of
the elementals still remain in the area, still bound to the general region.
Ogre
CR 3 XP 800
CE Large humanoid (giant)
Init –1; Senses darkvision 60 ft., low‐light vision; Perception +2
DEFENSE
AC 17, touch 8, flat‐footed 17 (+4 armor, –1 Dex, +5 natural, –1 size)
hp 30 (4d8+12)
Fort +6, Ref +0, Will +3
OFFENSE
Speed 30 ft. (40 ft. base)
Melee greatclub +7 (2d8+7)
Ranged javelin +1 (1d8+5)
Space 10 ft.; Reach 10 ft.
STATISTICS
Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Base Atk +3; CMB +9; CMD 18
Feats Iron Will, Toughness
Skills Climb +7, Perception +5
Languages Giant
ECOLOGY
Treasure hide armor, greatclub, 4 javelins, 123 sp, 54 gp
Description This ogre is a lone hunter from a band of mountain ogres. While he usually hunts
the mountain goats, he is not averse to hunting humanoids. He is well aware of the mad earth
elementals and carefully avoids them.

Mine Monsters
GURK CR 4
Male Gnoll Ranger 4
NE Medium Humanoid (Gnoll)
Init +0; Senses Darkvision (60 feet); Perception +10
DEFENSE
AC 15, touch 10, flat‐footed 15 (+4 armor, +1 natural)

hp 56 (4d10+2d8+6)
Fort +8, Ref +4, Will +2
OFFENSE
Spd 20 ft.
Melee +1 Shortsword +9 (1d6+5/19‐20/x2) and Masterwork Shortsword +9 (1d6+2/19‐20/x2)
Ranged Masterwork Longbow, Composite (Str +4) +6 (1d8+4/20/x3)
Ranger Spells Known (CL 1, 9 melee touch, 5 ranged touch):
1 (1/day) Entangle (DC 12)
STATISTICS
Str 18, Dex 11, Con 12, Int 12, Wis 13, Cha 12
Base Atk +5; CMB +9; CMD 19
Feats Endurance, Power Attack ‐2/+4, Quick Draw, Two‐weapon Fighting, Weapon Focus:
Shortsword
Skills Acrobatics ‐3, Climb +5, Escape Artist ‐3, Fly ‐3, Heal +5, Intimidate +10, Knowledge
(Dungeoneering) +6, Knowledge (Geography) +6, Knowledge (Nature) +6, Perception +10, Ride ‐
3, Spellcraft +5, Stealth +11, Survival +10, Swim +5
Languages Common, Gnoll
SQ Enemies: Humanoids (Human) (+2 bonus) (Ex), Hunting Companions (1 rounds) (Ex),
Terrains: Mountain (+2 bonus) (Ex), Track +2, Wild Empathy +5 (Ex)
Combat Gear +1 Shadow Studded Leather, +1 Shortsword, Masterwork Longbow, Composite
(Str +4), Masterwork Shortsword; Other Gear Wand of Cure Light Wounds (29 charges)
SPECIAL ABILITIES
Darkvision (60 feet) You can see in the dark (black and white vision only).
Endurance +4 to a variety of skill checks. Sleep in L/M armor with no fatigue.
Enemies: Humanoids (Human) (+2 bonus) (Ex) +2 to rolls vs Humanoids (Human).
Hunting Companions (1 rounds) (Ex) Grant half favored enemy bonus to allies within 30' as
move action.
Power Attack ‐2/+4 You can subtract from your attack roll to add to your damage.
Quick Draw Draw a weapon as a free action. Throw at full rate of attacks.
Terrains: Mountain (+2 bonus) (Ex) +2 to rolls vs Mountain.
Track +2 +2 to survival checks to track.
Wild Empathy +5 (Ex) Improve the attitude of an animal, as if using Diplomacy.
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GNOLL VETERAN
CR 1
Male Gnoll Warrior 2
CE Medium Humanoid (Gnoll)
Init +0; Senses Darkvision (60 feet); Perception +0
DEFENSE
AC 16, touch 10, flat‐footed 16 (+5 armor, +1 natural)
hp 34 (2d10+2d8+8)
Fort +8, Ref +0, Will +0
OFFENSE
Spd 20 ft.

Melee Halberd +6 (1d10+4/20/x3) Ranged Longbow +3 (1d8/20/x3)
STATISTICS
Str 16, Dex 10, Con 14, Int 10, Wis 10, Cha 8
Base Atk +3; CMB +6; CMD 16
Feats Cleave, Power Attack ‐1/+2
Skills Acrobatics ‐4, Escape Artist ‐4, Fly ‐4, Heal +4, Intimidate +4, Ride ‐4, Stealth ‐4, Survival
+7, Swim ‐1
Languages Gnoll
Combat Gear Halberd, Longbow, Scale Mail;
SPECIAL ABILITIES
Cleave If you hit your first target, attack an adjacent target at the same attack bonus in
exchange for ‐2 AC.
Darkvision (60 feet) You can see in the dark (black and white vision only).
Power Attack ‐1/+2 You can subtract from your attack roll to add to your damage.
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Gnoll CR 1
XP 400
CE Medium humanoid (gnoll)
Init +0; Senses darkvision 60 ft.; Perception +2
DEFENSE
AC 15, touch 10, flat‐footed 15 (+2 armor, +1 natural, +2 shield)
hp 11 (2d8+2)
Fort +4, Ref +0, Will +0
OFFENSE
Speed 30 ft.
Melee Battle Axe +3 (1d8+3/×3)
Ranged longbow +1 (1d8/×3)
STATISTICS
Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8
Base Atk +1; CMB +3; CMD 13
Feats Power Attack
Skills Perception +2
Languages Gnoll
Treasure NPC Gear (leather armor, heavy wooden shield, battleaxe, longbow with 20 arrows,
2D20 SP, 1D20 GP)
Gargoyle CR 4
XP 1,200
CE Medium monstrous humanoid (earth)
Init +6; Senses darkvision 60 ft.; Perception +5
DEFENSE
AC 16, touch 12, flat‐footed 14 (+2 Dex, +4 natural)

hp 42 (5d10+15)
Fort +4, Ref +6, Will +4
DR 10/magic
OFFENSE
Speed 40 ft., fly 60 ft. (average)
Melee 2 claws +7 (1d6+2), bite +7 (1d4+2), gore +7 (1d4+2)
STATISTICS
Str 15, Dex 14, Con 16, Int 6, Wis 11, Cha 7
Base Atk +5; CMB +7; CMD 19
Feats Hover, Improved Initiative, Skill Focus (Fly)
Skills Fly +12, Perception +5, Stealth +11 (+17 in stony areas); Racial Modifiers +2 Stealth (+6 in
stony environs)
Languages Common, Terran
SQ freeze
SPECIAL ABILITIES
Freeze (Ex) A gargoyle can hold itself so still it appears to be a statue. A gargoyle that uses
freeze can take 20 on its Stealth check to hide in plain sight as a stone statue.
Gnoll CR 1
XP 400
CE Medium humanoid (gnoll)
Init +0; Senses darkvision 60 ft.; Perception +2
DEFENSE
AC 15, touch 10, flat‐footed 15 (+2 armor, +1 natural, +2 shield)
hp 11 (2d8+2)
Fort +4, Ref +0, Will +0
OFFENSE
Speed 30 ft.
Melee Battle Axe +3 (1d8+3/×3)
Ranged longbow +1 (1d8/×3)
STATISTICS
Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8
Base Atk +1; CMB +3; CMD 13
Feats Power Attack
Skills Perception +2
Languages Gnoll
Treasure NPC Gear (leather armor, heavy wooden shield, battleaxe, longbow with 20 arrows,
2D20 SP, 1D20 GP)
Violet Fungus CR 3
XP 800
N Medium plant
Init –1; Senses low‐light vision; Perception +0
DEFENSE

AC 15, touch 9, flat‐footed 15 (–1 Dex, +6 natural)
hp 30 (4d8+12)
Fort +7, Ref +0, Will +1
Immune plant traits
OFFENSE
Speed 10 ft.
Melee 4 tentacles +4 (1d4+1 plus rot)
Space 5 ft.; Reach 10 ft.
STATISTICS
Str 12, Dex 8, Con 16, Int —, Wis 11, Cha 9
Base Atk +3; CMB +4; CMD 13
SPECIAL ABILITIES
Rot (Ex) A creature struck by a violet fungus's tentacle must succeed on a DC 15 Fortitude save
or the flesh around the point of contact swiftly begins to rot away, exposing raw bone with
shocking swiftness. This hideous affliction causes 1d4 points of Strength damage and 1d4 points
of Constitution damage. This is a poison effect. The save DC is Constitution‐based.
Thoqqua
CR 2
XP 600
N Medium outsider (earth, elemental, extraplanar, fire)
Init +1; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +10
Aura molten body
DEFENSE
AC 15, touch 11, flat‐footed 14 (+1 Dex, +4 natural)
hp 22 (3d10+6)
Fort +5, Ref +4, Will +2
Immune fire, elemental traits
Weaknesses vulnerable to cold
OFFENSE
Speed 30 ft., burrow 20 ft.
Melee slam +4 (1d6+1 plus burn)
Special Attacks burn (1d6, DC 13)
STATISTICS
Str 13, Dex 13, Con 15, Int 6, Wis 12, Cha 10
Base Atk +3; CMB +4; CMD 15 (can’t be tripped)
Feats Nimble Moves, Skill Focus (Perception)
Skills Acrobatics +7, Perception +10, Stealth +7, Survival +7
Languages Ignan (cannot speak)
SPECIAL ABILITIES
Molten Body (Su) A thoqqua’s body is hot enough to melt stone. Anyone striking a thoqqua
with a natural weapon or unarmed strike takes 1d6 points of fire damage. A creature that
grapples a thoqqua or is grappled by one takes 3d6 points of fire damage each round the
grapple persists. A creature that strikes a thoqqua with a manufactured weapon can attempt a
DC 13 Reflex save to pull the weapon away from the creature’s molten body quickly enough to

avoid having the weapon take 1d6 points of fire damage—damage caused to a weapon in this
manner is not halved as is normal for damage caused to items, and ignores the first 5 points of
hardness possessed by the item. As a result, most metal weapons can generally safely strike a
thoqqua without taking much damage, but wooden weapons have a significant chance of
burning away if used against one of these creatures. The save DC is Constitution‐based.
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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.

Broken Mine Side Map

Stream

Mine Tunnel

Ledge Shaf

Water Pipe

Chamber of Miners

Water Room

Drop Room
Final Room

Dome Chamber

Drain Chamber

N
1 Square= 5 feet

Broken Mine Main Maps
Level One
8

4

9

6

3

2

1

5

7

Level Two

1

2

3

Level Three

1
3

a

b

2

N
1 Square= 5 feet

