
The Adventure Diary:

This section includes all the pages of the adventure diary the party started the adventure with.

After a short journey east from the keep, we encountered an
ugly scar on the countryside - a series of caves chewed into the
landscape itself where the land falls away at least a hundred
feet from the forest above. Were these caves created
naturally?

From the looks of things, each cave has different inhabitants.
The less threatening monsters are to the East and downhill.
The more powerful are to the West.



Stay clear of cave E unless  you have some coin! The ogres there
are willing to help, but they are stupid and are only interested
in gold.

We poked our heads into cave I. The alien geometry of these
particular caverns were dizzying. Even though we didn’t travel
deep into them, we immediately felt ourselves getting lost in the
labyrinth. We managed to find our way out just as we heard
snorts and hooved footsteps approach.

Today, we explored in and around caves B and C - both orc
lairs. Cave B has a secret lookout, while C is trapped with a
giant net rigged on hidden pulleys to capture invaders. Our
rogue paid with his life for us to learn that.



Goblins of all types infest caves D, E, & F.  The weakest in D are
allied with the mercenary Ogres of cave E. The militant,
cannibal Hobgoblins of F are tough but lazy. We fled heavy
crossbow fire after stealing their gold right from under
their noses.



As we approached Cave
G, we smelled feces and
rotten meat - signs of
a gigantic monster. We
peeked in at a cavern
filled with rats and
alien fungus. Chewed
bones and a feathered
nest of leaves by the
brackish pool

indicates that Owlbears live here. Cave H is filled with
Bugbears. Handwritten signs invite any to join them. We
considered masquerading as an interested party, but these
creatures are clever and deadly. The gong located just inside
could bring reinforcements quickly.



The gnolls of Cave J are aggressive and jingoistic. Beware if
they begin chirping in their demonic dialect. They are casting
spells to enchant you and hold you in place!



Disaster! We found a tomb
buried beneath a heavy stone
door that we identified as Cave
K. We moved the stone, snuck in,
and headed to the right and
down a slope. We encountered
several rooms of skeletal
undead, but managed to get to a
shrine of the fallen daeva
Nerull. There, undead composed
of dry bones rose from a stone
sarcophagus and attacked,

tearing our fighter to bits and slaughtering the cleric. The
few of us that escaped vowed never to return again to the
CAves of Chaos.





1. The Main Gate
2. Gatehouses
3. The Main Courtyard
4. Stables
5. Warehouse
6. Gatekeeper’s Tower
7. Specialty Shops

a. Fishmonger
b. Cobbler
c. Scribe
d. Tailor
e. Tanner
f. Cheesemaker
g. Bakery
h. Carpenter
i. Cooper

8. Smithy

9. Quartermaster
10.Quartermaster Storage
11. Locksmith / Pawn Shop
12.Lookout Tower
13.Market Square
14.Sleeping Giant Inn
15.Sleeping Giant Tavern
16.Teamsters’ Guild House
17.Chapel
18. Inner Guardhouse
19.Water Tower / Cistern
20.Granary
21.Common Garden Plot
22.Old Stables
23.Catapult Tower
24.Tannery / Prison
25. Inner Fortress


