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Referee's Information 
 

The Cave is an ancient one. For millenia it served as a trap for the unwary. In time it was the 

refuge for a mage who served an ancient king. The king had himself and his loyal dog entombed 

in the caverns and the mage placed a Stone Golem in the caves to keep the tomb safe. The mage 

himself used the cave as a refuge, but two events changed that. First, reptilian invaders often 

found themselves in the cave, and the mage had to be wary of them. The Golem took care of 

most. Unfortunately as the mage aged (slowly of course), his snoring got louder, and eventually 

the noise-sensitive Golem could take no more and slew his creator.  

 

The caves are formed in the center of an asteroid, no-one living knows how. Air is provided 

magically by the crystals in room 4. The smallest passageways are crawlways that might be a 

tight squeeze or perhaps impassable for larger characters. There are two finished rooms (8 & 9), 

and one exit to the surface (room 11) that will only be helpful in a science fiction campaign. To 

almost all medieval adventurers, it will prove nearly as deadly as the portal in the classic Tomb 

of Horrors. 

 

To create the map, print out the image and then form into a cube. Don't let the players see the 

cube -- let them figure it out for themselves. The mapmaker may curse you, but he/she will have 

a good aha moment somewhere along the way. The map is quite small, so it shouldn't take long 

for your players to discover its nature.  

 

The players might find this place in any number of ways: 

 

1.  Angered a powerful mage. 

2.  Got teleported down from the Enterprise. 

3.  Displeased the gods. 

4. Entered a strange dark portal in an ancient city. 

5. Dreamed their way into it. 

6.  Put on a cursed ring or touched a crystal ball (make the crystal ball a strange alien artifact if 

you are running a science fiction campaign). Only the wearer/toucher is transported. If it is a 

crystal ball, they might see their friend in a set of caves, all alone. If they touch the crystal, 

they too are transported. 
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Choose number six only if you don't mind the players having a portable nice base after they 

clean the place out. All someone has to do it put on their ring to be transported there. I can 

imagine walls with weapon racks, food, water, explosives, etc. all waiting there for when the 

party (or perhaps just that greedy thief) needs them. The downside of course is that there are 

many extradimensional ways to enter the caves, so occasionally the "owner" will return to find 

some new inhabitant at home. 

 

Room Descriptions 
 

1. This is the room where the players first appear. The water is surprisingly clear and sparkles 

in the light. 

 

Referee's Information: A magical water resource, which is perfectly safe to clean.  

 

2. A deep chasm separates the two sides of the room. The center of the chasm is 90 feet deep 

and the walls are extremely steep and difficult to climb. A decrepit and mossy wood bridge 

crosses the chasm.  

 

Referee's Information: Decide before the players cross the bridge how you will play these. 

Either the bridge is safe but creaks alarmingly, or you can have it be unsafe and crack when 

too much weight (you pick how much) is put on it. Perhaps they can cross safely one at a 

time but if more than one tries at a time, it breaks and drops them ninety feet onto the rocks 

below. 

 

3. This is a garbage dump and it smells like it. When the space has been inhabited by residents 

who care, they have piled the dead bodies and refuse into this room. It is nearly full of 

skeletal forms and dirt. Some of the skulls look reptilian in nature, and there is a strange 

clawed hand poking from one of the piles. There is nothing of value here, except perhaps the 

toilet seat that someone has carved from stone. 

 

Referee's information: The piles of dirt are composed of dead bodies and night soil that has 

been worked by a number of bugs and microorganisms. Most of these are benign but there is 

species of particularly ravenous Nicrotious beetles as well. If someone digs in the piles for 

some reason, there is a 1 out of 6 chance each round that a swarm of those beetles will 

attack. Nicrotious beetles eat flesh, preferably dead flesh, but a living human is fine as well.  

 

Nicrotious Beetles: A small beetle (about 2 cm. in length) with a fiercesome bite. They will 

ignore armor and get under clothing where they will begin to bite and eat the flesh. 

Individually, they are little worse than a nuisance, but a swarm can eat so quickly the victim 

goes into shock and is eaten alive. Each round the victim takes 1d6 damage. If you are using 

a hit location system, roll for the first location and on each round thereafter, add any 

adjacent locations to those that take 1d6 per round.  

 

If the rest of party is quick, the victim can be pulled to safety and the beetles burnt off the 

victim for an additional 3 points of damage to every location. In D&D, Burning Hands or a 

Fireball will do the trick. A Fire Elemental can also kill them quickly. If magic flame is not 



available, the victim's friends will have to get his armor off first, which will take 2 rounds for 

leather or chain, 4 rounds for plate. While taking his armor off, every person helping will 

take 1 point of damage every round. 

 

Other ways to get rid of the beetles will depend on the party's resourcefulness. They are, 

however, just beetles and can be killed in the usual ways.  

 

4. A large cavern filled with large blue crystals. The air is invigorating and there seems to be a 

breeze from the crystals. Someone has arranged a series of large rocks into a rather 

comfortable chair. 

 

Referee's Information: The crystals are producing oxygen. If the players are carrying 

torches, they will flare more brightly as they approach the room. If they are not, and they 

start a fire here, it will initially explode (no damage). 

 

5. A long cavern with an oak door reinforced with spiral ironwork hinges. At one side is a slope 

leading up to a cliff edge (the cliff drops 20 feet down into room 10). 

 

6. This is an ancient sacred tomb, unknown and unreachable by most adventurers. Within lays 

the mummy of an ancient king, adorned with gold, precious metals and gems, easily worth 

60,000 gp. or more. 

 

Referee's information: The entrance was from room 2, but the stone has since been shaped 

over and is indistinguishable from the rest of the walls. The stone golem in room 7 was 

placed there as a guardian for the caves and for the king's tomb. 

 

7. A warren of caves weaves through this area. A small domed cave lined with sharp crystals is 

just off the main room. In this room stands a roughly carved stone man of immense 

proportions. A steel door is embedded in one of the walls (leads to room 8). 

 

Referee's Information: The statue is actually a Stone Golem. It typically attacks 

immediately, but if the party is being very quiet and sneaks by it, it may leave them alone. It 

hates noise, ANY noise, and the louder the party is, the more violent the Golem will become. 

 

8. An exceptionally well-finished room. There are two steel doors of exceptional quality in the 

room, both with large round handles in the center of them. 

 

Referee's Information: Both doors are closed and locked when found. Both can easily be 

unlocked and opened. One door leads to room 7 (and can resist the Stone Golem -- it will 

have to circle around to get to the intruders). The other door leads to room 11.  

 

9. A small room with an old but serviceable wooden bed at one side. A large stone door lays on 

the ground with its metal hinges snapped off. Whatever knocked that door down was very 

strong. The wood is elaborately carved mahogany and the bed would be worth as much as 

200 gp. if it could be taken out of here and sold. In the center of the bed is a skeleton in 

mage's robes, night cap and slippers. It seems to have been struck a fearsome blow in the 



stomach, as the wooden slats under it have been snapped in half. There are enough slats left 

to make the bed serviceable but the mattress and sheets are a dead loss and must be 

discarded. The asterisk marks the location of a small iron stove. The cooking utensils are 

serviceable. 

 

Referee's Information: The rooms was the refuge of a mage who lived here for many years, 

eventually being killed by the Stone Golem in room 7. A cursory search of the mage and bed 

will find a gold ring (20 gp.), a key, and a +2 dagger. Under the bed is 200 gp. in a small 

locked chest, a stack of moldy old clothes, a pair of high leather books (serviceable) with 1 

inch lifts in them and a wand of magic missiles. The secret door only exits to the caverns 

from the room. No-one from the cave can enter the room through that door. The latch to the 

secret door can be found if the room is searched thoroughly and the bed moved. Another 

secret door, nearly impossible to find, is also found in the room on the wall opposite that 

with a secret door. This second secret door opens to reveal a crystal ball showing where the 

resident originally came from outside the caves. If someone touches it, it will return them to 

the place they began, outside the caves, and the secret panel will close again. 

 

10. A cliff (20 feet high) leads to room 5. The cliff is easy to climb. 

 

11. The party enters room 11 through the steel door in room 8. At the other side of room 11 is an 

identical steel door (not marked on the map).  

 

Referee's Information: The room is an airlock. When that second door is open, a great rush 

of air whirls through and swings the second door open and the first door shut (and locked). 

Anyone in room 11 is exposed to the vacuum of space and may be sucked through the open 

door out of the asteroid. Characters in vacc suits will be able to work their way back and 

discover the control panel that cycles the air lock in the opposite direction and re-enter the 

asteroid. Most medieval adventurers will die quite quickly from lack of oxygen. Any exposed 

skin will freeze quite quickly and air and fluids will rush from every orifice into space where 

they will boil away.  

 

12. This room has one of the passages blocked up with loose stone. A disturbing odor of decay 

comes from the other passage (room 3). 

 

13. A second tomb. This was another royal tomb, like room 6. The walls show a fast greyhound 

chasing cats and rats, and laying at the feet of a king. A pile of leg bones sits next to a golden 

casket worth 10,000 gp. 

 

 Referee's Information: This tomb was for the king's loyal hound. 

 

14. A dead body lays here. It seems to have been a Lizardman warrior. It is in scale mail but the 

body has been twisted like a wet towel, and the armor is not longer wearable. 

 

 Referee's Information: This reptilian warrior met the Stone Golem from room 7 and lost. A 

+3 Bastard Sword is next to the body, and in a human skin leather bag on the body can be 

found three rubies worth 200 gp. each. 



 


