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“This year isn’'t up to your standards?”
[Pushes a concealed brick in the wall]
“Please follow me to my private cache to try some of my longest aged vintages.”
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Game Masters need quality maps for their miniatures. DramaScape is committed to
bringing Game Masters the maps they need. This map product is a
full-color, 8 x 10 inch, map of a Hidden Room.

DramaScape map  products are
designed to be compatible with both
square and hex-based games and this
map product includes both types of
overlays and also a no overlay version.

This small secret cache can be entered
from the sewer grate or the door in the
top part of the eastern wall. There are
four pillars, and one has fallen down
near the top of the sewer grate.

The Game Master can determine
whether this makes it difficult to open
the sewer grate or not. This depends on
two factors. The Game Master must
determine if the pillar is sufficiently
covering the top of the grate to impece
it's opening and which hinge is 1=~d tc
open the grate.

For example, if the grate opens fiom ne
north with the hinge n the souil, it may
be much more difficult to oper: than in
any other hinge location. .1c sewer grate
is on a slightly higher elevation than the
rest of the room, no more than a foot or
two with a downward slope from left to
right eventually ending with the crack
that marks where it meets the floor.

The other major features of the room are
stacked barrels, overturned barrels on
their side, and skeletal remains such as
skulls, bones, and rib cages.

















