
Graveyard Map 

Scale: 1 square = 30 yards 
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Map Legend 

Stone path 

F=Fountain (special map) 

G=Graves in rows 

M=Mausoleums (special map) 

O=Obelisks in formations 

P=Pools and ponds of water 

S=Shed of tools 

T=Trees & Grass 

V=Exit to Vicarage 
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Encounter #1, duration 5 rounds

Rak destroyed one skeleton
Teaeryn turned 10 skeletons
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Hint located here at S2, necromancer is wounded and left a trail of blood. 

If characters search the area, the detect a thin blood trail leading south to the obelisks.

If charcters do no search the area, then detection can be randomly determined, modified by character movement speed.

Light source or infravision must be used to detect the blood. 

If running at full speed, detect on 1 of 1d6 roll.
If carefully moving, detect on a 1, 2, or 3 of 1d6 roll.
Infravision adds 1 to the detection roll.




