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Portfolio Website to see more car-
tography and adventures.

Patreon Releases:
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these game supplements
are possible.

The intent with this material is to
create ideas and extra material for the
illustrations I create. You're free to use
this information or change it in any
way to adapt it to your own game and
players.
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Important

Please keep this supplement for personal use. 9
It cannot be used commercially. [
Credit must be given to (Derek Ruiz, or Cartography by

Derek Ruiz) as the author, and a link to www.elventow-
er.com must be included if it is shared or redistributed.



http://www.elventower.com

A MINE INCIDENT

About this Resource

This resource features the general description of a
mine section where a section of uncharted tun-
nels was discovered. It includes adventure ideas
that are appropriate for mid-level (Levels 6 to10)
adventuring parties. Challenge Rating (CR) is cal-
culated using a party of four as the model.

The DM is free to change or modify any or all the
information found here. NPC names and settle-
ment names are the first the DM should consider
changing to accommodate any homebrew world
lore. To modify the challenge rating of the adven-
ture, the DM must first consider the power level
of the party. Considering the PCs’ individual levels
and the number of players is crucial to presenting
a good challenge. Not all parties are the same,
different playing styles and command of the system
in the party can increase or decrease their effec-
tiveness in encounters. The DM may adjust the
encounters slightly by adding or subtracting mon-
sters. Alternatively, controlling monsters with more
intelligence and strategy is often the easiest way to
raise the difficulty of an encounter. When monsters
are referenced, the creature’s name is noted in
bold. Only creatures from the Monster Manual are
cited.

Backcrounp LoRre

arnnes is a small town by the fringes
of the province. A couple of dozen
houses hug each other next to a
8l oreat cliff face. People are poor in
=3 general around this area. The soil is
not farmable, at least not enough to make it profit-
able. Only a few people in Harnnes do subsistence
farming and sometimes they do not make enough
to make ends meet. The only real reason why peo-
ple cling to this forgotten piece of land is the mine.
They call it “Old Dan’s Mine” in honor of Dan Sil-
veste who was one of the first settlers almost one
hundred and fifty years ago. Dan moved here with a
few other families under the promise of a profitable
mining operation. It was successful as they found a
vein of silver and platinum which enriched Silveste
and a few other townsfolk.

Unfortunately, the mine’s rich veins and depos-

its seem to have run out about thirty years ago.
Whatever coin was left eventually ran out and some
families moved back to the closest city, which is a
few days away. The remaining townsfolk continue
working the mine to this day. It is not as rich as
before, but they manage to mine enough silver and
coal to survive.

Things took a turn for the better a few weeks ago.
Harry Silveste, a descendant of the original owner
of the mine, now works as a surveyor and geologist.
He decided to expand a mining tunnel in a different
direction and found what appears to be a large vein
of silver. Harry and his miners still do not know
how big the vein is but it appears to be big enough
to boost the town’s production fivefold for a year or
two. A few weeks later, the miners expanded the
rail line and began mining. It was then that they had
a second discovery. After blowing a few explosive
charges, The sidewall of a tunnel collapsed and
revealed a strange passage next to their mining
operation. The passage appeared to be of artificial
origin because it leads to a descending shaft with
carved stairs appropriate for human use in size.

Harry Silveste gathered a few strong men and
went down the tunnel to explore. After some explo-
ration, Harry determined that the tunnel was dug by
drow explorers from the Underdark. This was his
conclusion after he found some marking in elvish
in the entrances of some tunnels. It all appeared
as if the drow were in the middle of digging a new
way out of the Underdark to the surface. It just so
happened that their tunnel intersected with their
own mining tunnel.

Harry Silveste and his people did not return
home that night. They were ambushed by a group
of savage creatures. They were bipedal, furry, and
simian (quaggoths). Silveste did not miss the two
drow who saw it all from the shadows. They were
all taken prisoners by the drow explorers. They
moved them down to a complex set of caves under
the mine. Harry Silveste is an educated person
and he knew elvish well enough to understand the
speech of his captors. What he found out is not
good news. The drow plan to simply leave Silveste
and his men’s fate to the quaggoths. They are meant
to become food for the next week.



Back in Harnnes, concerned wives and families
have decided to send two more men to the mine
to explore. They also sent a messenger east, to
the capital, to offer a hefty reward to any strong
adventurers willing to explore the mine and rescue
Silveste and the miners.

LocatioN DEscripTION

1. Mine Exit. This tunnel goes east for half an hour
and leads to the mine’s entrance. Several branching
tunnels stem from this one on the way.

2. Collapsed Wall. This is the collapsed section
which revealed the drow part of the tunnel. Pieces
of rock fell on the rail tracks and damaged them.
The miners have not yet fixed the rail.

3. Mine Depths. This tunnel leads north and con-
tinues for ten minutes to the new silver vein. Two
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General Features

These are the general features of Old Dan’s Mine.
The mine is currently operational but all activities
were stopped temporarily until the infestation
problem is solved.

Terrain. Both the mine and newly discovered cave
are of artificial origin. The soil is rough and unde-
veloped. Rubbish and broken rock pieces make
movement difficult in certain areas.

Light. The mine tunnel is brightly lit with torches
in sconces in every support beam. Area 4 is well lit
by an oil lantern. Area 8 is dimly lit by the biolumi-
nescent fungi in the area. All other locations are in
complete darkness.

Smells and Sounds. The smell of raw coal, wet

| soil, and burning oil are present in the mine tunnel

1 and Area 4. Area 8 features a pungent acidic smell

| from the poisonous fungi in the area. A successful
DC 12 Wisdom (Perception) check reveals this

| smell as far as Area 7.

Poisonous Fungi. Approaching within 10 ft. of the

poisonous fungi in Area 8 is dangerous. A creature |

| who gets that close must make a DC 14 Consti-
tution saving throw. The creature takes 13 (3d8)
poison damage and becomes poisoned on a failed

| save, or half as much damage on a successful one.

branching tunnels stem from this one on the way.

4. Miner’s Camp. Silveste and his men set this
camp up as a middle point for the deeper part of
the mine and the recently discovered drow tunnels.
There is nothing of value here, except the lamp.

5. Descending Steps. The shaft descends 50 ft.
The spiral stairs are uneven, wet, and dangerous. 6
swarms of bats attack any visitors as they start de-
scending the stairs. Any creature that takes damage
must succeed on a DC 11 Dexterity saving throw
to avoid slipping on the wet stone and become
prone. A failure by 5 or more causes the creature
to fall down to the next landing or the bottom of the
shaft, taking 7 (2d6) bludgeoning damage.

6. Shaft’s Bottom. The bottom of the shaft features
a tunnel entrance with several markings in elvish.
The markings are digging instructions and tallies
of workers. A passive Perception score of 17 or
higher or a successful DC 17 Wisdom (Percep-

tion) check reveals several droplets of dry blood on
the rough stone floor. Someone was injured here
only a few days ago.

7. Drow Ambush. Following the same successful
strategy, a group of 2 drow and 4 quaggoths hide
here when they notice new visitors approaching.
They will not continue their way up now that they
have found resistance. They know that the surface
is very close but they need further instructions. One
quaggoth was sent down to the next drow encamp-
ment to ask a superior about their new course of
action.

8. Fungi Garden. The fungi in this area are dan-
gerous. The drow planted them here for protection.
They and the quaggoths have all inoculated them-
selves against the toxin and are not affected by it.
Any other creature that approaches within 10 ft. of
the fungi must make a DC 14 Constitution saving
throw. The creature takes 13 (3d8) poison damage
and becomes poisoned on a failed save, or half

as much damage on a successful one.9. Prisoner
Camp.

10. Underdark Access. This tunnel continues
down and branches into untold caverns that lead to
the Underdark.



Tuank You

Thanks for supporting and following these PDF releases. I am
grateful to you. It is because of your support that I can continue
creating cartography, and written content for RPG games. If you
like what I do here, you might also be interested in some of my
stuff that’s on sale at the DM’s Guild. These are paid products.
Unfortunately I cannot distribute them to my supporters on Pat-
reon because it would be copyright infringement.
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I have two adventures, linked below, and a compilation of maps
for the Forgotten Realms.

InTRODUCTORY. ADVENTURE



https://www.dmsguild.com/product/252138/Sharn-II-Council-of-Roaches?affiliate_rem=446018
http://www.dmsguild.com/product/249513/Sharn-The-Missing-Schema?affiliate_id=446018
http://www.dmsguild.com/product/223992/Sword-Coast-Mega-Bundle?affiliate_id=446018
http://www.dmsguild.com/product/223992/Sword-Coast-Mega-Bundle?affiliate_id=446018

