CELLAR -8 LR

Uyhthausc

[F - Kitchen and. Living Room
/F - Bedroom

3F - Wood Stockpile

YF - T he P yre.

Cellar - Storage. Some food,
some Junk. Secret staircase
leads to /.
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| = T his tunnel is close to the sea & - [abamtary

floor. Undead. dont swim well.

7 = T his tunnel is h’fha” up.

3 - An encounter that can be
avroided. by ﬁndﬁny the other
tunnel?

4 - A wmass of undead chained to

the walls (to prevent Wandming)

as quardians.

5 - Gate into the inner lair (€)

6 - Foyer. Another quardian?

! = Locked qate with staircase to

the liyhthausc cellar.

7 = Storage. Surgical equipment?
Chewiicals€ Body parts?

[0 = Cell. Could hold. a victim?

Maybc a failed cx]ocrimcnf,?

Or, hell, a successtul one.

[l = Study. Water hurts books.

I/ = Some kind. of sea creature

trapped. here as a quardian.

[3-16 = T he Necromancers living

space. T heres no reason this

couldn't be diy if you Pr‘cfcr.
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[7 - Sﬁipwrcaé Bow. Hatch leads
to lower deck. Or you can Just walk
through the gaping hole.

1§ - Shipwreck Stern

(9 - Nam'yafian Room

20 - Captainls Luarters

2l - Hold

.7 - Storage

/3 - Hold

LY = Crew Buarters

75 - Wrecked Galleon. T his ship
(s (yﬁny on (ts side, Wbmdén
the sand.

L6 = Officers Buarters

/7 - Captainls Luarters

/8 - Ndl/ffdtfion Room

/9 - Stamgc. T ools, rope, etc.

30 = Crew Buarters (hammocks)

3 = Mess

37 - 6a[(e:y (Kitchen)

33 - ufirmary? Storage? Brig?
Armory?

34 - Hold

35 - Sewure Hold (for valuable

cargo)
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DM Notes
rhamfqu’ﬂisnmpkﬁufa necromancer,
{M:yin some aguatic caes Mfﬁaﬁ'ﬁhﬂm«z’
Mwﬁﬁgﬁnmnwéﬂu@rﬂmtiaﬂr
(or become the lighthouse keeper) and. is doing a
really ternible job of keeping the fire lit. As a result,
the necromancer has a ready supffy o corpses to...
you know, necromance. Raise an army, make
Fronkensteins,
whatever
ﬁny‘rz (nto.

LIGHTHOUSE

SHIPWRECKS

A Few rhouyhfs ~Alternatively, you could have the
‘T;Mﬂz?&m,)wwufdﬁuﬂ P&fmdas&lofd!q'wrpm
someone ire them to investigate the cuse of  which they later encounter coming

ﬁamfﬁpmﬁ#ﬂmywm’dswP(y mfmmmmwy
notice the lighthouse unlit while passing by fight the necromancer.
-rmmapmmﬁdu{ﬂmwﬁc ~T he necromancer could be first
nsumnn:rénmﬂnn‘.(ipwfimﬂyﬂ tortle), encountered in ﬁtfabarﬁtiﬂddy;

but it could casily be a sea elf, sahuagin,
kuo~toa, hag, or even just a human with
¢ ring of water breathing. If your necro~
waancer would be wore at home in an air-
filled. envirowment, you can afways have on how you F[a.n ﬂinys, it may [et
the submerged. rooms be dry. the PCs skip a lot.
~(n the shfmctﬁ the PCs could encounter 0
ony wonber of thogs: undesd, regular c?;]é O
M,m*mﬂtn}ffﬁ:c?&m b\zﬁfﬂ Lo
investigating the shipwrecks, finding
no bodies would serve as a cue that ﬂﬁod
sﬂmsfﬁq is wrow. Ef v ::O

then retreat into ﬁhssu.bmelyedmﬂms
after a while faf@t‘tﬂud:undtrmfm
~Consider whether you want the secret
staircase to exist or not. Dc)oeadz'oy
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