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8 Carefully pry open the staples and
L remove these cardstock pages from
the magazine. Then reclose the sta-
K ples to preserve your copy of
T DUNGEON® Adventures.

Using a metal straightedge and a
sharp hobby knife or single-edge ra-
zor blade, carefully cut apart the 16
square map rooms that make up the
library of Bard Keep. Cut between
the solid black lines and all the way
around the outside of the map. This
will also separate the smaller
squares that represent the rune
pages of the control book.

| ; ‘ Sl o Before the players arrive, the map
7 '"{ & e ﬂ Ay Tt R T B tiles should be arranged as shown
o = - e Vs ; i o in Figure 1 (page 33). After all the
‘ : - : rooms are in place, flip over each
tile so that only the backs of the tiles
are showing. (The DM can peek un-
der the tiles to confirm the presence
of doorways in adjacent room. Just
make sure that the players don’t
peek, too.) As the PCs enter each
room, turn over that room’s tile,
keeping all the room numbers in the
\\Vb‘ upper right-hand corner. Once a
./aﬁ' room has been turned right-side up,
it remains that way throughout the
adventure,

Each square on a map tile is equal
to a 5' X5’ area in the room it repre-
sents. Each room in the library is
80' X 80" square.
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