The open pit at a glance!


Road is 15′ wide and 13,323’ (2.52 miles) long.

An ox-drawn cart would take 46 minutes to complete a descent.  A party at “explore rate” will take 110 turns (18 hours, 20 minutes!) to descend.  

The “floor” of the hole is 50’ across.

	Segment

from top/start
	Approx.

radius of hole
	Length of road segment
	Turns to explore
	Drop to 

next segment


	Falling damage

	1
	253’
	1590’
	13
	80’
	8d6

	2
	238’
	1496’
	12
	75’
	7d6

	3
	223’
	1402’
	12
	70’
	7d6

	4
	208’
	1308’
	11
	65’
	6d6

	5
	193’
	1213’
	10
	61’
	6d6

	6
	178’
	1119’
	9
	56’
	5d6

	7
	163’
	1025’
	9
	51’
	5d6

	8
	148’
	931’
	8
	47’
	4d6

	9
	133’
	836’
	7
	42’
	4d6

	10
	118’
	742’
	6
	37’
	3d6

	11
	103’
	648’
	5
	32’
	3d6

	12
	88’
	554’
	5
	28’
	2d6

	13
	73’
	459’
	4
	23’
	2d6


For wandering monsters, roll the given die and select “typical” monster from the level rolled.

	Segment
	Typical monster
	Wandering monsters
	Features
	Visibilty

	1
	None
	D6
	Many hazards and traps
	Smoky, hard to see next segment (50’)

	2
	Morlocks, Morlock Captains
	
	Hoardings cover the road
	Dark, cannot see next segment (20’)

	3
	Troglodytes, Dragonmen
	
	Shacks and caves
	Smoke thins (100’)

	4
	Chaos Cultists and thugs
	
	Repurposed Catacomb entrance
	100’ (torchlight inside catacombs)

	5
	Gargoyles
	D8
	Debris, rockslides
	100’

	6
	Beastmen and Minotaur
	
	Labyrinth entrances (minotaur traps!)
	30’ (total darkness inside labyrinth)

	7
	Chaos warriors
	D10


	Warped stone, mutants
	120’

	8
	Manticores
	
	Black and sterile
	100’

	9
	Chimera, Jabberwok
	D12
	Scorched, many bones
	90’

	10
	Implings, Hellhounds
	
	Fires, dead bodies
	100’

	11
	Fire Giants, Hellhounds
	
	Slag heaps, steam, gate to Muspelheim
	80’

	12
	Lesser Devil
	
	Tormented sinners
	50’

	13
	Lesser Demon
	
	Tormented souls
	40’

	Floor
	The Pit Fiend
	 (none)
	Hellmouth, columns of flame
	full


