Sharp curve

Narrow track

Andy Woods’
Stalker

Map by Richard Bos, 2014

Arena Sweeping Luxurious hut Hut
trails
alien
reed
Sand dunes Brnﬁld Domed hut Village centre Pod
pathway L g d
- cnmputerx e e n
fruit blaster, barrel
room name
Hollow Glade Stone pillar He_:;(ds on Dimly lit cave static objects
spikes
N Crawler, ortable objects
boulder B I
disc device
Cave Hot sand Beach Intricate Sweeping Mound of Scorched Beginning U p/d own
b barrier boughs dark soil track of trail
ear L o L T entry/other
oars, boat . .
: fint =——= |ocked/hidden
Dense Standing _ i -
vegetation stones sin g I e-wa y
X starting point
boat flint
[
Musty tent Grassy Stony path Granite cliff
clearing
creature |
cook book,
small book
Gaping hole jvl;:l,;:i';ﬁd Circular Vibrantly Stagnant Exotic plants
barrier coloured pond
towel branch
Wooden Rich Small Mud & water Deathly place Leafy glade Ground Spa Wide corridor Ball court
shack grassland meadow Ith
telecommunica- squelches
tions unit — — -
Entri-Kard
:,]:ﬁ:gmw" Cliff-top Muddy trail Large Deep marsh Pastel Paradise Medical room
H junction
clothes
| framework money
Jetty l - " 1
Top of cliff Bamboo Craggy Anti-Grav Shell of the Store
bridge boulders chamber dome cuphoard
— — lever gates machine
material goggles Entri-Kard
Western path Gravel path Eastern path
[
Cockpit Hover-station Arid
i .
' Captain Tube-Karr desolation
Aldraan
i i
[ v ; [ [
Outside Transport Hexagonal Arrow shaped 1 Bottomless Unfinished Cubby hole Well trodden Nomadic Bottom of
cockpit system corridor junction i pit tunnel path settlement slope
Tube-Karr — — H ! — —
o
! i
! i
I I : | -
Sleeping Rest room Brightly lit Launch pad Nerve centre Platform ___‘: Foul tunnel
chamber corridor
bunks crew o T e b e e o slot — —
bat, paper security pass
H Black corridor Circular room Darlgﬁr Maintenance Padded cell Dark U-bend Tunnel Stable Large clearing
corridor room
- rostrum
spanner,
bucket straight jacket
Perfectly Small, round Dark room End_udf Cll:hnil:i Tunnelﬁ Gruest;me lair Yard of the Red soil Fallen trees More tents
square room room corridor chamber inn
controller, || carcasses, || || ||
oxygen control skull
ruby
Engines Smoked
Lizard
mechanics Foreun Bey
heer

Rescue




