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Game Masters need quality maps for their miniatures. DramaScape is committed to
bringing Game Masters the maps they need. This map product is a
full-color, 16 x 10 inch, Battlemap of an Alchemist’s Shop.

DramaScape map products are designed to
be compatible with both square and hexbased games and this map product includes
both types of overlays and also a no overlay
version.
The entrance to the alchemist’s shop is a
door in the southeast corner. Next to the
door is a hat rack with a couple of hats on
top of it. Visitors to the shop are encouraged
to take their hats off and place them on the
hat rack.
The floor is made of stone with a decorative
carpet in the middle of the room underneath
the alchemist’s main desk. The alchemist
favors the simple wooden chair as he writes
down the results of his experiments in his
logbook on top of the desk. Customers are
offered the much more comfortable chair
with a padded blue seat cushion facing the
fireplace, giving cold customers the benefit
of the warmth of the fire. The fireplace has a
clock on the mantel, fireplace pokers and a
cooking pot in front, crates to the north, and
a pile of firewood and a bench to the south.
Six lamps attached to the ceiling provide
light to the room. The Game Master can
choose them to be powered by electricity or
perhaps steam from the boilers in the
northwest corner generates the electricity
necessary.
Along the north wall to the right of the
boilers there is an empty box, a closed
cabinet, a small stool facing a series of
three bookshelves, a closed cabinet,
followed by an L-shaped workbench
dominating most of the northeast corner of

the room. The small stool could be used to
sit while reading books or more likely to
reach the books in the highest parts of the
shelves.
The L-shaped workbench consists of three
tables with a wooden wall built into the back
of the tables that have four shelves built into
it with three rows each. The tables of the
workbench have stills (distillation apparatus)
set up, racks for test tubes, pipettes inside
of beakers and flasks, as well as plenty of
empty and full flasks on top of the tables.
The shelves hold even more empty and full
flasks above the tables.
There is also a machine on top of a table
here. A large stool sits in between this table
and the worktable allowing for the alchemist
to perform experiments at both tables
without moving.
The adventure hook calls this machine the
Teslamuter, but is much more likely a crude
pH meter using tesla technology for power.
The tesla coils are connected to probes that
can be placed inside a solution to determine
if it is an acid or a base by flipping the
switch to power the machine and pressing
the black button to start the measurement.
The probes measure the pH of the solution
and then the green button glows if it’s an
acid and the red button glows if it’s a base.
The amount of illumination indicates the
strength of the acid or a base. Such as a
strong green glow would indicate something
with a pH of 1, highly acidic or a strong red
glow would indicate something with a pH of
14, a strong base. If neither button glows,

the pH of the substance is 7, neutral, and
close to the pH of water or H2O.
To the south of the L-shaped workbench are
a closed cabinet, two small bookshelves, a
closed cabinet and a large bookshelf next to
the hat rack.
Along the south wall to the right of the
bench there are two closed cabinets
surrounding a workbench and a bookshelf
just to the left of the door.
A second large stool faces this second
smaller workbench. This workbench is a
counter above four closed cabinets with
three rows of racks built into the back of the
counter to work as shelves to hold empty
and full flasks. The counter of the
workbench has two stills (distillation
apparatus) set up, a rack for test tubes,
pipettes inside of beakers and flasks, as
well as plenty of empty and full flasks on top
of the counter.

Instructions for cut outs:

Printing:
Print only the pages that you need.
Overview:
360 View:
Square Overlay:
Hex Overlay:
No Overlay:

Page 6
Page 7
Pages 8 to 9
Pages 10 to 11
Pages 12 to 13

Layout:
To place the cut away maps together you’ll need to remove the white borders. You don’t
need to remove all the white borders around the edges, just remove the pieces in
between the map sections, leaving a white border outside the map in the center. If you
leave the top white piece and the right white piece of each page, you have a piece to glue
onto. Use any cutting tool to do this, scissors being the preferred method.

Square Layout:
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Hex Layout:

No Overlay Layout:

11 12

15 16

Assembly:
Either tape them together using transparent tape, or glue them onto a large sheet of
posterboard or cardboard.

Scale:
Print Layouts are set to 1 inch (square or hex) = 5ft. VTT images are set to 100 ppi (1 inch = 5ft).

360° View

Click on the picture and hold down your left mouse button,
you can then rotate the image.
(The Panavision image may differ slightly to the map.)

