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Death On Ice 
By Andrew Shields. For Crumbling Epoch. 5.13 

 

 Designed for 1-6 players with characters of 1-3 level, though the difficulty could be adjusted. Play with a DM, or 

choose a “Guide” to interpret dice results and direct enemies and allies while playing a character. 

 

Background 

 

The Hyrlaav Glacier has been grinding across Bolwyrd for centuries. The tidewater glacier’s lower slopes reach the 

sea. The ice fissures and cracks, revealing meltwater tubes, caverns, and chambers in its depths. The fracture zone is 

about 150 feet thick, rigid ice over the more plastic flowing lower section that is lubricated with meltwater from 

friction. The “v” shape of the Bolwyrd Valley became a “u” shape long ago, under the glacier’s grinding advance. 

 

The glacier is attracting attention now because millennia ago it ground over the lost city of Kruvass. As it dragged 

its unguessable weight over that lost city, elements of the city were embedded in it, twisted apart or ground down. 

The scavjeck, scavengers of the ice, take their wolves and raid the crevasses for long-lost secrets and magic. The Ice 

Lords and their weird sled spiders try to kill any who trespass on the glacier. Magics from Kruvass have flowed into 

the ice, animating strange fey and cold shapes to defend what was lost long ago. 

 

A fortune is slowly calving into the sea. Get what you can before the riches in the ever-shifting ice vanish forever. 

 
 Not Static  

 

Any time the invaders take 10 minutes to do something (rest, search, etc.) roll 1d6. On a result of 1, roll 1d20 on the 

“Dangers” table to see what encounters them!  

 

They can take 10 minutes and each searcher can examine 4 squares of ice to look for secret passages. If they roll 

equal to or under their level on 1d12, they discover some weak ice or an illusion. Roll 1d4.  

1. Coppery idol of a monolith etched in cosmic patterns, 3d6 x100 gp. 

2. Another exit from the room. 

3. 2d20 platinum coins of ancient make, worth 20 gp each. 

4. A magnificent +2 sword, 2 handed, swirled with archaic mystic runes, 600 gp. 

 

Dangerous Creatures 

 

 Chillborn. Murderous humanoid ice-things, with crystals in their chests, formed of wild magic. 

 Coldskulls. They use strange harmonics to fly, they look like fanged rabbit skulls. As they latch on and drain 

blood, they grow a dim red body; when they have had their fill, they scamper off. 

 Ice Lords. Low brows, broad shoulders, long muscled arms; they need little clothing even in the cold. No one 

knows why, but they slay all they catch on the ice. They ride silk sleds drawn by cold-adapted spiders. 

 Ice Wolf. About a hundred pounds, with a gorgeous pale pelt, these wolves serve as mounts and guards for 

Scavjeck tribes. They are cunning and brutal. 

 Icelites. Glacial fairies, about a foot tall, made of eldritch ice. They can be invisible at will, fly, and torment. 

Their thin limbs serve as ice daggers. They often steal from the living. 

 Scavjeck. Half the size of humans, furred against the cold, they scavenge the icy wastes for treasure. 

 Sled Spiders. Translucent, with torsos the size of a human, they weave and pull for the ice lords. Venomous. 

 

Dangerous Cold 

 

Characters are safe from cold if they wear 1 encumbrance load of cold weather gear. If they wear less, but still warm 

clothes, they take 1 hit point an hour from cold. If in normal clothes, 1 hit point a turn. If nude, 1 hit point a minute. 

If wet, one category worse than they would otherwise be. These hit points can only be regained when warm enough. 
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When you reach a possible entry, roll 5d6, all different colors.  

1. Length. Result = 10 foot increments.  

2. Width. Result = 10 foot increments.  

3. Exits. Result -2 = exits from the space (plus entry).  

4. Danger. Result -3 = foe groups in the space.  

5. Wealth. Result -3 = wealth results in the space.  

Length and Width. Within those dimensions, 

make the room a cracked or melted ice shape. 

Feel free to add stairs, curves, corners, etc.  

 

Danger and Wealth. Roll 1d20 on this chart 

as many times as the dice tell you to.  

 

Danger (1d20) 

1. Irritable icelite. 

2. Scavjeck scout. 

3. Ice wolf. 

4. Waking chillborn. 

5. 1d4 coldskulls. 

6. Ice Lord and 2d4 sled spiders. 

7. 1d4 sled spiders. 

8. 1d4 ice wolves. 

9. 1d6 scavjeck scouts. 

10. 1d6 chillborn. 

11. Snow bridge—crumbles on 3 in 6, drops 1d6x10 ft. 

12. Creaking ceiling, drops on 3 in 6. 1d6x5 hp, 1 turn to dig out. 

13. 2 thieving icelites, a hit cuts a strap instead of doing hp. 

14. 1d6 coldskulls resting in icy water. 

15. Elevation change is slippery; save or fall, 1d6 per 20 feet. 

16. Deadfall chunk of ice, 3 in 6 chance, save or take 3d6 hp. 

17. Deeper cold, +1d4 hp from cold every turn in the space. 

18. Slick; every combat round or turn, save on 1d10 or take 1 hp. 

19. Chasm; save on 1d10 or fall in, hit a shelf 2d6 x10 ft down. 

20. 1d8 scavjeck scouts mounted on ice wolves. 

 

Wealth (1d20) 

1. Scroll, 1d2 levels of spells, 1d2 x50 gp. 

2. Magic pendant, pay 1 hp, be warm 4 hours. 

3. Engraved gold goblet, gems, 2d6x100 gp. 

4. Ice Lord gold link belt, 1d6 x100 gp. 

5. Runes on wall; rubbing worth 1d4x10 gp. 

6. Magic chain hand jewelry, +1 AC. 400 gp. 

7. Tusk scrimshaw, 2d6 x50 gp. 

8. Sacrificial coppery dagger, 1d4+1. 300 gp. 

9. Moonsilver tiara with opals, 500 gp. 

10. Ice wolf hand claws, 1d4+1, 300 gp. 

11. 2d4 light crystals, candle bright—5 make torch. 10 gp each. 

12. Ice crack (as secret door) has pouch of gems, 1d8 x10 gp. 

13. Dim glowing pool has 6 doses, each heals 1d4 hit points. 

14. 1d6 shattered chillborn, each crystal worth 2d4 gp. 

15. Big ice wolf cloak worth 50 gp, with skull helm/hood. 

16. Ancient book in the ice, 3 turns to chip it out, 1d6 x100 gp. 

17. Necklace of ice wolf teeth worth 1d6 x10 gp. 

18. 1 foot coppery idol of a starfish-headed thing, 1d6x100 gp. 

19. Strange blue gem 2 inches across, 3d6 x100 gp. 

20. Magic ice pick: 1d4 dmg, +1d4 to ice-related saves/moves. 

 

Features (1d20)      Roll for these as often as desired, for landmarks and points of interest. 

1. Ceiling drips, runnels of water flow down the wall. 

2. An englacial stream runs through a tunnel. 

3. Dim light can shine through the ice above. 

4. Torn and savaged ice wolf carcass, bones and fur. 

5. A crack 1d4x10 ft deep in the center, water below. 

6. Recent Scavjeck campsite with fire ring. 

7. Massive boulder surfaces, stone floor. 

8. Ceiling partially caved in. 

9. Shaft drops to another level/room, exit in floor. 

10. 10 silk cocoons hang from ceiling, drained scavjeck. 

11. Ball of dead icelites hanging from the ceiling. 

12. Pile of coldskull corpses iced together in a mound. 

13. Shadow swimming in supraglacial lake above. 

14. Shadows of ice lord corpses (?) buried in ice. 

15. Area with ogives, light and dark ridges. 

16. Chamber surfaces are webbed over. 

17. A wall is wrenched, ancient stonework. 

18. The ice glows with a soft blue light. 

19. Wall has an almost silent waterfall rippling down. 

20. Floor ice shaped like anguished faces pushing up. 

 

Creature AC HD Dmg Move Morale Notes 

Chillborn 1 1 1-6 60’ (20’) 12 Construct. Chest has crystal worth 2d4 gp. 

Coldskulls 1 1 1-3 30’ (10’) 

 

9 +2 to hit. Fly, 180’ (60’). Drain 1-3 hp a round, 

attached. Take 9 and fly away. 

Ice Lords 0 2 2-8 120’ (40’) 7  

Ice Wolf 1 2+2 1-6 180’ (60’) 8  

Icelites 3 1 1d4 90’ (30’) 8 Invisible, +2 combat. Fly 180’ (60’) Surprise 4 in 6. 

Scavjeck 2 1 1d6 60’ (20’) 8 Infravision 90’ 

Sled Spiders 1 3 1-3 60’ (20’) 8 Poison, save or die in 1turn. 120’ (40’) in web. 

Surprise 4 in 6. 

 


