
Finding Flann Mallory 
A Crumbling Epoch Adventure in the Warrens of the Murder Diggers 

By Andrew Shields. 5.13 
 
Flann Mallory was an accomplished warrior. Clad in enchanted armor and wielding a bright mystic sword, he and 
his 3 sons (who had enchanted cutlasses) passed through many dangers. Then they came to the warrens of the 
murder diggers, and were not seen for three days. Their youngest, Haskell, returned with brain fever and ranted that 
they won, even though they all died. You have decided to go rescue their gear—and them, if they still live. 
 
They took a keg of blackpowder down with them, to seal the nearby entry to the warren. There was a boom, and 
smoke, and the raids have slacked off, so it is generally believed that they succeeded—even if they did not make it 
out. A local guide has pointed you to the hole they used to descend. Now it is time for you to follow. (Start in 2.) 
 
Room Key 
 
1. Stash. Behind a few rocks lies a square case full 

of mounted collectable coins. It is worth 20 gp if 
sold as-is, 200 gp if a collector is found. 
 

2. Unstable Column. The room is 30 feet below 
the surface, and unstable. Treading on the 
western half, make a save or fall through the 
cracking earth to land in 3. 5 giant hornets are 
starting a nest here. The sky is visible above. 
 

3. Sinkhole. A mole scout is sifting through the 
rubble here. He is looking for two corpses along 
the south wall, Flann Mallory and his son. 
Flann’s corpse has chain +1 and a sword +1, 
glows as a torch on command and 104 gp. His 
son’s corpse has 20 gp of gear and 40 sp. They 
were crushed by the fall. 

 
4. Glowing Chamber. The walls give off a twilight 

glow, coated with bioluminescent lichen. 
Carelessly discarded to the north, a jar of venom 
worth 15 gp and a +1 shortsword shaped like a 
cutlass. (Return it to Haskell for 500 gp, or not.) 

 
 

5. Chamber of Silk. The room has an uneven 
coating of silk focusing on the ceiling. The webs 
are fresh but empty. As secret doors, two cave 
mouths 7’ up on the east walls, silked over. An 
armored corpse has 40 gp gear and a shortsword 
+1 shaped like a cutlass.  

 
6. Rootbound. Thick roots cover the walls. 

 
7. Symbol Room. Symbols have been carved into a 

rock on the west side of the room. They are 
circular and straight, like strange geometry. 

 
8. Spyhole. 3 mole scouts listen in the dark. 

 
9. Hunters. 2 doorsilk spiders lurk by the door. 

 
10. Scout. 1 hornet is a scout. The chamber also has 

2 platinum lumps, worth 300 gp and 600 gp. 
 

11. Skulls. Pile of skulls. They stink of urine. 
 

12. Former exit. Scarred by the blast, this wall 
collapsed on the entry to the rest of the warren.

Creature AC HD Dmg MV ML 
Hornet 1 1 1d8 90’ (30’) 8 
Mole Scout 1 1-1 1d6 60’ (20’) 7 
Spider 1 3 2d6* 60’ (20’) 8 

*Spiders have save-or-die poison. 
 
Wandering Monsters: 1d4 

1. Hornet 
2. 1d4 Mole Scouts 
3. Spider 
4. 1d4 hornets 
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