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Warrens of the Murder Diggers 
By Andrew Shields. For Crumbling Epoch. 5.13 

 

This exercise is 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” who can interpret dice results and direct enemies and allies while still playing a 

character. You can play without a goal, or choose a “Special” motive for raiding. The Guide will either randomize 

a 20 on the “Danger” table or decide to insert the climactic piece at an appropriate time. 
 

Background 
 

Apparently a subterranean empire has been slowly working its way towards the surface for centuries. The first 

scouts have popped up in the Calraed Hills. The diggers (as they are now known locally) seem to lack the 

organization and capacity for more than small scale raiding, but more seem to come out of the hills every night. 
 

Early investigation suggests that the badgerclaws rule the mole people and the dilla people, who use the rattlesnakes, 

spiders, and hornets for pets and guards. 
 

The town of Gristmore has authorized its sheriff, Lord Alsen, to deputize adventurers and mercenaries to raid the 

tunnels. Find out what you can about the diggers; religion, organization, point of view, values—anything that could 

help end the violence with crushing victory or some kind of treaty. Show no mercy; the diggers have shown none. 

Their tunnels are extending closer to civilization every week, and it is impossible to fight an underground army! 
 

However, an underground army can be raided, disrupted, and harassed by small groups. Like yours. 
 

Special (1d4) 
 

1. Mass of hostages. 4d6 hostages in a pit, guarded by 10 badgerclaws, 20 mole people, and 10 dilla people plus a 

doorsilk spider. Each hostage that makes it out alive is worth 15 gold! They have 3 hit points on average. 
 

2. Chameleon hunt. A horned chameleon has escaped from the depths, and is lairing close to the surface (and 

hunting.) Bring back its head for 1d4 x200 gold. Bring back its hide for another 1d8 x100 gold. Each is 2,000 

coin weight and bulk. 
 

3. Mu-Brech, Great White Ape. This denizen of the deeps has followed the diggers up, and is raiding 

independently. He has 2d4 captured women, and 2d6x100 treasure. Those who defeat him get 100 gold per 

woman, and can keep half the treasure. His head is worth 100 gold, his pelt worth 100 also. 
 

4. Ghost Bear. This albino bear has been savaging livestock and people. Its head is worth 200 gold, its hide 400. 
 

Creature AC HD HP Dmg Move Morale Notes 

Horned Chameleon 3 5* 16 2d4+2 120’ (40’) 7 Surprise on 5 of 6. 

Great White Ape 1 4 19 1-4+1 120’ (40’) 7 Throw a stone for 1d6. 

Massive Bear 6 5 30 1d8+2 120’ (40’) 8  
 

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 earth to look for secret passages. If they roll 

equal to or under their level on 1d12, they discover some loose earth with something to find. Roll 1d6. 
 

1. 1d4 corpses of mole people. 

2. A continual light torch stuck in the torso of a dead wizard to block the light. 

3. Another exit! 

4. A magnificent +2 rune axe. 
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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 an earthy dug-out shape. Feel free 

to add stairs, curves, corners, and so on. 

 

Danger and Wealth. Roll 1d20 on this chart as 

many times as the dice tell you to. 

 

Danger (1d20) Wealth (1d20) 

1. Sleepy rattlesnake. 

2. Mole scout. 

3. Dilla scout. 

4. 1d4 moles. 

5. 1d4 dillas. 

6. 1 badgerclaw. 

7. 1d6 rattlesnakes. 

8. 1 giant hornet, scouting. 

9. 1 doorsilk spider. 

10. 1d4 badgerclaws. 

11. 2d4 mole scouts. 

12. 2d4 dilla scouts. 

13. 2d4 badgerclaws. 

14. 1d4 giant hornets. 

15. 1d4 doorsilk spiders. 

16. 2d4 giant hornets. 

17. Floor collapses, generate new room. 

18. Pit trap, 1d4 x10 feet deep. 

19. Collapsing ceiling, 1d4x5 squares. 

20. Special! 

1. 1d4 giant hornet stingers (5 gold each). 

2. Disturbed soil (as secret door) has 1d4x10 gold of nuggets. 

3. Jar of cloudy doorspider venom, 15 gold. 

4. 2d4 stolen weapons, worth average 5 gold each. 

5. Jewelry worth 1d4x10 gold (ring, bracelet, necklace, broach) 

6. Money pouch with 2d4x10 gold, torn and blood-stained. 

7. Worthless box of toys. (1d4x10 copper if refurbished.) 

8. Tarry deep moss, Algerfost. 1d4 doses, 2d4x10 gold each. 

9. Lump of platinum worth 1d6x10 gold. 

10. Absolutely weird native art, burlap mole harness. 1d4x10 silver. 

11. Exquisite jeweled weapon worth 2d4x100 gold. 

12. Deep Hog skull with a strange map etched on it. 

13. 1d6 prisoners in a root cage (20 gold each.) 

14. Shortsword +1, shaped like a cutlass. 

15. Case, collectable coins. 1d4x10 gold, identified, x10 value. 

16. Celebrity hostage, worth 100 gold alive (and 10 dead.) 

17. Armored corpse. Gear worth 1d4 x10 gold. Purse, 1d4 x10 silver. 

18. Headsack of Darkvision (worth 400 gold.) 30’ range. 

19. Stolen treasure chest. Coins worth 2d6 x100 gold. 

20. Dead hero. Chainmail +1, sword +1 (glows as torch), 2d100 gold. 

 

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

1. Thick masses of roots grow down through the room. 

2. Popular latrine pit. 

3. Trafficked pit, generate a room  below. 

4. Walls, ceiling, floor webbed over. Empty egg sacs. 

5. Crusted access to giant hornet hive. 

6. Larder, 6’ worms slowly twist on hooks, corpses. 

7. Scarred by fire. 

8. Former nursery, floor & walls hardened waist high. 

9. Glowing lichen on the walls and ceiling, twilight. 

10. Pool dug out of the earth, clean clear water in it. 

11. Mass of worms wriggling through corpse pile. 

12. Crude symbols carved on the wall—writing? 

13. Campsite for other invaders; burned torches, etc. 

14. See the sky through a narrow shaft. 

15. Deep beds of moss, damp underneath. 

16. Room supported by columns of petrified roots. 

17. Ossuary in progress, fresh bones added daily. 

18. Choke point where invaders must crawl through. 

19. Wall smoothed and covered in etching like ant farm. 

20. Mound of skulls in this room stinks of urine. 

 

Creature AC HD Dmg Move Morale Notes 

Badgerclaw People 1 1 1d8 90’ (30’) 8 Burrow 5’ a round, 20’ a turn 

Dilla People 2 1 1d6 60’ (20’) 8 Burrow 5’ a round, 20’ a turn 

Mole People 1 1-1 1d6 60’ (20’) 7 Burrow 5’ a round, 20’ a turn 

Doorsilk Spider 1 3* 2-12, poison 60’ (20’) 8 Save or Die 

Giant Hornet 1 1* 1d8 90’ (30’) 8 Can fly 

Rattlesnake 1 1* 1-3, poison 90’ (30’) 7 Save or Die 
 

Badgerclaw/Dilla Hit Points: 8, 4, 7, 2, 1, 8, 7, 7, 5, 4, 1, 4, 6, 3, 6, 3, 7, 1, 1, 1, 3, 3, 2, 4, 2, 3, 3, 5, 3, 2 
 

Mole Hit Points: 4, 1, 7, 1, 4, 7, 6, 1, 5, 3, 5, 4, 4, 6, 6, 7, 2, 6, 2, 3, 1, 7, 5, 5, 6, 3, 5, 3, 1, 7, 6, 6, 5, 5, 6  
  

Spider Hit Points: 17, 16, 12, 22, 5, 16. 15, 17, 17, 13 
 

Hornet/Rattlesnake Hit Points:  6, 2, 3, 4, 1, 4, 7, 4, 6, 3, 4, 6, 6, 8, 8, 3, 1, 4, 3, 6, 5, 4, 1, 3, 3, 7, 6, 4, 2 


