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Introduction 
These are a dark, damp, and cool labyrinth of winding passageways, 
linking mined out caverns. Most of the stone in the mine is coloured 
in a range of shades of blue and blue-grey. The heroes will note that a 
lot of it has been used to build the village houses, tile their roofs, and 
pave their streets. 
Many passageways have cart rails in them that connect to the village. 
The miners will advise the Heroes that if they are ever lost that all rails 
lead back to the village. Some passageways have been barricaded with 
mine carts and other equipment. Not all barricades survived. 
There are stone, wood and rope bridges that cross deep fissures in the 
rock and flooded caverns. 
Some cart rails run downwards to lower levels, but the main way down 
is through shafts. Some shafts have pulleys and lifts. 
Throughout the mines are lamp sconces on the walls, and many still 
contain lamps. All they need is lighting to provide reliable light (for as 
long as the oil lasts). 
The mines have been abandoned for months and as a result much of 
the equipment is rusting and rotting, making it dangerous to use or 
rely upon. Shallow pools of water, usually pumped out, have 
developed in some low-lying areas. 
As for loot there are miners’ tools and equipment, some of which is in 
good nick. There are also small amounts of Orichalcum ore. This has 
an ice blue glow to it that you can only see in the dark. 
In some of the deeper caverns, phosphorescent fungi provide a dim 
illumination, but most are pitch black. 
There are numerous bodies of miners, most of whom died gruesome 
deaths. Some show evidence of being eaten. Many bodies have been 
colonized by a bright yellow mould that Father Broon or Quincy will 
pay for, as it is a base component for many potions. They advise 
avoiding any violet or brown mould (see table). 

Random Tables 
Hopefully, these tables and a little imagination can fuel an evening’s 
entertainment and even a solo game or two.  
Roll once on Table 1 and 1d3+1 times on Tables 2 or 3, depending on 
whether Table 1 indicates that it is a Tunnel or Cavern. 
Note that sometimes a tunnel or cavern is open on one or more sides 
to a deep chasm. Which presents its own tactical challenges. 
Each tunnel or caverns holds an opportunity for an encounter, so as 
you enter them roll on Table 4: Encounters. 
 

Table 1: Tunnels & Caverns 

2d6 Description 

2 Large cavern: As below, + 30’ diameter pool, 1d6x5’ deep 

3 Large cavern: 2d6 x 10’ square 

4 Tunnel: four-way crossroads 
5 Tunnel: T-junction 

6 Tunnel: 5’ wide and 1d6 x 10’ long, 5’ high. 

7 Tunnel: 10’ wide and 2d6 x 10’ long, 10’ high. 

8 Tunnel: 10’ wide and 1d6 x 10’ long, 10 high. 

9 Small cavern: 20’x20’ 

10 Medium cavern: 2d6 x 5’ square 

11 Medium cavern: 2d6 x 5’ square, split in two with one half 
10’ lower than the other 

12 Large cavern: 60’ square with chasm across the centre. 
Has 20’ long 5’ bridge across it. 

 

Table 2: Tunnel dressing 

2d6 Description 

2 1 dead Dwarven miner. Has the normal amount of loot. 

3 Bad air: make a Toughness task check or become woozy. 
Half speed and -1 on task checks while in tunnel. 

4 Tunnel is blocked by a roof fall.  Takes three, consecutive 
successful Manhandle task checks to clear. One failure 
then you have to start again as it all collapses again. 

5 Tunnel is blocked by a locked wooden door.  It takes two, 
simultaneous, successful Manhandle task checks to open. 

6 Mine cart rails. 
7 Apparently, nothing. 

8 Mine cart. Roll 1d6: on a 5 or 6 the cart is wrecked. 

9 Tunnel is inclined roll 1d6: 1-4 downwards. 5-6 upwards. 

10 Tunnel is illuminated by phosphorescent fungi. 

11 A barricade made of pit props, broken cart parts and rocks. 
Takes a successful Manhandle task check to shift. 

12 1 dead human miner. Has a mining pickaxe, a miner’s 
helmet with lamp, and 1d6 Guilders. 

 

Table 3: Cavern dressing 
2d6 Cavern dressing 

2 1d6 dead Goblins 

3 1 cart full of unrefined Orichalcum ore 

4 A well, with rope and bucket. The water is fresh. Looks like 
it has been used recently. 

5 Recent mining activity. Equipment has been left in a hurry. 
6 Mine cart rails 

7 Apparently, nothing. 

8 Mine cart. Roll 1d6: on a 5 or 6 the cart is ok. 

9 Cavern is illuminated by phosphorescent fungi. 

10 A large pile of burnt mining equipment, including carts and 
cart rails. 

11 1d3 buildings/sheds. Roll 1d6: 1-4, stripped bare. 5-6, have 
1d6x5lbs of refined Orichalcum ore. 

12 1d6 dead human miners. Each has a mining pickaxe, a 
miner’s helmet with lamp, and 1d6 Guilders. 

 

Note: If you search them, for each dead body roll 1d6:  

1d6 Result 

1-2 Has no mould on it. Has the normal amount of loot. 

3 Has no mould on it. Has double the normal amount of loot. 

4 Has yellow mould on it. Harmless, but collect it to sell in 
village. Has the normal amount of loot. 

5 Has brown mould on it. If disturbed (i.e. searching for loot) 
make a Toughness task check or take one wound. Has the 
normal amount of loot. 

6 Has violet mould on it. If disturbed (i.e. searching for loot) 
make Toughness task check or become incapacitated for 
1 hour. Has double the normal amount of loot. 

 

Table 4: Encounters 
When you encounter a creature or creatures, then they immediately 
make a Hostility roll. 

2d6 Description 

2 1d3 Dwarven Miners. This is a survey party, and if they 
don’t attack (hostility roll) are willing to share information. 

3 A Hunter Spider. Will try to take a single Hero by surprise. 
4 1d6 Zombies. If they don’t attack (hostility roll) they will 

just stand motionless unless any are attacked. 

5 2d6 hungry Hell Rats. if they don’t attack (hostility roll), 
they will retreat into numerous holes. 

6 Seems to be nobody. 

7 Seems to be nobody. 
8 1d6 Goblins. These are scouts, and if they don’t attack 

(hostility roll) they may just slink past the Heroes. 

9 1d6 Brigands. These are scavenging, and if they don’t 
attack (hostility roll) are willing to share information. 

10 1d6 lost human miners. They will pay 2d6 Guilders each to 
be escorted back to the village. 

11 A Slith. This is hunting, and if it doesn’t attack (hostility 
roll) then it will flee and hide. 

12 1d3 Men’o’war. Oh look, a food source! 

 


