
Dig Greedily,
Create SkillfullyCreate Skillfully

Choose a number between 2 and 5 to 
represent your Greed (How good you 
are at trading, deals, and getting what 
you want out of people)
and a number between 2 and 5 to repre-
sent your Craft (How good you are at 
metalworking, jewel cutting, mining, 
and creating).
Choose your Dwarf's attitude from the 
following (or make up your own!): 
Carefree, Meticulous, Stubborn, 
Compromising, Cooperative, or Indepen-
dent.
Beware, if your stats get too high or 
too low, your character will go rogue 
and hinder the group’s progress. 

Players: Create Characters

GM: Run the Game

Rolling Dice

You are a small commune of skilled craftsdwarves who have been hit with sudden
inspiration! You will need various materials to forge the artifact you all have
dreamt of. Explore the depths below to uncover minerals or trade with the local
inhabitants to get the necessary metals. But beware! There is danger below. 
Watch your step, and above all, keep your fellow Dwarves’ greed in check.

Your character 
cares not for 
creation. They 
turn back 
empty-handed!

Your character 
is full of greed. 
They take all the 
material wealth 
for themselves.

Your character 
has lost their 
touch. They 
must rely on 
others for 
everything.

Your character 
is superior in 
skill. They will 
make the 
artifact by 
themselves!

Greed

Craft

Decreased
below 2

You are equipped with a pickaxe and 
chisel, a lantern and candles, rope, 
a hardy backpack, and a metal hat.
Your home commune has everything 
needed to smelt and work metal, 
cut gemstones, and forge a great 
artifact.

*Bronze is an alloy that the characters can make in the commune by 
melting together tin and copper at a ratio of 1:3. (Giving however 
many ingots they put in as bronze. No material is lost!)

*Every chunk can be 
smelted to 1 ingot of 
material back at the 
commune.All rolls need to be lower than 

the stat to succeed. (Before an 
ability check, the GM may share 
whether Greed or Craft will go up 
or down based on whether the 
check is successful or not)
If another player wants to help 
with a check, they can also roll 
against their Greed or Craft. If 
either succeed, then the check is 
successful. The GM may decide 
whether all or some of the charac-
ters in the group effort get Greed 
or Craft changes.
GM: Guide the players through 
deciding on the artifact their 
characters will create. Roll to 
determine what kind of artifact it 
is.

Size: Roll 1d6, or the GM can 
choose! (The larger the number, 
the longer the journey the charac-
ters will have to go through to 
find all the materials) This deter-
mines how many ingots of base 
material they will need to make the 
artifact and how many decorations 
it will have. Each decoration 
requires 1 ingot or gemstone of 
material.

Roll on the following tables to 
discover what the group finds 
during their journey through the 
caverns deep below the surface. 
After they have dealt with an 
encounter, you can describe them 
journeying further into the cavern 
network, but no extra play time is 
required between encounters 
(Unless you want to!).
Describe the situation they find 
themselves in, whether near a vein 
of hematite or a village of hostile 
Mushlings. Let them decide how to 
deal with it. When the outcome is 
uncertain, do not pre-plan it or 
decide arbitrarily(outside of roll-
ing). Have the acting player roll 
against their character’s Greed or 
Craft, depending on which makes 
sense.

Increased
beyond 5 You are Inspired to Create:

6.  A Table!5.  Armor!

4.  An Urn!3.  A Throne!

2.  Jewelry!1. A Weapon!

The Artifact’s Decorations:

6.  Gemstones!5.  Silver!

4.  Gold!3.  Tin!

2.  Copper!1. Iron!

Inhabitants Have/
Want: (Roll Twice)

5.  Silver!

4.  Gold!3.  Tin!

2.  Copper!1. Iron!

The Artifact will be Mainly:

6.  Silver!5.  Gold!

4.  Bronze!*3.  Tin!

2.  Copper!1. Iron!

5-6. 

3-4.

1-2.

The Group Finds in the 
World Below:

A Mineral Node!

A Village of the 
Deep!

An Obstacle! (Proba-
bly Dangerous!)

5-6. 
3-4.
1-2.
Inhabitant's Attitude

Friendly!
Indifferent
Hostile! (Oh No!)

1.

The Mineral Node is 
composed
of 1d6 chunks* of:

Hematite! 
(Iron Ore)

Malachite! 
(Copper 

Ore)
2.

Native 
Gold! 

(Gold Ore)
4.

Argentite! 
(Silver Ore)

5. Gemstone 
Roughs
(Uncut 

Gemstones)
6.

Cassiter-
ite! (Tin 

Ore)
3.

1.

The Village
Inhabitants are:

Mushlings! Goblins!

2.

Dwarves!

4.

Elemen-
tals!

5.

Trolls!

6.

Cave-Fish 
Folk!

3.

6.  Gem-
           stones!

Obstacle the
Group Faces:

5.  Steep
     Slope

4.  Old,
     Cursed
     Artifact

3.  Halluc-
     inogenic
     Spores!

2.  Toxic
       Gas

1. Collap-
  sing Cave!

6.  Narrow
    Passage


