Dungeon Crawl Classics #6: Temple of the Dragon Cult

1E/2E Rules Conversion

Converted by Stefan Poag

Note to Reader

This document is meant to accompany Dungeon Crawl Classics #6: Temple of the Dragon Cult. If you read this document side-by-side with the module, you will be able to integrate the module into a 1E/2E game with ease. The guiding principle behind this conversion is “just the rules, please.” All other aspects of the original DCC module are left untouched. You can read aloud the same italicized text, use the same map key, and have enemies fight with the same weapons. Only their stats are different.

This document is organized by level and area name, just like the DCC modules. When you enter the appropriate area, simply find the entry for the same area in this file. Follow the DCC module until it comes time for a fight, then use the combat stats listed below.

The skill checks from d20 v.3.5 are represented below as random die rules, usually (but not always) with a d6. For example, a DC 20 Search check might become a roll of 5-6 on a d6. As always, feel free to tweak this to your preference.

A few other elements might also change, such as treasure (particularly where the DCC treasure has no 1E/2E equivalent). Monsters not native to 1E/2E are presented as if they were new creatures.

For more information on the Dungeon Crawl Classics modules, see www.goodman-games.com. If you have any questions or comments, please feel free to e-mail us at info@goodman-games.com.

Map Key – Level One

Wandering Monsters:  See page 5 of DCC#6

Area 1-3: Ankhegs (4): AC 2 (4 on underside); MV 12”/6”; HD 5; HP 20, 28, 35, 40; ATK 1; DMG: 3-18+1-4 acid; AL: N; SA: spit acid 30’ for 8-32 damage.

Area 1-4: Rama Savriti, Human dragon-blood Druid Level 5 AC 2; MV 12”; HD 5; HP: 35; ATK 3 or 1; DMG: 1-6+1/1-4+1/1-4+1 or by weapon type +1; SA: fire resistance, breath weapon 1x per day; 15 foot cone of fire, damage 3d8. Spells (5/4/2) 1st level: detect magic, entangle,  faerie fire, shillelagh; 2nd level: Charm Person or Mammal, cure light wounds, Obscurement, Trip; 3rd Level: Poison, Summon Insects Equipment: dagger, sling, 20 bullets, hide armor.

Area 1-5:  Half Dragon Minotaur: AC 2; MV 12”; HD 6+3; HP 38; ATK 2; DMG: 2-8 or 1-4/ 1-10; AL: CE; SA: breath weapon 1x per day; 15 foot cone of fire, damage 6d8, track prey by scent 50%, cannot be surprised, immunity to sleep and paralysis, immunity to fire. Equipment: great axe.

Area 1-6:  Solgem Fleetfoot; Halfling dragon-blood thief level 6: AC 2; MV 12”; HD 6; HP 35; ATK 3 or 1; DMG: 1-6/1-3/1-3 or by weapon type; SA: breath weapon 1x per day; 15 foot cone of fire, damage 3d8, cannot be surprised, immunity to sleep and paralysis, immunity to fire, Thief abilities: PP 60%, OL 52%, F/RT 50%, MS 57%, HS 52%, HN 25%, CW 76%, RL 25%; attack from behind at +4 with x3 damage Equipment: short sword, three throwing daggers, sling, ten bullets, caltrops, leather armor.

Map Key – Level Two

Wandering Monsters: See page 10 of DCC#6

Area 2-1:  Half-dragon Troll: AC 0; MV 12”; HD 6+6; HP 44; ATK 3; DMG: 5-8/5-8/2-12; AL: CE; SA: breath weapon 1x per day; 15 foot cone of fire, damage 6d8, regenerate 3hp per round, track prey by scent, immunity to sleep and paralysis, immunity to fire.

Area 2-2: Iborsum Shatterfist; half-orc half-dragon Fighter Level 7: AC -2; MV 12”; HD 7; HP 58; ATK 3 or 2/3 at +2 attack due to STR; DMG: 1-6+5/1-4+5/1-4+5 or weapon type +5; SA: breath weapon 1x per day; 30 foot cone of fire, damage 6d8, cannot be surprised, immunity to sleep and paralysis, immunity to fire.  Equipment: plate mail armor, seven daggers, two-handed sword, potion of spider climb.

Area 2-3: Nira Bavisar; elf half dragon magic-user level 7; AC 2; MV 12”; HD 7; HP 17; ATK 3 or 1; DMG: 1-6/1-4/1-4 or by weapon type; SA: breath weapon 1x per day; 30 foot cone of fire, damage 6d8, cannot be surprised, immunity to sleep and paralysis, immunity to fire.  Spells (4,3,2,1) level 1: Detect Magic, Jump, Magic Missile, Shield, Level 2: Detect Invisibility, Invisibility, Mirror Image; Level 3: Fly, Haste; Level 4: Confusion; Equipment: Ring of Water Walking, dagger.

Area 2-6: The Gibbering Mouther: AC 1; MV 3”/6”; HD 4+3; HP 42; ATK 6+; DMG: 1(x6) +1 per round; AL: N; SA: spit, babble, save versus Confusion, Control Ground density for 5 foot radius.

Area 2-7: Rust Monsters (2): AC 2; MV 18”; HD 5; HP 27, 29; ATK 2; DMG: nil; AL N; SA: cause rust.

Map Key – Level Three

Wandering Monsters: See page 15 of DCC#6

Area 3-2: Darsov Erikson, Human Dragon-kin Cleric Level 9: AC 2; MV 12”/24”; HD 9; HP 58; ATK 3 or 1 all at +1 due to STR; DMG: 1-6+3/1-4+3/1-4+3 or weapon type +3; SA: breath weapon 3x per day; 30 foot cone of fire, damage 6d8, cannot be surprised, immunity to sleep and paralysis, immunity to fire.  Spells (6, 5, 4, 3, 1) Level 1: Command, Cure Light Wounds, Cause Light Wounds, Detect Magic, Resist Cold, Sanctuary; Level 2: Hold Personx2, Know Alignment, Silence 15’ radius, Spiritual Hammer; Level 3:Animate Dead, Cure Blindness, Cause Blindness, Dispel Magic; Level 4: Cure Serious Wounds, Cause Serious Wounds, Sticks to Snakes; Level 5: Slay Living; Equipment: Holy symbol, Footmen’s Mace, Sling, 20 sling bullets, hide armor.

Area 3-3: Orcs (7) AC 6; MV 12”; HD 1; HP 5 each; ATK 1; DMG: 1-8 or 1-6; AL LE; SA: none; Equipment: studded leather, battle-axe, throwing spear, shield.

Dragon Blood Orc Leader (1); AC 2; MV 12”; HD 3+1; HP 18; ATK 1; DMG: 1-8+2; AL LE; SA: breath weapon 1x per day; 15 foot cone of fire, damage 3d8, immunity to sleep and paralysis, fire resistance; Equipment: studded leather, battle axe, throwing spear, shield.

Area 3-4: Cloaker: AC 3 (1 on tail); MV 1”/15”; HD 6; HP 45; ATK 2 + special; DMG: 1-6/1-6+special; AL CN; SA: surprise, hide, envelop victim, moaning causes stupor, fear, weakness (as per stinking cloud spell) or hold person.  Shadow manipulation ability.

Area 3-5: Gavuhn Donnel; Human Dragon-kin Magic User Level 11: AC 2; MV 12”/24”; HD 11; HP 18; ATK 3 or 1 all at +1 due to STR; DMG: 1-6+3/1-4+3/1-4+3 or weapon type +3; SA: breath weapon 3x per day; 30 foot cone of fire, damage 6d8, cannot be surprised, immunity to sleep and paralysis, immunity to fire.  Spells (4, 4, 4, 3, 3) Level 1:Charm Person, Magic Missile (x2), Shield; Level 2: darkness 15’ radius, invisibility, mirror image, web; Level 3: fireball (x2), lightning bolt, slow; Level 4: Fear, Polymorph Other, Wall of Fire; Level 4: Cone of Cold, Feeblemind, Monster Summoning III; Equipment: +2 ring of protection, dagger.

Area 3-6: Roper: AC 0; MV 3; HD 12; HP 52; ATK 1; DMG: 5-20; AL CE; SA: camouflage, 6 strands (extend up to 20 feet) cause weakness, immune to lightning, 1/2 damage from cold, -4 saves from fire.

Map Key – Level Four

Wandering Monsters: See page 21 of DCC#6.

Area 4-1: Otyughs (2): AC 3; MV 6”; HD 7; HP 38, 36; ATK 3; DMG: 1-8/1-8/2-5; AL N; SA: camouflage, bite may cause disease (90%).

Area 4-2: Goblins (10): AC 6; MV 9; HD 1-1; HP 5 each; ATK 1; DMG: 1-6; AL CE; SA: none; Equipment: Morningstar, javelin, leather armor, shield, 3d4 copper pieces.

Dragon Blood Goblin Leader (1); AC 0; MV 12”; HD 2; HP 13; ATK 1 or 3; DMG: 1-6 (javelin) or 1-6/1-6/1-8 (claws/bite); AL LE; SA: breath weapon 1x per day; 15 foot cone of fire, damage 3d8, immunity to sleep and paralysis, fire resistance; Equipment: chainmail, javelin, shield.

Area 4-4:Ogre (1): AC 4; MV 9”; HD 4+1; HP 21; ATK 1; DMG: 1-10(club) or 1-6+2(javelin); AL CE; SA: none; Equipment: great club, hide armor, javelins.

Kobolds (8): AC 7; MV 6”; HD 1-4 hit points; HP 3 each; ATK 1; DMG: 1-4; AL LE; SA: none; Equipment: small hand-to-hand weapons, javelins.

Hobgoblins (4): AC 5; MV 9”; HD 1+1; HP 4, 8, 6, 9; ATK 1; DMG: 1-8; AL LE; SA: none; Equipment: longsword, javelin, scale mail, shield.

Gnolls (2): AC 5; MV 9”; HD 2; HP 11, 15; ATK 1; DMG: 2-8; AL LE; SA: none; Equipment: battle axe, shortbow, quiver of arrows, scale mail, shield.

Area 4-5: Pryraxus (adult red dragon) AC -1; MV 9”/24’; HD 11; HP 66; ATK 3; DMG: 1-8/1-8/3-30; AL CE; SA: breathe fire (9”x3” cone, 3x per day); fear aura, detect invisible or hidden creatures  within 6”; spells: level 1: magic missile, shield; level 2: invisibility, scare; level 3: hold person, dispel magic.
Appendix 2: The Army

Soldiers, Human(30) AC 5; MV 9”; Level 3 Fighter; HP 20 each; ATK 1; DMG: 2-8; SA: none; Equipment: broadsword, shortbow, quiver of arrows, scale mail, shield, 3d4 sps, 6d6 cps.

Clerics, Human(5) AC 5; MV 9”; Level 5 Cleric; HP 18 each; ATK 1; DMG: 1-6+1; SA: Spells (5/4/3): level 1; Cure Light Wounds x3, Detect Magic(50%) or Detect Evil(50%), Remove Fear; Level 2: Chant, Resist Fire, Silence 15’ radius(50%) or Know Alignment(50%), Spiritual Hammer; Level 3:Create Food & Water, Dispel Magic, Prayer;  Equipment: heavy mace, staff, chain mail, holy symbol, 2d4 gps, 1d4 sps.

Commander, Human Paladin Level 8; AC 2; MV 9”; Level 8 Pal; HP 57; ATK 1 at +2; DMG: 1-8+3; SA: detect evil, +2 on all saving throws, immunity to disease, heal 16 hitpoints damage 1x per day, turn undead as level 6 cleric; Equipment: platemail, shield, longsword +1, holy symbol, lance, heavy warhorse with plate barding, saddle, 3d10 gps.

Warhorse: AC 2; MV 18”; HD 5+5; HP 33; ATK 3; DMG: 1-8/1-8/1-3; SA: none.
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