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General notes:  The environmental conditions and combat factors should be applied as indicated to the relevant SIEGE ability checks or to hit rolls.  Treat instructions regarding Balance or Reflex checks as calling for dexterity checks, and Fortitude checks as constitution checks.  Otherwise, the instructions for ability checks should be simple enough to use as written.  Minor changes have been made to the monsters present to conform to the C&C Monsters & Treasure rulebook.

For more information on the Dungeon Crawl Classics modules (and to purchase them!), see http://www.goodman-games.com. 

Level 1: The Caves

Room 1: Ogre (Its vital stats are HD 4 (d8), HP 28, AC 16, chaotic evil.  Its primary attributes are physical.  It is armed with a two-handed axe (1-12 points of damage). It has 60’ darkvision and twilight vision).

Room 2: 4 stirges (Their vital stats are HD 1 (d6), HP 5 each, AC 16, neutral.  Their primary attributes are physical.  Its attach is a touch that does 1-3 points damage. They have 60’ darkvision, twilight vision, attach, blood drain (1-4 points damage/round up to 12 total points), agile (+3 attack bonus and +3 dexterity saves)). 

Room 3: Three fire beetles* (Their vital stats are HD 1+2 (d8), HP 7 each, AC 16, neutral.  Their primary attributes are physical.  Their bite does 2-8 points damage.  They have darkvision).

Room 4:   Three fire beetles* (Their vital stats are HD 1+2 (d8), HP 7 each, AC 16, neutral.  Their primary attributes are physical.  Their bite does 2-8 points damage.  They have darkvision).

Room 5:  One darkmantle (Its vital stats are HD 1 (d10), HP 8, AC 17, neutral.  Their primary attributes are physical.  Their bite does 2-8 points damage.  They have blindsight, darkness, improved grab (victim must make strength save to break out), constriction (1d4 damage).

Room 6:  4 animated dolls* (Their vital stats are HD ½ (d10), HP 2 each, AC 14, neutral.  Their primary attributes are physical.  Their attack does 1-2 points damage.  They have hardness (-5 points of damage from any successful hit against them)).  Replace the scroll of spectral hand with a scroll of shield.

Room 7:  Five kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 8: Two rock centipedes (Their vital stats are HD 1 (d8), HP 4, AC 14, neutral evil.  Their attack does 2-5 points damage + poison (reduces 1-3 points dexterity)).  

Room 10:  Five kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 11: Four giant rats (Their vital stats are HD 1 (d4), HP 4 each, AC 13, neutral.  Their primary attributes are physical.  Their bite does 1d2 points of damage.  They have disease and twilight vision).

Room 12: Five kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 13: Eight kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).

Room 14: Slazzik Balefire, wizard (His vital stats are W2, HP 6, AC 15, l.awful evil.  His primary attributes are mental.  He wears bracers of armor +1 and is armed with 6 daggers and a wand of magic missiles.  His spells are 0: Light, ghost sound, mage hand x2; 1: burning hands, shield, spider climb).
Five kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).

Level 2

Room 16: Large spider (Its vital stats are HD 5 (d8), HP 27, AC 16, neutral.  Its primary attributes are physical.  Its bite does 1-8 points damage.  It has poison (1d10 damage first round, 1d8 + paralysis for 3-18 hours second round), web, twilight vision).

Room 17:  Five kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).

Three skeletons (Their vital stats are HD 1 (d12), HP 7 each, AC 13, neutral.  Their primary attributes are physical.  They are armed with long swords).

Room 19:  One ghoul (Its vital stats are HD 2 (d8), HP 13, AC 14, chaotic evil.  Its primary attributes are physical.  Its attacks are two claws (1-3 points damage each) and one bite (1-6 points damage).  It has paralysis (except elves, lasts 2-5 turns) and darkvision (60’)).

Room 20:  One ghoul (as above).

Room 21:  One ghast (Its vital stats are HD 4 (d8), HP 19, AC 17, chaotic evil.  Its primary attributes are physical.  Its attacks are two claws (1-4 points damage each) and one bite (1-8 points damage each).  It has stench (constitution save or 1-4 points damage and -2 on rolls), Paralysis (2-5 turns), 60’ darkvision, ghoul fever, and vulnerability to cold iron).

Room 22:  Three skeletons (see room 17 above).

Room 24.  Five kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords and light crossbows.  They have 60’ darkvision and light sensitivity).

Room 25:  Ten kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).

Room 26:  Two derro (Their vital stats are HD 1+1 (d8), HP 6 each, AC 17, lawful evil.  Their primary attributes are physical.  They are armed with short swords and light crossbows (poisoned).  They have 30’ darkvision).

Room 27:  Twelve kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords, and six carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 28:  Two minor (lemure) devils (Their vital stats are HD 2 (d8), HP 9, AC 13, lawful evil.  Their primary attributes are physical and mental.  They have two claw attacks for 1-3 points each.  They have darkvision, fire immunity, poison immunity, cold resistance, and acid resistance, and immunity (mind-influencing effects). 

Room 29:  Twelve kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).

Room 30: Twelve kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords, and four carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 32:  Six kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).

Serrek Tarn, wizard (His vital stats are W2, HP 11, AC 13, lawful evil.  His primary attributes are mental.  He is armed with 6 daggers and a staff.  His spells are: 0:  Light, mage hand x 2, ghost sound; 1: magic missile, change self, burning hands, shield).
Room 33:  Twelve kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords and light crossbows.  They have 60’ darkvision and light sensitivity).

Kobold warrior (His vital stats are HD 1 (d10), HP 9, AC 15, lawful evil.  His primary attributes are physical.  He is armed with a battle axe +1 .  He has 60’ darkvision and light sensitivity).

Level 3

Room 35:  Lerza Mahk (Her vital stats are HD 3 (d8), HP 18, AC 19, lawful evil.  Her primary attributes are mental.  She is armed with a mace.  She has 60’ darkvision and light sensitivity. Her spells are 0: First aid, detect good, detect magic, light; 1: cure light wounds, protection from good, shield of faith, 2: hold person.  She has a scroll of hold person, a scroll of darkness, and a potion of cure light wounds).

Room 36:  Two derro (Their vital stats are HD 1+1 (d8), HP 6 each, AC 17, lawful evil.  Their primary attributes are physical.  They are armed with short swords and light crossbows (poisoned).  They have 30’ darkvision).

Room 38: Kobold warrior (His vital stats are HD 1 (d10), HP 9, AC 15, lawful evil.  His primary attributes are physical.  He is armed with a long sword +1.  He has 60’ darkvision and light sensitivity).

Room 39: Ten kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords and light crossbows.  They have 60’ darkvision and light sensitivity).

Room 40: Three kobolds (Their vital stats are HD 1 (d4), HP 4 each, AC 15, lawful evil.  Their primary attributes are physical.  They are armed with short swords and light crossbows.  They have 60’ darkvision and light sensitivity).

Kobold chieftain (His vital stats are HD 2 (d10), HP 18, AC 22, lawful evil.  His primary attributes are physical.  He is armed with a long sword .  He has 60’ darkvision and light sensitivity. He has a chain shirt +1 and a potion of cure light wounds.) 

Room 41: Tsathzar Rho (His vital stats are HD 6 (d8), HP 36, AC 17, lawful evil. He attacks with a scything claw for 3-8 (1d6+2) points of damage and a bite for 3-10 (1d8+2) points of damage.  He causes confusion (for 1-8 rounds) in any being of less than 6 HD that fails to save vs. Fear).

