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“De Keradel is an enthusiast, and thorough. Like Napoleon, he knows 
that you cannot make an omelette without breaking eggs; nor can you 
have meat without cattle; nor human sacrifices without humans.”

- Creep, Shadow! Abraham Merritt

INTRODUCTION

R
emember the good old days, when adventures were 
underground, NPCs were there to be killed, and the 
finale of every dungeon was the dragon on the 20th 

level? Those days are back. Dungeon Crawl Classics adven-
tures don’t waste your time with long-winded speeches, weird 
campaign settings, or NPCs who aren’t meant to be killed. Each 
adventure is 100% good, solid dungeon crawl, with the mon-
sters you know, the traps you remember, and the secret doors 
you know are there somewhere.

Creep, Skrag, Creep! is designed for 12-16 0-level characters. 
While it can used with 1st-level characters, the adventure has 
been specifically designed to cull PCs, so player beware! The 
trope for this adventure is that of an “unstoppable stalking 
monster”, similar to those found in movies such as Alien, The 
Thing, or Halloween. There are three familiar elements common 
within those movies which the author is attempting to recreate 
for this adventure: First, the characters have been isolated in an 
unfamiliar location. Second, the PCs must slowly unravel the 
mystery of their situation and the severity of the threat they’re 
facing. And third—and this is likely the most important—the 
players will need to eventually understand that they are deal-
ing with a force they have little to no hope of defeating. This ad-
venture embraces the Appendix N ideal that not all encounters 
are balanced, and some horrors must be fled from. The PC’s 
survival depends on them coming to learn that they cannot nec-
essarily defeat this monster, only stave it off long enough to 
find a means to escape.

This adventure resulted in “total party kills” (TPKs) for several 
of the playtest groups. While we encourage you to run the ad-
venture as written to see if your players are up to the challenge, 
we have also included tips on how to tone down the lethality in 
the Running the Adventure section below.

BACKGROUND

T
o the poor citizens of the isolated island of Alviz, 
Captain Kristene de Keradel, commander of the ship 
the Star of Nostro, was a symbol of salvation. The 

charismatic captain had become wealthy transporting des-
perate peasants from remote Alviz to the coastal town of Lys, 
which held the hope of a brighter future of working in the cop-
per mines. Demand to leave the impoverished island was so 
great that whenever the sails of the Star of Nostro were seen on 
the horizon, the residents would hold lotteries to see which of 
their numbers would be lucky enough to secure passage. The 
winners would gleefully surrender all of their worldly posses-
sions to secure passage on de Keradel’s ship.

The reality, of course, is never quite as it seems. While it was 
true that Captain de Keradel was transporting the desperate 
Alviz islanders to the copper mines of Lys, there was no work 
waiting for them there. The mines of Lys are a false-front opera-
tion for a group of cultists led by the warlock Tirrem and his 
pursuit to raise the stone demon Alkar-Az.

The monthly ritual attempting to raise the stone demon re-
quires scores of human sacrifices. Captain de Keradel, who is 
also a leader of the cult, is tasked with “recruiting” the humans 
necessary for the sacrifice. Once the PCs boarded the ship, they 
were secretly anesthetized, and typically would only be awak-
ened once they were in the mines of Lys—just moments before 
they were offered up in sacrifice under the crushing blow of 
Tirrem’s unholy maul, the Mael Bennique. With de Keradel’s as-
sistance, Tirrem has sacrificed over a hundred “miners” from 
Alviz to the demon Alkar-Az.

Tirrem and de Keradel are able to maintain the ruse with the 
islanders by occasionally returning a peasant back home with 
a purse full of copper nuggets and a head filled with charm 
person-induced lies to describe the riches that await those who 
make the voyage. It’s a small price to pay to keep the operation 
running smoothly.

For over a year this cruel hoax has been successfully orches-
trated. That was until recently, when Tirrem briefly lost control 
of the ritual magic which constrains Alkar-Az! In the mayhem 
that followed, the rock demon violently exploded sending 
stone slivers into the congregation and injuring several cultists 
and crew members. The injured unknowingly became infected 
with a demonic parasite. After a long and painful gestation pe-
riod, the Creature and several of its siblings spawned—hatch-
ing from the limp corpse of Captain de Keradel’s cabin boy—
and subsequently slaying most of the crew of the Star of Nostro. 

Thus, the PCs enter the drama. As a last resort before her death, 
de Keradel ordered that the PCs be awakened to assist in the 
fight against the Creature, but it was too late. The PCs have 
awakened on a ship, shackled and groggy, unaware of how or 
when they became bound, nor what is responsible for the car-
nage around them.
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RUNNING THE ADVENTURE 

T
he adventure effectively happens in two parts: the 
exploration of the Star of Nostro and escaping to the 
Bom Homem.

During Part One, the PCs will be attacked by the Creature ap-
proximately every third turn. When the Creature attacks, it 
will seek to collect the livers of two PCs per attack and then 
escape (effectively limiting the death toll to two PCs per en-
counter). The Creature will persist in ambushing the party un-
til either all the PCs have escaped to the Bom Homem—a ship 
which can be flagged and then used to flee to safety—or they 
are all killed. One method for simplifying the attack schedule 
is to sequence them to trigger on each third location the PCs 
enter for the first time. 

Part Two is triggered when the PCs somehow manage to get 
the attention of the Bom Homem. Once the Bom Homem is hailed 
and near enough to board, the Creature will transform into its 
adult form so the judge can run one last “boss fight” battle. 

Tips to improve chances of survivability: This adventure re-
sulted in TPKs for several of the playtest groups. To improve 
survivability, judges may consider the following modifications 
to the adventure (with each tip becoming more generous):

• Allow NPCs that are sleeping on the Human Livestock 
Deck to occasionally awaken from their “shroom sleep” 
earlier in adventure, giving the Creature more targets to 
attack.

• Reduce the frequency of the Creature’s ambushes from ev-
ery three turns to four turns.

• Make the Creature vulnerable to fire—fire damage adds an 
additional 1d6 damage.

• Modify the Ibis Pirates into Ibis Privateers hired by Alviz. 
After learning the truth about Captain de Keradel from the 
sick cultists left on the island, the Alviz islanders hire the 
Ibis to rescue their fellow villagers. This removes any doubt 
as to whether the players should attempt to flag down the 
pirates—a frequent source of playtester debate often end-
ing in TPKs.)

ENCOUNTER TABLE
In addition to the Creature roaming the ship and ambushing 
the PCs approximately every third turn, here are the keyed en-
counters which may give the PCs trouble:

Area Type Encounter

L-1: Human Livestock Deck C Alkar Larvae

M-1: Main Deck* C Fakin’ Bacon

M-1A: Crow’s Nest C Creature

C-1: Cargo Hold H Cargo and 3 Lanterns

B-1: Bilge* C/T Dung Eels, Eggs

M-2: Captain’s Stateroom* T Locked Desk

M-5: Surgeon’s Quarters H Alkar Zombie

M-6: Stone Dahut C Stone Dahut Statue

Part 2: Bom Homem C Ibis Pirates & Finale 

* indicates a known area where the Creature will potentially 
ambush depending on the PC’s actions.

ABOUT THE CREATURE

T
he Creature is a unique abomination which has 
evolved from a wound inflicted by the demon Al-
kar-Az. Throughout the course of the adventure, the 

beast will continue to mature and grow more powerful before 
eventually reaching adulthood at the climax of the adventure. 
Throughout the adventure it has two primary motivations: pro-
vide nourishment for its eggs and protect its eggs until they 
hatch. Unfortunately for the PCs aboard the Star of Nostro, the 
nourishment the Creature seeks is their fresh livers. The Crea-
ture will methodically seek to ambush and slaughter two PCs 
at a time to harvest their livers. A critical hit always results in a 
liver extraction. Additionally, when a PC is killed by the Crea-
ture, the judge should describe how the creature removes the 
PC’s liver, and then stuffs it into a bulging hamster-like cheek 
pocket. Once the Creature has taken two livers, it will clamber 
back over the side of the ship—crawling upside down the hull 
like a lizard—and disappear into the water where it will subse-
quently insert the livers into its egg pouches. The Creature will 
repeat this process until all of the PCs are slain, or until the PCs 
manage to escape the ship.

It bears repeating that given the regenerative nature of the 
Creature, as well as the dearth of magic available to the PCs, 
finding a means of escape from the Star of Nostro is likely the 
only way to prevent the total destruction of the party.

See Appendix A: The Creature for the full write up of the Creature 
and its abilities.
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