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AD&D 1E Conversion
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This document is meant to accompany Dungeon Crawl Classics #2: The Lost Vault of Tsathzar Rho. If you read this document side-by-side with the module, you will be able to integrate the module into a 1E/Basic D&D 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.

The D20 rules, v3.5 vary considerably from first edition AD&D or Basic Dungeons and Dragons. The various sections have been presented with adventure handling suggestions in keeping with 1E AD&D and Basic D&D.

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. If the listed monster has no AD&D equivalent, suggested full stats are at the end of this document.

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.

General Notes

The skill checks present certain conceptual problems for the DM, particularly if a d6 is used. The difficulty class and related rules do not exist in 1E or Basic D&D. DMs should only use the difficulty class where it is called for in the module and not employ it otherwise. Where a first edition AD&D or Basic D&D rule will fit the circumstance it is preferred to use that instead of the DC check. As with all rule systems common sense would seem to apply.

In the SRD document Skills I, Difficulty Class (DC) represent values from 0 to 40 weighted in 5% increments. The higher the number the more difficult the task is. In addition to this the character would normally receive bonus or penalties to modify the die roll. In keeping with the intent of the conversion, represent the Difficulty Class (DC) on a d8 for the rule to be moderately workable in first edition AD&D or Basic D&D. The difficulty of the task must be carefully assigned to standardized values. The DM could allow for die roll modifiers such as +1 or -1, depending on the circumstances even allowing by example the character’s AC dexterity bonus or penalty to additionally modify the die roll for physical tasks.

The following table represents a proposed “standardization of difficulty class values.”

	SRD Difficulty Class Examples
	Corresponding 1E, Basic D&D, D8 Values, roll within the range to succeed. A natural roll of 1 is always a failure. A natural roll of 8 is always a success.

	Very easy 0-4 
	no die roll.

	Easy (5-9)
	2-8

	Average (10-14) -
	3-8

	Tough (15-19)
	4-8

	Challenging (20-24).
	5-8

	Formidable (25-29), 
	6-8

	Heroic (30-39)
	7-8

	Nearly impossible (40),
	8


Note that a difficulty class of DC 12 would be represented by 3-8 on the die because it falls between 10 and 15%.

Suggested usage: The DM consults the narrative, finding a Balance Check of DC 12 (3-8 d8) for anyone running up a slippery stair. Confronted by dangers and forced to fight, a character runs up the slippery stair, perhaps having been duly warned by the DM that the footing is uncertain and that more than walking and that any fighting on the stair would be perilous. The DM makes the roll on a d8, allowing for the characters +1 dexterity AC modification, and rolls a natural 1, the character slips on the stair, and plummets to the rocks below, suffering severe falling damage if not death. Had the character rolled 2-8 on the die +1 for dexterity, they would not have lost their footing.

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

Level 1: The Caves

Room 1-1: Ogre (Its vital stats are HD 4+1 (d8), HP 28, AC 5, chaotic evil.  It is armed with a huge greatclub (1-12 points of damage). It has 60’ darkvision and twilight vision).

Room 1-2: 4 stirges (Their vital stats are HD 1+1 (d8), HP 5 each, AC 8, neutral.  Its attack 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 1-3: Three fire beetles* (Their vital stats are HD 1+2 (d8), HP 7 each, AC 4, neutral.  Their bite does 2-8 points damage.  They have darkvision).

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

Room 1-5:  One Darkmantle (Its vital stats are HD 1+2 (d8), HP 8, AC 2, neutral.  Their bite does 5-8 (d4+4) points damage.  Darkmantles can cause darkness per the Darkness, 15’ radius spell, once per day. And cause constriction damage (1d4 damage).

Room 1-6:  4 animated dolls* (Their vital stats are HD 1-1 (d8), HP 2 each, AC 6, neutral.  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 1-7:  Five kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 7, lawful evil.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 1-8: Two monstrous rock centipedes (Their vital stats are HD 1 (d8), HP 4, AC 6, neutral evil.  Their attack does 2-5 points damage + poison (reduces 1-3 points dexterity)).  

Room 1-10:  Five kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 7, lawful evil.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 1-11: Four dire rats (Their vital stats are HD 1+1 (d8), HP 5 each, AC 4, neutral.  Their bite does 1d4 points of damage.  They have disease and twilight vision).

Room 1-12: Five kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 7, lawful evil.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).
Room 1-13: Ten kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 7, lawful evil.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).

Room 1-14: Slazzik Balefire, wizard (He is a fourth level magic-user (tribal witch doctor), HP 14, AC 5, lawful evil, he wears bracers of defense +1 and is armed with 6 daggers and a wand of magic missiles with 34 charges.  His spells are 1: Light, burning hands, and shield 2: web and ray of enfeeblement).
Five kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 7, lawful evil.  They are armed with short swords, and two carry light crossbows.  They have 60’ darkvision and light sensitivity).

Level 2

Room 2-1: Giant spider (Its vital stats are HD 4+4 (d8), HP 22, AC 4, neutral. Its bite does 2-8 points (2d4) damage.  It has poison (save vs. poison or die), web, and twilight vision).

Room 2-2:  Five kobold crossbowmen (Their vital stats are HD ½ (d8), HP 4 each, AC 7, lawful evil.  They are armed with light crossbows and shortswords.  They have 60’ darkvision and light sensitivity).

Three skeletons (Their vital stats are HD 1 (d8), HP 7 each, AC 7, neutral. They are armed with long swords and do 1-6 hit points of damage).

Room 2-4:  One ghoul (Its vital stats are HD 2 (d8), HP 13, AC 6, chaotic evil  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 2-5:  One ghoul (as above).

Room 2-6:  One ghast (Its vital stats are HD 4 (d8), HP 19, AC 4, chaotic evil  Its attacks are two claws (1-4 points damage each) and one bite (1-8 points damage each).  It has stench (save vs. poison or uncontrolled vomiting and -2 on to hit rolls), Paralysis (2-5 turns, does affect elves), 60’ darkvision, and vulnerability to cold iron).

Room 2-7:  Three skeletons (see room 17 above).

Room 2-9.  Five kobold crossbowmen, they are the crossbowmen listed under 2-2.
Room 2-10:  Ten kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 7, lawful evil.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).

Room 2-11:  One derro (His vital stats are HD 3 (d8), HP 16, AC 1, lawful evil.  
  He is armed with a short sword and a repeating light crossbow +1 (two shots per round, six shot capacity, poisoned save vs. poison at +2).  He has 30’ darkvision).

Room 2-12:  Twelve kobold guards (Their vital stats are HD 1-1 (d8), HP 6 each, AC 6, lawful evil.  They are armed with short swords, and six carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 2-13:  Two lemure (Their vital stats are HD 3 (d8), HP 9, AC 7, lawful evil.  They have one claw attack for 1-3 points each.  They have darkvision, fire immunity, poison immunity, cold resistance, acid resistance, immunity (mind-influencing effects) and regenerate one hit point per round. 

Room 2-14:  Twelve kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 6, lawful evil.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).

Room 2-15: 
Four kobold guards (Their vital stats are HD 1-1 (d8), HP 6 each, AC 6, lawful evil.  They are armed with short swords, carry light crossbows.  They have 60’ darkvision and light sensitivity).
Eight kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 6, lawful evil.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).
Room 2-17:  Tactics: While the footmen rush forward to attack, Serrek Tarn moves to the back of the room and attempts to avoid melee while using spells to support the warriors. He will cast shield on himself, then he uses scare on a fighter or similar warrior, following up with magic missile or monster summoning I against any spellcasters in the party. He uses light to dazzle archers targeting him. If sorely pressed he casts invisibility on himself and attempts to escape.
Four kobold guards (Their vital stats are HD 1-1 (d8), HP 6 each, AC 6, lawful evil.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).

Serrek Tarn, wizard (His vital stats are, Magic-User 5, HP 11, AC 7, lawful evil  He is armed with 6 daggers and a staff.  His spells are: 1:  Light, ventriloquism, magic missile, shield 2: invisibility and scare 3: monster summoning I).
Room 2-18:  Eight kobolds (Their vital stats are HD ½ (d8), HP 4 each, AC 7, lawful evil. They are armed with short swords and light crossbows.  They have 60’ darkvision and light sensitivity).

Kobold dragonkin (His vital stats are HD 1+1 (d8), HP 9, AC 0, lawful evil.  He is armed with a battle axe +1. He has a breath weapon, cone of cold, 20ft does 3d6 to each affected save vs. breath weapon for half damage.  He has 60’ darkvision and light sensitivity).

Level 3

Room 3-2: Tactics: Lerza fights to the death to defend her temple. She uses hold person, cause fear and spiritual hammer to destroy the characters. If these spells fail to overwhelm them, she uses her defensive spells prayer and protection from good and wades into melee.  
Lerza Mahk (Her vital stats Cleric level 5, HP 23, AC 1, lawful evil she is armed with a mace.  She has 60’ darkvision and light sensitivity. Her spells are 1: cure light wounds, protection from good, cause fear 2: hold person x2, spiritual hammer 3: prayer.  She has a scroll of hold person, a scroll of darkness, and a potion of cure light wounds).
Altar, HP20 AC 10, no attack

Two candle holders, HP 8, AC 10, no attack
Room 3-3:  One derro (His vital stats are HD 3 (d8), HP 16, AC 1, lawful evil.  

  He is armed with a short sword and a repeating light crossbow +1 (two shots per round, six shot capacity, poisoned save vs. poison at +2).  He has 30’ darkvision).

Room 3-5: Kobold dragonkin (His vital stats are HD 1+1 (d8), HP 9, AC 0, lawful evil.  He is armed with a battle axe +1. He has a breath weapon, cone of cold, 20ft does 3d6 to each affected save vs. breath weapon for half damage.  He has 60’ darkvision and light sensitivity).

Room 3-6: Twelve kobold guards (Their vital stats are HD 1-1 (d8), HP 6 each, AC 5, lawful evil.  They are armed with short swords, and six carry light crossbows.  They have 60’ darkvision and light sensitivity).

Room 3-7: Four kobold guards (Their vital stats are HD 1-1 (d8), HP 6 each, AC 5, lawful evil.  They are armed with short swords.  They have 60’ darkvision and light sensitivity).
Kobold chieftain Baraz Mahk (His vital stats are HD 4 (d8), HP 28, AC 0, lawful evil.  He is armed with a long sword. He has a breath weapon, cone of cold, 20ft does 3d6 to each affected save vs. breath weapon for half damage.  He has 60’ darkvision and light sensitivity. He has a chain shirt +1 and a potion of cure light wounds.) 

Room 3-8: Tsathzar Rho (His vital stats are HD 10 (d8), HP 57, AC 3, 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. Spell).

Darkmantle

Frequency: Uncommon 

No. Appearing: Single, 2-12

Armor Class: 2

Move: 6”/9”

Hit Dice: 1+2

% In Lair: 90%

Treasure Type: None

No. Of Attacks: 1

Damage/Attacks: 5-8 (1d4+4)

Special Attacks: Darkness, Constriction

Special Defenses: nil

Magic Resistance: nil

Intelligence: Semi

Alignment: Neutral

Size: Small

Psionic Ability: nil

 Attack/Defense Modes: N/A

Level/X.P. Value: 36 + 2 per hit point

Darkmantles can best be described as a land-octopus with leathery webbing between the tentacles. They often hang from the ceiling of dungeons and caves, dropping down on their victims. Once they hit a creature, they will automatically constrict for 1d4+4 points of damage the next round, and will continue to do so until the victim or the Darkmantle is dead. To aid itself in attacks, Darkmantles can cause darkness per the Darkness, 15’ radius spell, once per day. Darkmantles have infravision out to 90’ and fly at maneuverability class D.

Rat, Dire

Frequency: Uncommon

No. Appearing: 1 or 11-20

Armor Class: 4

Move: 12”

Hit Dice: 1+1

% In Lair: 45%

Treasure Type: Nil

No. Of Attacks: 1

Damage/Attacks: 1-4 + Disease

Special Attacks: Disease

Special Defenses: nil

Magic Resistance: nil

Intelligence: Animal

Alignment: Neutral

Size: Small

Psionic Ability: nil

 Attack/Defense Modes: n/a

Level/X.P. Value: 50 + 3 per hit point

Dire Rats, otherwise known as Rats of Unusual Size (ROUS), are king sized version of their more common relatives, growing up to 4’ long and weighing up to 65lbs. Anyone bit by a Dire rat has a 25% of being subjected to a disease. Said player must make a save vs. Poison to avoid contracting a serious disease.

Monstrous Rock Centipedes

Frequency: Very Rare

No. Appearing: 1-6

Armor Class: 6

Move: 12”

Hit Dice: 1

% In Lair: Nil

Treasure Type: Nil

No. Of Attacks: 1

Damage/Attacks: 1d6-1 + Poison

Special Attacks: Poison

Special Defenses: nil

Magic Resistance: nil

Intelligence: Non-

Alignment: Neutral

Size: Medium

Psionic Ability: nil

 Attack/Defense Modes: N/A

Level/X.P. Value: 36 + 2 per hit point

These mutated creatures are more aggressive, larger versions of regular centipedes. Their poison is more potent than their smaller brethren, with no modifications to the saving throw. 

