Dungeon Crawl Classics #7: The Secret of the Smugglers Cove

1E/2E Rules Conversion

Converted by Rich Franks

Note to Readers

This document is meant to accompany Dungeon Crawl Classics #7: The Secret of Smuggler’s Cove. 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.

General Notes

In general, I tried to preserve the flavor of each encounter, within the framework of 1st Edition AD&D rules. If you are familiar with both rule sets, then you know that in some cases, compromises will have to be made. So it is with this project. 

Ability Checks

In many cases, I’ve specified an ability check. In such cases, have the character roll a d20. The goal is to roll equal or under the relevant ability score. In some cases, the roll will be modified, and will be explained in the encounter description. If you are running Non-Weapon Proficiencies from the Survival Guides or 2nd Edition, you should have no problem choosing the proper skill roll to make.

Secret/Concealed Doors

Many secret doors and compartments may be found in this module. In most cases, a roll of 1 on a d6 will find a secret door (1-2 for elves), and a roll of 1-2 (1-3 for elves) on a d6 will find a concealed door. In some cases, a modifier will be added to the roll, and will be noted in the encounter description.

Source Material

You should have access to the following 1st edition AD&D books: Player’s Handbook, Dungeon Master’s Guide, Monster Manual, Fiend Folio, Monster Manual II, and Unearthed Arcana. In many cases, spells and items which can be found in one of the previously mentioned books are not described. Items that had to be converted are explained in the encounter description.

The Lighthouse

Wandering Monsters

Allip 

AC: 5 HD: 5+1 hp: 20 #AT: 1 dmg: 1d4 + Special MV: Flying 12”

Treasure: Nil

Notes: See a complete explanation of abilities at the end of this conversion document.

Human Smugglers (Thief 2) 

AC: 6 HD: 2d6 hp: 9,8,8,7 #AT: 1 dmg: 1d8 (longsword) or 1d4 + 1 (Sling) MV: 12”

Treasure: Leather Armor, Longsword, Sling, 12 bullets

Notes: High DEX (16): +2 AC, +1 to hit with sling

Area 1-1:

The module description largely works for AD&D as is. Characters under 6HD should save vs. Magic or be subject a Scare spell.

To Spot Check for the wire manipulating the skeleton, treat as a secret door.

The Trapdoor to Area 1-2 is treated as a concealed door.

Area 1-2:

Use standard find/remove rules for thieves to find and remove the trap.

Any PC hit by the crate takes 1d3 points of damage. Have each character make a DEX check to see if they dodge the crate.

Area 1-3:

Allip 

AC: 5 HD: 5+1 hp: 20 #AT: 1 dmg: 1d4 + Special MV: Flying 12”

Treasure: Nil

Notes: See a complete explanation of abilities at the end of this conversion document.

The Allip’s tactics follow the module description.

Characters subject to the Allip’s Babble effect must make DEX check to keep from falling off the steps.

Area 1-4:

No alterations.

The Ruined Manor House

Per the introductory paragraph, PCs will need to check to see if they lose their balance as they traverse the debris. Have each PC make a DEX check. You may elect to let the deduct 2 from the roll, if they indicate they are being extremely careful.

Use the standard Strength checks provided in the PHB for forcing open the stuck doors. To force open a locked door, use the same check, but decrease the success range by 1. Example: A character with an 18 STR rolls a d6. A result of 1-3 indicates he forces open a stuck door, whereas a 1-2 indicates he busted open a locked door.

Wandering Monsters

Giant Weasel

AC: 6 HD: 3+3 hp: 15 #AT: 1 dmg: 2d6, blood drain MV: 15”

Treasure: nil

Notes: Giant Weasels stay attached the round after they hit, draining 2d6 HP in blood.

Giant Scorpion

AC: 3 HD: 5+5 hp: 31 #AT: 3 dmg: 1d10/1d10/1d4 + poison MV: 15”

Treasure: nil

Notes: Poison: a hit with the tail does 1d4 damage. Victim saves vs. Poison or immediately dies.

Gnolls (2)

AC: 5 HD: 2 hp: 12,11 #AT: 1 dmg: 1d8 (Battle Axe) or 1d6 (shortbow) MV: 9”

Treasure: 4d4 gp

Area 2-1:

Rangers can find the Gnoll tracks here per their normal abilities listed in the PHB.

If the party is loud, allow the Gnolls hear them on a roll of 1-3 on a d6.

Area 2-2:

Takaritha will hear the party on a roll of 1, 1-2, or 1-3 on a d6, depending on the amount of noise made.

Area 2-3:

Gnoll Leader

AC: 5 HD: 3 hp: 16 #AT: 1 dmg: 1d8+1 (Battle Axe +1) or 1d6 (shortbow) MV: 9”

Treasure: 4d4 gp, Battle Axe +1

Potion of Endurance: grants +8 HP and +2 saves vs. poison

Gnolls (4)

AC: 5 HD: 2 hp: 13, 12,11,10 #AT: 1 dmg: 1d8 (Battle Axe) or 1d6 (shortbow) MV: 9”

Treasure: 4d4 gp

Tactics: If the Gnolls have the tables flipped, they will be at AC 1 while behind them. (+4 AC due to 50% cover). If Tusk gets a chance, he will quaff his Potion of Endurance. As the room is choked with vines, PCs are limited to ½ movement rate. Should they wish to move at full speed or better, have the characters make a DEX check.

Treat the search for the Iron box under the rubble as a concealed door (1-2 on a d6). Thieves take a 20% penalty when trying to pick the lock.

Area 2-4:

No alterations.

Area 2-5:

Harpy (Takaritha)

AC: 5 HD: 5 hp: 28 #AT: 3 dmg: 1-3/1-3/1-6 MV: 6” /15”

Treasure: Ring of Protection +2, Potion Cure Moderate Wounds, Rod of Withering (per Staff of Withering 14 charges), 3 Silver Rings (100 gp ea.), Platinum Ring (225 gp) (plus what is listed in the module, scattered about her lair.

Notes: In order to make this encounter more like the module, Takaritha has been beefed up to 4 HD and given the spell ability of a 5th level Magic User. Her spells:

Level 1: Ventriloquism (x2), Magic Missile, Comprehend Languages

Level 2: Ray of Enfeeblement (x2)

Level 3: Protection from Normal Missiles

Takaritha will use the spell instead of a potion to gain protection from normal missile.

With these augmentations, she can be played pretty much per the module. Make sure to award extra HP for defeating her. I recommend 400XP.

Note about the floor/wall:

In order to climb the wall, a strength check is required. To collapse the floor, 40 HP of damage needs to be inflicted, per the module.

Area 2-6:

Giant Scorpions (2)

AC: 3 HD: 5+5 hp: 34,31 #AT: 3 dmg: 1d10/1d10/1d4 + poison MV: 15”

Treasure: nil

Notes: Poison: a hit with the tail does 1d4 damage. Victim saves vs. Poison or immediately dies.

Big Scorpions (4)

AC: 5 HD: 1+1 hp: 6,6,5,4 #AT: 1d2/1d2/1 + poison MV: 9”

Treasure: nil

Notes: Poison: save at +2 vs. Poison or die 1d4 rounds

Treat the secret compartment as a secret door. Ring is a Ring of Free Action.

Area 2-7:

Treat the secret door in the fireplace as a normal secret door.

Area 2-8:

Alert PCs will notice the hinges on the door on a roll of 1-2 on a d6. The door is Wizard locked.

Area 2-9:

PCs find the horn at the same probability of finding a secret door.

Treat the secret door in the fireplace as a normal secret door.

Area 2-10:

I suggest you allow Dwarves and Gnomes a 45% chance of detecting the unsafe floor. Otherwise you may allow other PCs who are being cautious to roll a check against their WIS to see if they notice any creaking/flexing of the floor. 

Should PCs be caught on the floor when it collapses, allow a DEX check, adding 1 to the roll. If they fail, they suffer 2d6 damage and end up in Area 3-5.

Area 2-11:

Giant Weasel (6)

AC: 6 HD: 3+3 hp: 20,18,16,15,12,11 #AT: 1 dmg: 2d6, blood drain MV: 15”

Treasure: nil

Notes: Giant Weasels stay attached the round after they hit, draining 2d6 HP in blood.

Area 2-12:

No alterations.

The Dungeon Beneath

Wandering Monsters

Dire Rats (4)

AC: 4 HD: 2+1 hp: 15,6,6,4 #AT: 1 dmg: 1d4 + disease MV: 12”

Treasure: nil

Notes: 25% per bite of being exposed to disease. Save vs. poison to avoid

Giant Weasel (1)

AC: 6 HD: 3+3 hp: 14 #AT: 1 dmg: 2d6, blood drain MV: 15”

Treasure: nil

Notes: Giant Weasels stay attached the round after they hit, draining 2d6 HP in blood.

Gray Ooze:

AC: 8 HD: 3+3 hp: 18 #AT: 1 dmg: 2d8 + acid damage MV: 1”

Treasure: nil

Notes: acid corrodes metal. Immune to spells, heat, and cold.

Area 3-1:

Rangers can find the tracks using their normal skill set.

Treat the North Wall secret door as a normal secret door. Penalize rolls for the West and East wall secret door checks at -1. Grant a +1 bonus for checks for the North secret door if tracks have been observed.

Area 3-2:

The peepholes are discovered on roll of 1 on a d8.

Area 3-3:

Gray Ooze (2)

AC: 8 HD: 3+3 hp: 20,18 #AT: 1 dmg: 2d8 + acid damage MV: 1”

Treasure: nil

Notes: acid corrodes metal. Immune to spells, heat, and cold.

The ooze on the floor is spotted on roll of 1-3 on a d6, the ooze on the wall on a 1-2 on a d6.

The peep holes are spotted on a roll of 1-3 on a d6.

Area 3-4:

No alterations.

Area 3-5:

Yellow Mold

AC: 9 HD: - hp: - #AT: 1 dmg: death MV: 0”

Treasure nil

Notes: If disturbed, the mold sends forth spores in a 1” radius sphere. Anyone caught inside must save vs. poison or die, as the lungs of the victim will fill with yellow mold. Those falling in from above make the save at -1.

The dagger under the bed can be found via a routine search of the room.

Area 3-6:

Dire Rats (12)

AC: 4 HD: 2+1 hp: 15,12,10(x3),8(x3),6(x2),5,4 #AT: 1 dmg: 1d4 + disease MV: 12”

Treasure: nil

Notes: 25% per bite of being exposed to disease. Save vs. poison to avoid

Searching the pile of filth is a base 10% of being exposed to a serious disease, save vs. poison to avoid being affected.

In the tunnel, apply the movement and attack penalties in the module as they are written.

Area 3-6A:

Dire Rats (8)

AC: 4 HD: 2+1 hp: 12,10(x2),8(x3),6(x2) #AT: 1 dmg: 1d4 + disease MV: 12”

Treasure: nil

Notes: 25% per bite of being exposed to disease. Save vs. poison to avoid

Hell Rat

AC: 3 HD: 4+3 hp: 25 #AT: 1 dmg: 1d4+1 + disease MV: 9”

Treasure: same as in module listing

Notes: This 6’ long rat has glowing red eyes, and has been touched by the power of The Nine Hells. He only takes half damage from normal weapons, full damage from silver or magic weapons. Further, he deducts 1 point from each die of damage from fire or cold-based attacks, including Fireballs, Ice Storm, and other spells. Lastly, once per day, he can channel Diabolic energy and strike a good-aligned creature for an extra 4 points of damage.

Area 3-7:

Gnomes and Dwarves have 75% chance to detect that the passages were cut by a burrowing creature.

Area 3-8:

Characters need to make a DEX check to keep their balance.

Darkmantles (6)

AC: 2 HD: 3+3 hp: 22,20,16,15,13,10 #AT: 1 dmg: 1d4+4 MV: 6”/9”

Treasure: nil

Notes: See a complete description at the end of the conversion document.

Area 3-9:

The doors can be battered down, but rolls are at a -1 penalty. Thieves pick the locks normally.

Area 3-9A:

Corwin, male Half-Elf Druid 3

AC: 10 HD: 3d8 hp: 16 #AT: 1 dmg: per weapon MV: 12”

Treasure: Nil

Notes: Opted for a druid, as no monolithic Bard class exists in 1st Edition AD&D, and that provided the best match for his spells. Spells:


Level 1: Faerie Fire, Detect Magic


Level 2: Cure Light Wounds

Stats: STR: 10 INT: 11 WIS: 14 DEX: 14 CON: 11 CHR: 15

Area 3-9B:

Cedric is a 0 level human, with 2 hp.

Area 3-9C:

Cyrilla, Succubus

AC: -3 HD: 6 hp: 29 #AT: 2 or 1 or 1 dmg: 1-3/13 / 1d4+1 + poison/ level drain MV: 12”/18”

Treasure: Cloak of Protection +2, Ring of Protection +1, Dagger of Venom

Notes: Left out the Assassin levels, and toned down the magical protection, as she is tough enough for this range of character level, as-is. PCs will notice her horns and wings on a roll of 1-2 on a d6. If reduced to ½ her HP total, she will go ethereal and slip away. Play Cyrilla per the module, except that she cannot use Undetectable alignment. Rather, she will use her suggestion and/or charm person innate powers to convince one or more party members she is a “damsel in distress” after her shape change.

Area 3-9D:

If Corwin provides a hint, treat the secret door as a standard secret door, otherwise, rolls are made at -1.

Area 3-10:

Grog, Hill Giant

AC: 4 HD: 8+1 hp: 44 #AT: 1 dmg: 2d8 MV: 12”

Treasure: see description

Notes: Opted for a Hill Giant, as a pretty close, by-the-book equivalent to the original Grog found in the module.

Normal checking will reveal the rock on a roll of 1-3 on a d6, showing the treasure. A Dwarf or Gnome has a 75% chance of immediately spotting the fake gold.

Area 3-11:

Treat the secret doors in the antechambers as normal secret doors. Rather than the Greater Glyph, stepping on the Dais simply triggers a Gate spell, which calls forth the two Bearded Devils.

Bearded Devils (2):

AC: 1 HD: 6+ 6 hp: 36,35 #AT: 1 or 3 dmg: Weapon or 1-8/1-3/1-3 + poison MV: 15”

Treasure: Nil

Notes: The Bearded Devils use Glaives equipped with hooks. When a creature flees, the Devil attacks with the hooks. A hit indicates that the fleeing creature has take 1d3 points of damage and is held fast, unless an Open Door strength check is made. When not using the glaive, the devil attacks with claws and it’s wire-like beard. If both claws hit, the beard inflicts 8Hp of damage automatically. Taking a full 8 points of damage from the beard results in a rash which causes a loss of 1 DEX point for 4 rounds, unless a save vs. poison is made.

Area 3-12:

Full Plate +2: Provides AC -1, 6” movement. Absorbs up to 2 points per die of damage up to 26 points of damage, then requires repair. Will adjust to fit any man-sized humanoid.

Mace +1, Spell Storing. Allows the user to store one spell of up to 3rd level within it. On a hit, the wielder can discharge the spell onto the creature hit. Normal save applies.

Spectre:

AC: 2 HD: 7+3 hp: 44 #AT: 1 dmg: 1d8 + Energy Drain MV: 15”/30”

Treasure: in room

Notes: Immune to non-magic weapons (+1 or better needed), not affected by sleep, charm, hold, or cold-based spells. 

The Smuggler’s Caves

General Notes: The Warrior 1/Rogue 1 smugglers have been converted to straight up thieves. The Ranger2/Rogue 1 smugglers have been converted to Fighter 3, with fighters being left alone. Thieves have high DEX, and this is reflected in their AC, as well as missile attacks (+2 AC, +1 to hit) The fighters have a 17 STR, so they get +1/+1 to hit/damage. These additions will be noted in the stat blocks.

The “named” NPCs will be dual-classed to preserve their flavor, with the exception of Erol Shortshanks, who is now a half-elf Thief/Magicuser. 

Locathah with Warrior levels are listed as leader and guard types, per the Monster Manual.

Finally, there are a lot of traps in the level. If they were all converted to AD&D style poison needle type traps, it will likely ensure a TPK. In some cases, poison needle traps have been converted to something else.

Wandering Monsters

Human Smugglers (Thief 2) (4)

AC: 6 HD: 2d6 hp: 9,8,8,7 #AT: 1 dmg: 1d8 (longsword) or 1d4 + 1 (Sling) MV: 12”

Treasure: Leather Armor, Longsword, Sling, 12 bullets

Notes: High DEX (16): +2 AC, +1 to hit with sling

Half-Orc Smugglers (Fighter 2) (2)

AC: 5 HD: 2d10 hp: 10,10 #AT: 1 dmg: 1d8+2 (Longsword +1) or 1d4 (Crossbow) MV: 9”

Treasure: Chain Mail, Longsword +1, Light Crossbow, 12 Quarrels, Dagger

Notes: High STR (17): +1/+1 to hit/damage on melee attacks

Human Smugglers (Fighter 3) (2)

AC: 5 HD: 3d10 hp: 19,17 #AT: 1 dmg: 1d8+2 (Longsword +1) or 1d6 (Longbow) MV: 9”

Treasure: Chain Mail, Longsword +1, Longbow, 20 arrows, Dagger

Note: High STR (17): +1/+1 to hit/damage on melee attacks

Area 4-1:

Gas Trapped Chest:

If the chest is opened without disabling the trap, a cloud of gas will billow forth, filling a volume 3” in diameter. Everyone caught in the cloud takes 1d6 damage, save vs. Breath Weapon for half.

Erol Shortshanks Half-Elf Magicuser 5/Thief 5

AC: 4 HD: (5d4+5d6)/2 hp: 18 #AT: 1 or spell dmg: 1d6+2 or spell MV: 12”

Treasure: per description, see notes for some magic item descriptions

Notes: 

Spells: 1st Level: Alarm, Grease, Shield, Firewater 2nd Level: Stinking Cloud, Tasha Uncontrollable Hideous Laughter 3rd Level: Water Breathing

Elixir of Fire Breathing: When this potion is quaffed, the ability to breath fire 3 times over the next hour is gained. Each blast of fire has a 3” range and does 4d6 damage, save vs. Breath Weapon for ½.

Bracers of Defense AC 4

Unlike the module, Erol does not have his weasel buddy or a familiar.

Area 4-2: 

No alterations.

Area 4-3:

Should the half-orcs try to hit the PCs with the table, the PC can avoid it by making a DEX check, subtracting 2 from the roll. Treat the thrown chairs as described in the module.

Smugglers Half-Orc Fighter 2 (6)

AC: 5 HD: 2d10 hp: 12,10(x4),9 #AT: 1 dmg: 1d8+2 (Longsword +1)/1d4 (Crossbow) MV: 9”

Treasure: Chain Mail, Longsword +1, Light Crossbow, 12 Quarrels, Dagger

Notes: High STR (17): +1/+1 to hit/damage on melee attacks

Area 4-4:

Barak the Cook half-Orc Fighter 2

AC: 8 HD: 2d10 hp: 14 #AT: 1 dmg: 1d3 (boiling water)/1d4 Dagger/1d4+2 (Poker) 1d4+1(Pan) MV: 9”

Treasure: Leather Apron, Culinary Arsenal

Notes: High STR (17): +1/+1 to hit/damage on melee attacks

Area 4-5:

Human Smugglers (Thief 2) (6)

AC: 6 HD: 2d6 hp: 9,9,8,8,7,7 #AT: 1 dmg: 1d8(Longsword) or 1d4 + 1 (Sling) MV: 12”

Treasure: Leather Armor, Longsword, Sling, 12 bullets

Notes: High DEX (16): +2 AC, +1 to hit with sling

Area 4-6:

No alterations.

Area 4-7:

Human Smugglers (Thief 2) (4)

AC: 6 HD: 2d6 hp: 9,8,8,7 #AT: 1 dmg: 1d8(Longsword) or 1d4 + 1 (Sling) MV: 12”

Treasure: Leather Armor, Longsword, Sling, 12 bullets

Notes: High DEX (16): +2 AC, +1 to hit with sling

Locathah Guards (attack as 3rd level fighters) (4)

AC: 5 HD: 3 hp: 13 #AT: 1 dmg: 1d6 (Spear) 1d4+1 (H. Crossbow) MV: 12”

Treasure: Weapons, Sharkskin armor, 12 bolts

Notes: PCs notice the direction of egress on roll of 1-2 on a d6.

Area 4-8:

Skr’thor the Scrag (Marine Troll)

AC: 2 HD: 6+12 hp: 35 #AT: 1 or 3 dmg: 1d6+1+6 (Trident) or 1-4/1-4/1d8+8 MV: 3”//12”

Treasure: per module, spotted as a secret door.

Note: Skr’thor is very strong and gets +6 on damage with his trident

Kelp Trap: Players may make a DEX check to avoid becoming entangled. Should they become entangled, they may make a STR check to escape.

Area 4-9:

Net Trap: Per the module description, save vs. dragon breath to dodge, make a check to open a stuck door to escape

Mortimer Mortenson Half-Elf Fighter 4/Thief 4

AC: 1 HD: (4d10+4d6)/2 hp: 27 #AT: 1 dmg: 1d8+2 (Scimitar) MV: 12”

Treasure: +3 Leather, Scimitar +2, Folding Boat, potion of cure serious wounds, monetary and jewelry treasures as described in module, other items below:

Bottle of Air: This is a seemingly empty bottle closed with a cork. When in an environment without air, the bottle magically fills with breathable air. It can be uncorked and the air inhaled, instantly refilling with fresh air. Each draught from the bottle is equal to one breath for a human sized creature.

Potion of Nimbleness: Quaffing this potion increases the drinker’s DEX by +4 for 1 turn.

Cape of the Mountebank: This garish red and gold cape grants the wearer the ability to disappear in a puff of smoke only to reappear elsewhere, just as if she had cast Dimension Door as a 5th level magic user. 

Area 4-10:

Jared Goldtooth Human Fighter 5

AC: 8 (due to DEX) HD: 5d10 hp: 26 #At: 1 dmg: per weapon MV: 12”

Treasure: in Area 4-9

Area 4-11:

Human Smugglers (Fighter 3) (3)

AC: 5 HD: 3d10 hp: 19,18,17 #AT: 1 dmg: 1d8+2 (Longsword +1) or 1d6 (Longbow) MV: 9”

Treasure: Chain Mail, Longsword +1, Longbow, 20 arrows, Dagger

Note: High STR (17): +1/+1 to hit/damage on melee attacks

Tiger Sharks:

AC: 6 HD: 6 HP: 27,26 #AT: 1 dmg: 2d4 MV: 24”

Area 4-12:

No alterations.

Area 4-13:

Human Smugglers (Fighter 3) (3)

AC: 5 HD: 3d10 hp: 19,18,17 #AT: 1 dmg: 1d8+2 (Longsword +1) or 1d6 (Longbow) MV: 9”

Treasure: Chain Mail, Longsword +1, Longbow, 20 arrows, Dagger

Note: High STR (17): +1/+1 to hit/damage on melee attacks

Area 4-14: 

The secret stone, as well as the tunnels in the water, can be found with standard secret door checks.

The four chests are per the module with the following exceptions:

Chest 1 and 3: Arrow traps 1d6 damage if set off.

Chest 2: an obviously busted arrow trap, no chance of it going off.

Chest 4: Glyph of Warding shocks the victim for 4d6, save vs. dragon breath for half.

Treasures in the chest are per the module, with the following magic items in chest 4:

Helm of Underwater Action

Pearl of the Nixie: By clasping this 1,000GP pearl close to the breast, the user gains to breath underwater per the spell Water Breathing (5th level caster) and to move freely underwater, with a swim rate of 12”

Necklace of Adaptation: When this necklace is put on, the wearer is surrounded by a halo of fresh air which allow him to breath is airless environments, in areas with poison gasses, or underwater.

Silver Salve (3): Applying this salve to weapon or (20 missiles) coats it in silver, allowing it to be counted as a silver weapon, for one combat.

Potions of Barkskin (2): Quaffing these potions will cause the drinker to be affected by the Druid Spell Barkskin, as if cast by a 5th level Druid.

The Locathah Caves

Wandering Monsters

Locathah Non-Combatants (4) (Normal Locathah)

AC: 6 HD: 2 hp: 6 #AT: 1 dmg: 1d4 (dagger) MV: 12”

Treasure: nil

Notes: will typically run, rather than fight

Locathah Guard (3) (Guard type per Monster Manual)

AC: 5 HD: 3 hp: 13 #AT: 1 dmg: 1d6 (spear) or 1d4+1 (hvy. crossbow) MV: 12”

Treasure: Nil

Notes: AC 5 due to Sharkskin Armor, Attack as 3rd level Fighter

Locathah Leader (2) (Leader type, per Monster Manual)

AC: 5 HD: 4 hp: 18 #AT: 1 dmg: 1d6+1 (trident) or 1d4+1 (hvy. crossbow) MV: 12”

Treasure: nil

Notes: AC 5 due to Sharkskin Armor, Attack as 4th level Fighter, +2 damage due to strength

Shark

AC: 6 HD: 6 hp: 27 #AT: 1 dmg: 2d4 MV: 24”

Treasure: nil

Area 5-1:

Locathah Leader (4) (Leader type, per Monster Manual)

AC: 5 HD: 4 hp: 18 #AT: 1 dmg: 1d6+3 (trident) or 1d4+1 (hvy. crossbow) MV: 12”

Treasure: nil

Notes: AC 5 due to Sharkskin Armor, Attack as 4th level Fighter When submerged, AC is at +2 due to concealment. +2 damage due to strength

Green Slime Pots: Treat as half-strength Green Slime, ie: eats through Plate in 6 rounds, turns flesh to Green Slime in 2d4 melee rounds. HD: 1 hp: 4

Area 5-2:

Green Slime (8)

AC: 9 HD: 2 hp: 8 dmg: special MV: 0”

Area 5-3:

Giant Crab (3)

AC: 3 HD: 3 hp: 15(x3) #AT: 2 dmg: 2d4/2d4 MV: 9”

Treasure: in room

Notes: beefed up to 3HD, as Giant Crabs are much smaller in AD&D

Players need make a DEX check, subtracting 2 from the roll, to make it across the ledge. Should they fall, another DEX check can be made to see if they grab the ledge.

Area 5-4:

No alterations.

Area 5-5:

Locathah Guard (8) (Guard type per Monster Manual)

AC: 5 HD: 3 hp: 13 #AT: 1 dmg: 1d6 (spear) or 1d4+1 (hvy. crossbow) MV: 12”

Treasure: Nil

Notes: AC 5 due to Sharkskin Armor, Attack as 3rd level Fighter

These Guards have 1 net, which require 2 of them to use, per the module. To attack, the Locathah make an attack against the PCs, disregarding armor and shield, though bonuses from magic armor and protective devices count, at the DM’s option.

Area 5-6:

Shae’Mae’ will hear the party on a roll of 1-3 on a d6

Hidden among the Kelp is an Aquatic Assassin Vine

AC: 5 HD: 4+4 hp: 21 #AT: 1 dmg: 1d6+4 MV: 1”

Treasure: Nil.

Notes: The Assassin Vine will animate the Kelp in the first round, then club away at the PCs.

If you want some old school flavor, you may wish to exchange the Assassin Vine for a Kelpie:

Kelpie

AC: 3 HD: 5 hp: 26 #AT: Special dmg: Special MV: 9”/12”

Treasure: nil

Notes: Once per day, Kelpies can cast a powerful charm, which only affects males. All males save at -2 vs. spells. Should they fail, they perceive the Kelpie as the most desirable female they have ever seen. They will dive into the water and attempt to breathe underwater, taking 2d10 points of damage each melee round.

Area 5-7:

Shae’Mae’ Locathah Druid (5th Level)

AC: 6 (Ring of Protection +4) HD: 5 hp: 28 #AT: 1 or spell dmg: 1d6+3 or spell MV: 12”

Treasure: per module

Notes: Shae’Mae is obviously a special Locathah, as she has the powers and HD of a 5th level Druid. Her spells:

1st Level: Faerie Fire, Animal Friendship, Entangle, Shillelagh

2nd Level: Chill Metal(x2), Warp Wood

3rd Level: Poison, Hold Animal

Equipment: Trident +2, Potion of Animal Control (Shark) (2), Potion of Endurance (+8 HP, +2 to saves vs. poison), Ring of Protection +4, Gem of Water Elemental Summoning (treat as Staff Device, though Gem shatters when used). Jewelry per module.

Shae’Mae’s tactics are per the module, using the Potion of Endurance, Potion of Shark Control (assume shark is present), and finally use the Gem to summon an 8HD Water Elemental. For AD&D purposes, treat the squid as her pet. Alternately, you may wish to use a Giant Eel from the AD&D Monster Manual in place of the squid, for more old school flavor.

Squid

AC: 6 HD: 3 hp: 13 #AT: 9 dmg: 1-2x8/2d4 MV: //24”

Treasure: Nil

Notes: See attached write-up on the AD&D Squid

Shark

AC: 6 HD: 6 hp: 27 #AT: 1 dmg: 2d4 MV: 24”

Treasure: nil

Water Elemental

AC: 2 HD: 8 hp: 29 #AT: 1 dmg: 5d6 MV: 6”//18”

Treasure: nil

Area 5-8:

Treat all search checks as standard secret doors.

Substitute Phantasmal Force in place of Minor Image in the module description. Note that no magic bonuses are figured in to the Naga’s AC in the stat block below, as I do not know how you will handle her spell casting. Cat’s Grace is not present in AD&D, and has not been replicated here, as her spell slots were filled with other spells that did exist. My rationale was that since it was mostly a defensive spell in this case, Invisibility would be a good fit in its place.

Locathah Leader (6) (Leader type, per Monster Manual)

AC: 5 HD: 4 hp: 18 #AT: 1 dmg: 1d6+3 (trident) or 1d4+1 (hvy. crossbow) MV: 12”

Treasure: nil

Notes: AC 5 due to Sharkskin Armor, Attack as 4th level Fighter, +2 to damage due to strength

Sslithia, Water Naga

AC: 5 HD: 8 hp: 39 #AT: 1 or spell dmg: 1d4 + poison or spell MV: 9”//18”

Spells: 

1st Level: Magic Missile, Armor, Shield, Ventriloquism

2nd Level: Invisibility, Zephyr

3rd Level: Phantasmal Force, Suggestion

Treasure: As described, with the following conversions:

Circlet of Blasting: Once per day, this device can shoot force a ray of searing light which does 3d8 damage to a single creature within 10”, no save.

Dusty Rose Ioun Stone: +1 protection, per DMG (not accounted for in AC up above).

Pale Green Ioun Stone: increases her caster level by 1.

Short Sword +2, Luckblade: In addition to being a +2 weapon, the wielder gains +1 to all saving throws. In addition, once per day, the wielder may choose one roll, and re-roll it. The wielder must take the result of the re-roll, even if it is less favorable than the original.

Horn of the Tritons: per AD&D DMG

Scabbard of Keen Edges: This scabbard will magically transform itself to fit any sword or dagger like weapon (including scimitars and Falchions, for example). Three times per day, on command, the scabbard can enchant a weapon sheathed within. This enchantment lasts one tune, and it potency is dependent on the weapon’s current abilities:

Normal: +3


+1/+2: +2


+3/+4: +1

 
+5+: +0

Optionally, if you have houseruled in critical hits, you may want to toss the above enchantment schedule out on it’s ear and make the weapon slightly more likely to inflict a critical hit. Or, if you roll on a table to determine the effect of a critical hit, you may wish to upgrade the critical hit by a category, while it is enchanted. For example, if your houserule states that a crit happens on a natural 20, you may allow this weapon to crit on a natural 19 as well. Or, if you roll percentages on a natural 20 to determine a multiplier for damage, you may wish to simply upgrade each crit roll by a category.

Area 5-9:

Locathah Guard (8) (Guard type per Monster Manual)

AC: 5 HD: 3 hp: 13 #AT: 1 dmg: 1d6 (spear) or 1d4+1 (hvy. crossbow) MV: 12”

Treasure: Nil

Notes: AC 5 due to Sharkskin Armor, Attack as 3rd level Fighter

Area 5-10: 

No alterations.

Area 5-11:

Treat searches as standard secret door checks.

Pomatomus, Locathah Chief

AC: 1 (Shell Armor) HD: 6 hp: 40 #AT: 1 dmg: 1d6+11(trident +2) or 1d4+1 (hvy. X-bow) MV: 12”

Treasure: per room and Girdle of Stone Giant Strength (+4/+9) Potion of Heroism

Notes: Due to the girdle, Pomatomus can shoot the crossbow every round. Pomatomus attacks as a 6th level fighter.

Sea Lion

AC: 5/3 HD: 6 hp: 30 #AT: 3 dmg: 1d6/1d6/2d6 MV: 18”

Area 5-12 and 5-13:

Both areas have normal Locathah in them, who would rather run than fight. Most of them will cower when attacked. 

Locathah Non-Combatants (Normal Locathah)

AC: 6 HD: 2 hp: 6 #AT: 1 dmg: 1d4 (dagger) MV: 12”

Treasure: nil

Notes: will typically run, rather than fight

Allip

Frequency: Very Rare

No. Appearing: 1 

Armor Class: 5

Move: /12”

Hit Dice: 5+1

% In Lair: 75%

Treasure Type: Nil

No. Of Attacks: 1

Damage/Attacks: 1-4 + Special

Special Attacks: Babble, Wisdom Drain, Madness

Special Defenses: Silver (Half Damage) or magic Weapons to Hit

Magic Resistance: See Above

Intelligence: Very 

Alignment: Neutral Evil

Size: Medium

Psionic Ability: nil

 Attack/Defense Modes: n/a

Level/X.P. Value: 475 + 6 per hit point

An Allip is an incorporeal entity similar to a Wraith or Wight. Allips are formed when someone is driven to suicide by madness. Allips are doomed to seek revenge on the living for eternity, their madness still pervading their now lost souls.

Allips are unable to deal massive amounts of damage. They do however affect the mind in tortuous ways. 

The first special attack is the Allip’s Babble. Allips constantly are gibbering nonsense which is comprised of now known or even discernable language, which creates a hypnotic effect. All sane creatures within 6” must make a save vs. Spells or be hypnotized as if he were subject to the Hypnotic Pattern Illusionist spell (See PHB pg. 95).

So alien and insane are the thoughts of the Allip that anyone using any sort of thought detection spell, mind control (such as charm), or any form of telepathic contact against an Allip, will need to successfully save vs. Spell or will be afflicted as if he is the subject of the Feeblemind spell.

Finally, the touch of an Allip drains 1-4 points of Wisdom per attack, unless the victim Saves vs. Death magic.

Sources: AD&D Monster Manual (Wraith), Dungeons and Dragons Creature Catalog (Soul Eater), 3.5 SRD

Assassin Vine

Frequency: Rare

No. Appearing: Single or 2-4

Armor Class: 5

Move: 1”

Hit Dice: 4+4

% In Lair: 95%

Treasure Type: D

No. Attacks: 1

Damage/Attack: 1d6+4

Special Attacks: Constrict, Entangle

Special Defenses: Immune to electricity, ½ damage from fire and cold based attacks

Magic Resistances: see above

Intelligence: Semi

Alignment: Neutral

Size: Large

Psionic ability: Nil

 Attack/Defense Modes: n/a

Level/X.P. Value: 260 + 5/hp

The assassin vine is a large, semi-intelligent plant akin to the Venus Flytrap. It has very limited mobility, as well. The plant’s body consists of a large “spinal” vine 18-20 feet lone, with 5 foot long vines branching out at 6 inch intervals. 

Assassin Vines often grow intertwined with other vegetation, making it difficult to see. As such, assassin vines surprise on roll of 1-3 on a d6, and due to their tendrils lying on the ground, sensing vibrations, they are surprised on a roll of 1 on a d8. This same ability allows the Assassin Vine to “see” all foes within 30 feet, even if they are invisible.

Assassin vines simply lie in wait, and attack as soon as the prey is within range.

Assassin Vines have the additional ability to animate nearby plants, per the 1st level Druid spell, Entangle, once per day.

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: 2+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.

Squid

Frequency: Uncommon

No. Appearing: Single or School (7-12)

Armor Class: 6

Move: //24” * see below

Hit Dice: 3

% In Lair: 40%

Treasure Type: W

No. Of Attacks: 9 (8 tentacles/1 beak)

Damage/Attacks: 1-2 x8, 2-8

Special Attacks: Constriction

Special Defenses: Ink

Magic Resistance: nil

Intelligence: Animal

Alignment: Neutral

Size: M

Psionic Ability: nil


 Attack/Defense Modes: n/a

Level/X.P. Value: 65 + 3 per hit point

Squids are aggressive creatures common in all kinds of salt water environs, ranging from tiny to Giant (see Monster Manual). This description is for a large normal squid, 5-7 feet in length, though not nearly as large as its myth inspiring cousin.

When attacking, squids first attack with their tentacles. Should 4 or more tentacles hit a man sized creature, the squid will constrict the creature for 1-4 additional points and pull it to its beaked mouth and bite it for 2d4 points of damage. For Halfling sized creatures, 2 tentacles are sufficient to drag it to the mouth, whereas all 8 are needed to do the same to an Ogre sized creature.

When forced to retreat, the squid will use a jet of water to move away in a straight line at a rate of 48”. Often when doing so, the squid will billow forth a 15 cubic foot cloud of ink which has the same effect as a Darkness, 15’ Radius spell.
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