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Greetings

Welcome to the first issue of the Dungeon Crawl Companion Series. A series of RPG
mini-zines | hope to expand upon certain ideas and subjects within gaming to provide

aid and inspiration to my fellow gamers.

If you have any feedback or suggestions to update this product with, please email me
at HeavyMetalAdventures@protonmail.com with either the subject line “DCC#1
Feedback” or “DCC RPG Optional Class Feedback”

Introduction

| love the core classes in the Dungeon Crawl Classics RPG rule book, but over the years
| have had ideas on how they could be improved or refined to make each class stand
out a little bit more, or to clarify certain details. Hopefully you will find some usefulness

or inspiration from these ideas.

What is tbis Product?

This product contains optional rules for each of the second main classes presented in
the Dungeon Crawl Classics Role Playing Game. The optional rules presented here
are meant to be taken as a whole rather than piecemeal. It is suggested that if you
take one optional rule for a specific class, that you use all the changes presented for

that class.
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Cleric

Rather than generating/choosing a set list of spells to choose from, Clerics may pray
for spells from their god once a week on the god’s sabbath day. Rather than having
the number of “Spells Known by Level” on (Table 1-5: CLERIC), Clerics may pray for
5 spell levels per character level of spells that are available for their character level.

For Example: A Level 2 Cleric will be able to pray for 10 spell levels of 1st level
Spells, but a Level 3 Cleric will be able to pray for 15 spell levels of 1st and 2nd level
spells. For clarification, 1st level spells take up 1 spell level, 2nd level spells take up 2
spell levels, etc.

Holy Amualet

Every Cleric will have a Holy Amulet that connects them to the spiritual powers of their
god. Their Amulet also acts as a divine focus of their sacrifices and acts of faith
performed for their god. It can provide bonuses to the spellcasting ability of the Cleric
based on their piety and attentiveness to priestly duty.

The Cleric is responsible for performing religious ceremonies for their god once a week
on their god’s sabbath day. If they are unable to perform these ceremonies at a
temple, they must construct a roadside shrine to perform them at. This weekly ceremony
allows the Cleric to pray for a new set of spells available for their level. As well as
determining the bonus for their Holy Amulet for the week. The Cleric’'s Holy Amulet
will provide a bonus to the Cleric’s Caster Level based on the following.

- Ceremonies performed at a temple +2 Caster Level

- Ceremonies performed at a roadside shrine +1 Caster Level

- Sacrifices made during the Ceremonies, +1 Caster Level per 100 gold value
- Gathered Congregation of at least 20 peoples, +1 Caster Level

- Gathered Congregation of at least 100 peoples, +2 Caster Level

- Gathered Congregation of at least 500 peoples, +3 Caster Level

- Gathered Congregation of 1000 or more peoples, +4 Caster Level

A Cleric’s Holy Amulet will decrease in its bonus equal to the Cleric’s Level for every
day the Cleric does not make some sacrifice to their god equal to 5 gold per bonus to
their Caster Level. The bonus will become zero on the next sabbath day until the
appropriate weekly religious ceremonies are performed.
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Thief
Thief Skills

Instead of using (Table 1-9: Thief Skills by Level and Alignment), the following
alternative for Thief Skills is presented:

A Thief will roll their Action Dice plus one Luck Die (without having to burn a point of
luck) when performing their Thief Skills. Their Luck Die will be modified based on
the Thief’s Alignment accordingly:

Lawful
+2D to Luck Die: Find Trap, Disable Trap, Climb Sheer Surfaces, Hide in Shadows

+1D to Luck Die: Backstab, Sneak Silently, Pick Pocket, Pick Lock

Chacotic
+2D to Luck Die: Backstab, Sneak Silently, Disguise Self, Handle Poison

+1D to Luck Die: Hide in Shadows, Climb Sheer Surfaces, Pick Lock, Find Trap

Neatral
+2D to Luck Die: Sneak Silently, Pick Pocket, Climb Sheer Surfaces, Forge Document

+1D to Luck Die: Hide in shadows, Pick Lock, Find Trap, Disable Trap

Luck

A Thief will be able to burn temporary luck points as normal in the rulebook, but may
now also permanently burn one point of luck (not recoverable by rest) in order to roll
two Luck Dice per point of luck to add to any dice rolls.
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Warrior
Migbty Deed of Arms

When a Warrior rolls their Deed Die at the beginning of each combat round, they
may choose three of the following bonuses for their Deed Die to apply to:

- Attack bonus

- Damage Bonus

- ACBonus

- Saving Throws

- Damage Points Ignored

- One additional attack per Action Dice per three points on the Deed Die

Combat Momentum

A Warrior may choose not to roll their Deed Die at the beginning of a combat round,
and may instead keep the previous round’s result and bonuses. The Warrior may not
perform a Mighty Deed without rolling a new Deed Die for the combat round.

Lucky and Uplucky Weapon

Instead of the rules presented in the main rulebook, the following rules should apply.
A Warrior may choose one Lucky weapon type, and one Unlucky weapon type.
Their Lucky weapon gains a +D bonus to attack and damage rolls. Their Unlucky
weapon gains a -D penalty to attack and damage rolls. The net difference between
the bonus and penalty is equal to the Warrior's starting Luck Modifier. The total
bonus may not be greater than +3D.

For Example: A Warrior with +0 Luck Modifier must have a net difference of O
between the Lucky weapon’s bonus and the Unlucky weapon’s penalty. So, you
could have a +1D bonus and a -1D penalty.

Or a Warrior with a +1 Luck Modifier must have a net difference of +1 between
the Lucky weapon’s bonus and the Unlucky weapon’s penalty. So, you could have a
+2D bonus and a -1D penalty. Or a +1D bonus and a -0D penalty.
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Wizard
Kpnown Spells

A wizard begins their adventuring life at Level 1 without knowing any spells. But they
may begin with 4 spells that they are Researching. After these beginning spells, the
Wizard may only have a maximum of 2 spells they are Researching at any given
time.

Research Spells

A Wizard casts a spell that they are Researching with a -2D penalty on their Action
Dice. A spell they are Researching has two Mercurial Magic effects that apply each
time they cast the spell. At any time, a Wizard may abandon the research they have
made on any of their Researching spells and, after a week of resting, begin
Researching a new version of a spell, with two randomly determined Mercurial
Magic effects. When a Wizard has fully completed the research on a spell, it will
become a Known Spell, one of the two Mercurial Magic effects can be erased, and
the spell will now be cast without a penalty on the Action Dice.

It is up to each Judge to determine the requirements for fully researching a spell. |
suggest some kind of Quest involving a certain amount of gold spent researching,
casting the spell a certain number of times successfully and unsuccessfully, finding
research made by another Wizard, or consulting with some supernatural power.

Spell Scrolls

A Wizard may scribe out a scroll for any spell they are Researching in order to help
work out how to complete the spell properly. They will use up 5 gold of materials for
each scroll for 1st level spells, 50 gold of materials for each scroll for 2nd level spells,
150 gold of materials for each scroll for 3rd level spells, 300 gold of materials for
each scroll for 4th level spells, and 3000 gold of materials for each scroll of 5th level
spells. Each scroll takes 4 hours to complete, when the scroll is complete the Wizard
rolls 1d20. If they roll at or below their Luck Score, the scroll will allow the Wizard
to cast the spell at a -1D Action Die penalty instead of the normal -2D. If they roll
above their Luck Score, the scroll will allow the Wizard to cast the spell at a -2D
Action Die penalty.
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Dwarf
Sword and Board

A dwarf may shield bash with a d16 rather than d14. In addition to the Shield Bash
attack, a dwarf using a shield gains +2 AC rather than the standard +1AC.

Migbty Deed of Arms

When a Dwarf rolls their Deed Die at the beginning of each combat round, they may
choose two of the following bonuses for their Deed Die to apply to:

- Attack Bonus

- Damage Bonus

- Armor Class Bonus

- Saving Throws

- Damage Points Ignored

- One additional attack per Action Dice per three points on the Deed Die

Lucky and Uplucky Weapon

When a Dwarf reaches Level 1, they may choose one type of weapon to be their
Lucky weapon, and one type of weapon to be their Unlucky weapon. Their Lucky
weapon gains a +N bonus to hit and damage rolls, their Unlucky weapon gains a -M
penalty to hit and damage rolls. The net bonus between the Lucky and Unlucky
weapons must be equal to the Dwarf’s starting Luck Modifier.

For example, if a Dwarf has a -1 Luck Modifier, it could have a +2 bonus to its Lucky
weapon, and a -3 penalty to its Unlucky weapon. A dwarf with a +1 Luck Modifier
could have a +3 bonus to its Lucky weapon and -2 penalty to its Unlucky weapon, or
+2 bonus to its Lucky weapon and -1 penalty to its Unlucky weapon.

Page 8



Elf
Spellcasting in Armor

An EIf is able to cast spells while wearing armor. They will suffer no penalty to casting
spells while wearing armor without any metal, or while wearing armor made of Mithril.
If they are wearing armor with metal made of Bronze, they will suffer a penalty equal
to half the Check Penalty listed in (Table 3-3: Armor). For Iron see Iron Aversion
below.

Iron Aversion

Instead of the rules listed in the main book, an EIf that is wielding a weapon made of
Iron will suffer -1D to attack rolls and damage rolls with that weapon, including bows
and crossbows that are using Iron tipped arrows and bolts. If they are holding an Iron
weapon when spell casting, the -1D penalty will apply to their spell casting check as
well.

If an EIf is wearing armor that includes Iron, the full Check Penalty of the armor will
apply to attack rolls, spell casting checks, skill and ability checks, and saving throws.

Nop-Stapdard equipment

An EIf will prefer to use weapons and armor with specially crafted Bronze or Mithril
rather than Iron.

Bronze items will have the same weight and function of Iron, but will be 3x the cost
because of the rarity of materials required.

Mithril items will be half the weight, and the same function of Iron, but will be 10x the
cost because of the rarity of materials and special processing and skill required to
create the items.

Inberitance

An Elf, at Level 1, may use any starting gold available to “purchase” any Bronze or
Mithril equipment at the standard price listed in the equipment section of the book.

And they may begin with 3d20 gold rather than the standard starting gold listed.
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Halfling
Lacky Two-Weapon Fighting

When fighting with two weapons, the halfling should first roll 1d16, and if that attack
hits or crits, the second attack will automatically hit or crit. Only if the first attack
misses should the halfling roll 1d16 for their second attack. Otherwise, a Halfling will
follow the Two-Weapon Fighting rules listed in the main book. A Halfling may use

thrown weapons as well as fight in melee using these rules.

Strong Nose

A halfling may smell anything with a distinct smell within 100’ of open air. They may
get up close to a closed door and smell through the door into the next room. The
halfling sense of smell is so strong they’re usually able to determine the cleanliness of
the room, how many stinky creatures might be in the area, distinguishing details such
as wet fur vs slimy scales, etc. Their smell should give the players good hints for what
might be in the room or the area, but not give away all details unless there is food, in
which the halfling will be able to determine all sensory details of the food, including
freshness or rottenness, how well cooked it is, seasoning, etc.

Luck

A Halfling will be able to burn temporary points of luck as normal in the book, gaining
a +2 bonus per point of luck to any dice rolls the Halfling makes, or a +1 bonus per
point of luck to any dice rolls the Halflings party members make.

A Halfling will be able to burn a permanent point of luck (like other classes normally
would) in order to gain a +4 bonus per point of luck to and dice rolls the Halfling
makes, or a +2 bonus per point of luck to any dice rolls the Halflings party members
make. Luck points permanently burned in this way can be restored in the same way
that other classes would gain luck.

If a Halfling wants to burn luck BEFORE dice are rolled, they may gain the following
benefits. 1 point of temporary luck to increase the die rolled by +1D. 1 point of
permanent luck to roll two dice instead of one, picking the highest of the two.
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F.A.Q.

This space reserved for FAQs and responses/clarifications from feedback.
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DESIGNATION OF PRODUCT IDENTITY

All artwork, and presentation are product
identity. The names “Dungeon Crawl
Companion”, “Heavy Metal Adventures” and
“Banjo Destructo”, as well as any logos or
artwork specific to those three items are product
identity. All text in the following sections is

product identity: Greetings, Introduction.
DESIGNATION OF OPEN GAME CONTENT

All content not declared as product identity, are
Open Game Content.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of
the Coast, Inc. and is Copyright 2000 Wizards
of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the
copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including
derivative works and translations (including into
other computer languages), potation,
modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment
or other form in which an existing work may be
recast, tfransformed or adapted; (c) "Distribute”
means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content"
means the game mechanic and includes the
methods, procedures, processes and routines to
the extent such content does not embody the
Product Identity and is an enhancement over the
prior art and any additional content clearly
identified as Open Game Content by the
Contributor, and means any work covered by
this License, including translations and derivative
works under copyright law, but specifically
excludes Product Identity. (e) "Product Identity"
means product and product line names, logos
and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and

graphic, photographic and other visual or audio
representations; names and descriptions of
characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities;
places, locations, environments, creatures,
equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark
clearly identified as Product identity by the
owner of the Product Identity, and which
specifically excludes the Open Game Content;
(f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a
Contributor to identify itself or its products or the
associated products contributed to the Open
Game License by the Contributor (g) "Use",
"Used" or "Using" means to use, Distribute, copy,
edit, format, modify, translate and otherwise
create Derivative Material of Open Game
Content. (h) "You" Not for resale. Permission
granted to print or photocopy this document for
personal use only. System Reference Document
5.1 2 or "Your" means the licensee in terms of
this agreement.

2. The License: This License applies to any Open
Game Content that contains a notice indicating
that the Open Game Content may only be Used
under and in terms of this License. You must affix
such a notice to any Open Game Content that
you Use. No terms may be added to or
subtracted from this License except as described
by the License itself. No other terms or conditions
may be applied to any Open Game Content
distributed using this License.

3.Offer and Acceptance: By Using the Open
Game Content You indicate Your acceptance of
the terms of this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free,
nonexclusive license with the exact terms of this
License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If
You are contributing original material as Open
Game Content, You represent that Your
Contributions are Your original creation and/or
You have sufficient rights to grant the rights
conveyed by this License.
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6.Notice of License Copyright: You must update
the COPYRIGHT NOTICE portion of this License
to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must
add the title, the copyright date, and the
copyright holder's name to the COPYRIGHT
NOTICE of any original Open Game Content
you Distribute.

7. Use of Product Identity: You agree not to Use
any Product Identity, including as an indication
as to compatibility, except as expressly licensed
in another, independent Agreement with the
owner of each element of that Product Identity.
You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered
Trademark in conjunction with a work containing
Open Game Content except as expressly
licensed in another, independent Agreement with
the owner of such Trademark or Registered
Trademark. The use of any Product Identity in
Open Game Content does not constitute a
challenge to the ownership of that Product
Identity. The owner of any Product Identity used
in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game
Content You must clearly indicate which portions
of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its
designated Agents may publish updated
versions of this License. You may use any
authorized version of this License to copy,
modify and distribute any Open Game Content
originally distributed under any version of this
License.

10. Copy of this License: You MUST include a
copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not
market or advertise the Open Game Content
using the name of any Contributor unless You
have written permission from the Contributor to
do so.

12. Inability to Comply: If it is impossible for You
to comply with any of the terms of this License
with respect to some or all of the Open Game
Content due to statute, judicial order, or
governmental regulation then You may not Use
any Open Game Material so affected.

13. Termination: This License will terminate
automatically if You fail to comply with all terms
herein and fail to cure such breach within 30
days of becoming aware of the breach. All
sublicenses shall survive the termination of this
License.

14. Reformation: If any provision of this License
is held to be unenforceable, such provision shall
be reformed only to the extent necessary to
make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000,
Wizards of the Coast, LLC.

System Reference Document 5.1 Copyright
2016, Wizards of the Coast, Inc.; Authors Mike
Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wyatt, Robert J.
Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on original material by E.
Gary Gygax and Dave Arneson.
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