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If you look at the credltr, you’ll find that Steve and I 
are listed 08 the designen of thla product. C the truth 
be known (and it’s about to be), the credit for thls book 
la not so easily dlvlded. 

Tracy H k h n  wrote the orlglnal RAVENLO!+ 
module for the ADvANceD DUMEONS & DRAaONE game, 
and trom that source was drawn the Idea of a game 
Uns that would nerve as a cross between gothic horror 
and medleval fantasy. In 1989, Andria Hayday and 
Bruce Nemlth were given the task of turning that 
dngle, thirty-two page adventure into an entlre game 
world. They created the Mlsts. the domains, and 
everything else that Is Ravenloft over the course of the 
next few months. 

In the wake of their work, others stepped Into the 
shadoul. and Jolned the RAVENLOFT team (known as the 
Kargat). The most influential of these (a least by word 
count) would be David Wise, Usa Smedman, and 
myself. Each of us has &ne our best to create works 
that hopefully Uve up to the hlgh standard estabibhed 
by the orlglnal Realm of Tvrorboxed set. 

Still, the RAVENWPT campalgn sdtlng Is a hared 
world. Over the years countless authors, edlton, 
aN.ts, and dlrectom have contributed to the Ilne. With 
each new pgmpectlve come new Ideas and new 
ntghtmares. We’ve corne up with new methods, 
characters, and story Unes. Some we’ve put into prlnt, 
and some we’ve put on hold for now. Over the last few 
yean we’ve added some new faces to the RAWLOFT 
team; foremost among them are Cindi Rlce and 
Mlranda Homer, the edltors of thls book, and Steve 
MUler, my co-author. It la humbling to discover how 
much better they know the lore of Ravenloft than I do. 
Without them, thb book would be far less than It is. 
The publication of thls book beglns a new era for the 

Demiplane of Dread. W e  most game mvlslcim are 
made to colldct Raws, we’ve always been pleased wlth 
the dst lng rules. Thus, thla book focuses on 
expansions far more then revlsions. Domafns of Dread 
1s by far thehost ambltlow product ever attempted by 
the Ksrgat. It prescnts not only the RAVENLOFT 
campaign setting and the creatures (good and bad) 
who Uve there, but also rules for playlng characters natlva to 
the Land of the Mists. 

We have some excitlng plans for the Demiplane of Dread. 
Let’s Just say that there are dark tlmccr ahead In RavenIoR- 
Umu that wlll cause folk. even the Vlstaql, to look back on 
the Qrlm Harvest and Grand ConJunctlon as the good old 
days. 

W O Y #  

By some standards, I’m not very good at running the 
ADED’ game. Many players come to the gaming table 
expecting at least one high-bodycount fI&t per game 
nesslon. For some reason, thaugh, I never Kcm to get 
around to them. In the twenty months I’ve been 
numlng my current campaign, there have been a 
grand totd of Rve notable combats. One r e a m  for 
thla Is that combats bore me. I’m much more 
tntercrted In story-telling, charactor dewtopment. and 
role-playing. That‘s why the RAVENLOFT s a n g  
appealed so strongly to me, first as a Dungeon 
Master, and later as an cdttor and ddgner  for TSR, 
inc. The RAVENLOFT satlng. If used to I t s  hili potential, 
Is aU about characters. From the player charactam to 
the darklords, every character In the Demlplm of 
Dread has a story, and when that story lntencctl wlth 
that of the heroes, hagedy, terror, and hlgh drama 
Invariably follow. 

If there was one weakneaa I saw In the RAVENLOFT 
waing as presented In its Rrst four years of udrtence, 
it was that the official settlng smackad enthly too 
much of The Village hwn the tekvlslon &s me 
Ptfsoner. More often than not, unless the Dungeon 
Master made certain eiaboraUons the waing w m ’ t  
really deslgned to support, campaigns would 
hvarlably revolve around eacaphg the Demiplane of 
Dread and returning home. That 1s why the addltion of 
natlva player characten was so Important. when I 
came to work for TSR In 1994, I started agrtatlng to 
make RAmm more of a ’home baa.” The heavy- 
hitten Involved wlth the line agrwd wlth me, and 
you’re holding the result. 

were the Kargat control agents when I stsmd wntung 
blunt memos about what I felt was ‘wrong” about 
TSR’s appmch to the R A V E N ~  setting. They cwld 
have slapped me down, but they chose not to. In fact, 
Blll became the prlmary force behind what we hope 
will open new hortrons for R A ~ L O F T  players 
everywhere. 

Thanks also go to Andrla Hayday, h e  Nmith ,  
and Tracy Hlckman for laying down the hacks for me 

to follow. I can truly MY that without their effortl, I wouldnt 
be typlng these w o r d w r  any othm for TSR, Inc. 

I also need to mention my fellow g a m  on the hrtcmpt 
RAVENLOFT maUlng list. Thelr comments and feadb8c-k were 
invaluable while working on thls book. 

Finally, I want to thank Clndl Rice for her attenkn to 
detal and her inshtence on keeping us to the hlgheat 
standards of qusllty. Blll and I may be getting the top billing, 
but without her. thb book wouldn’t be what it is. 

Thanks go to BUI Connon and Hadd Johnm, who 

, 

Willlam W. C m r s  Steve Mler 





qydoft ls not a world in the traditional sense. In 
qctuallty, it Is a demlplene-a pocket universe 
abspanded amM the vapors of the Ethereal Plsne. 
his  wctlon begins wlth a study of the structure of 

the Demlplane of Dread. 

mctly what a demiplene is or hpw It comes Into 
belng Is a matter of debate and controversy, even 
W n g  those who travel the planes of existence 
routinely. In the most bask of terms, however, It Is 

a self-contr)Ined pocket dlmenslon that hangs suspended In 
the Ethereal Plane. Also, the Demiplane la dlvided into Inde- 
pendent dopains. which are each ruled by a domain lord. 

Llke all @nlplanes, Ravenloft has Its own natural laws 
and physic$. Of COUIW, these are subject to change at the 
wblm of thq dark powers that seem to control the 
Demlplane. For the most part. however, these laws are 
cansistent ond rellable. 

Perhaps the most Important aspect of the Demiplane of 
Dread Is that It Is something of e c b e d  universe. Much like 
a Venus's-flytrap or the deadly pltcher plant, It allows the 
unwitthg to enter whlle maklng escape almost Impossible. 

BIccLr 
The way5 Into the Land ofthe Mists are many and varied. 
Relatively common magical spells and Items, llke the 
prlest's plane sht/? or M amulet ofthe lanes, can allow 

course. exactly why someone would purposefully travel to 
this forlorn place Is beyond comprehenslon. 

someone to make his way into the De I! lplane of Dread. Of 

plrlrlr 
It Is also mid that a few portals, both temporary and 
permanent. lead Into the Land of the Mlsts. Sometimes, 
when the stars allgn or e certain serles of events =cur, 
temporary gate8 open into the Realms of Terror. Other 
place-dent shrines to forgotten gods of evil and the 
Uke-are sald to hold hldden portals that can instantly 
transport the unwary Into Ravenloft. Whether true or not, 
both of these speculatlona seem plausible and merit caution 
on the part of adventurers. 

le), mi& 
Moot travelers who end up In Ravenloft do not seek the 
Demlplane. They are drawn In by the clutching tendrils of 
the Mats. Exactly what the Mists are or how they function Is 
unknown. It Is for thls reason that the folk of Ravenloft refer 
to the Mists In much the same way that chlidren mlght 
speak of a bogeyman. In Ravenloft, anything unknown and 
threetenlng is generally ascribed to the Mists, whether any 
connectlon qctually exists or not. 

8wkIIng c l o i ~ 9  -6 whl*e vapor that roll out of the ground to 
whcn most pcople thlnk of the Mists, they envision 

cwuume evildoers. This bsUd certalnly has a great deal of 
merlt, for the Mlsts of Ravenloft do appear to be the agents 
of the dark powers. 

without any apparent cause, and even randomly abduct 
indivMwls for no obvious reason. Whsn they do Mb, the 
Mlsts are as likely to affect those who are good or m u  
those who are wll. Soms feal that these ON maraly rm 
eventcunpMdlctaMe and unstoppable. Othm MY that a 
grlm purpose lurks behlnd thew qpparently chaotlc abduc- 
Uonr. The truth will almost certolnly remain unknown untll 
S u c h U m e s s t h e t r u c n ~ o f t h e d s ~ p c v u a l s r r v r n ~ .  

For some reason, the Mlsts never travel to the lnner or 
Outer planes. Exactly why thls le, none can say. W e  some 
lnslst that the powers of those planes are so a w e m  that 
they are able to hold the MLstr back, thlr unllkely. If a 
gate spell can plerce the border8 of these otherworldly 
realms. It seems Impossfble to accept that tho Mlstr could 
not do so If they wlshed. 

On the other hat@, the Mlsts often travel to various pbces 

I 

... rpigtttfir 
Whlle there are many ways to reach the D e r n l p h  of 
Dread, mutes out of that mire of evil are far fewer. Indead, 
many think true escape from Ravenloft is lmpoufbla. 7hey 
say that tho- who menage to leave the Demlp*na will be 
drawn back one day, slnce the Mlsts never forget uyrons 
they haw choaen to embrace. However, whether escape 
from Ravenloft ts permanent or temporary matters little for 
the purposes of thls discussion. 

It Is vlrtualLy lmpcdble to escape the Realms of Terror by 
memu of magkal spells or Items. nW prlul's plane ship 
spell, for example, is unable to plem the bo- of the 
Demlplane. Even spells as powerful M wish are wasted if 
used in M attempt to escape from RavenloR. Magleal Items, 
llke an amulet oftheplanes, are sImllarly overwhelmed by 
the fabric of the land. It is rumored that a mystical dcvke 
known as the RIp Spanner can pierce the vel1 of the Mlsta, 
but both the exlstcnce of thls object and the extent of its 
a b i i W  rernaln unproven. 

Dread can be found In Chapters Elght and Nle. 
Complete Wlls on the use of spells In the Drrniphsne of 

wlls 
While there are no permanent portals out dRavsnloA, 
temporary gates to the PHme -1 Plane do Wst. As a 
rule, however, these gates must be triggered by lome 
natural or supernatural act. Examples of such &&era 
Include astronomical p h e n ~ m e ~  (Uke eclipses d 
conJunctions), the completion of certaln arcane ritwls, and 
the f u l f l h n t  of macabre prophcclp.. 

whcn and if a portal to the Prhe Material Plane can be 
found. It can seldom be dlrected or controlled. Indead, these 
fleetby gatuways are ofkn as hazardous to use as they are 
to Ignon. When stepping into such a portal, the user usually 
has no Idea where he will emerge. Of course, more than one 
adventurer has noted that almost any place ls better than 
*I.- "niplane of Dread. 
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ehspbb 
Just as they can draw people into RsvenloR, so can the 
Mota trsruport them out. Whlle thls Is not a common 
occumnce, It has been known to happen from t h e  to time. 
Thls Is by far the least common and least rellable means of 
escaplng horn the Demlplane of Dread. A hero who decldes 
to ahply sit back and wait for the Mists to return for hlm Is 
llkely to glow d d  and gray before he actually gets home, If 
he ever &SI 

¶?to lGrrlr 
It b not unaommon for one of the dlabollcal lords of the 
Demlplane to promise outriders that he wlll transpott them 
to thelr homeland In exchange for some servlce. In truth, 
thlb adlon b beyond the power of even the greatest of 
Ravenloft's domain lords. 

Only one alternate dlmenslon can be reached with any 
degree of certainty or frequency by the inhabitah of 
RavenloR. Known as the Border Ethereal, 
thls mlsty reglon Is a sort of dlmensional 
membrane that Insulates the Ethereal 
Plane from the rest of the multiverse. 
Most ghosts and other Incorporeal 
creahuea exist at least partlally wlthln 
the Border Ethereal. 

In other places, those who enter the 
Border Ethereal can then move on to 
elther the Rhereal Plane Itself or Into 
other planer of exhtence. Those who 
begin their Journey In Ravenloft, 
however, are not able to sllp the bonds of 
the Mists so easily. When they opt to 
leave behind the Border Ethereal, such 
travelen wlll always flnd themaelves returned to the 
Demlplane of D a d .  

For the common man, llfe In RavenloR Is no different from 
that on oCru1, Tdl, OT the sunburnt deserts of Athas. People 
sre born, they grow old, and they die. They learn a trade, 
master it, and use it to earn a living. Dawn comes, as doer 
dusk and the Ungcring night. Storlea about evll thlngs and 
dark creatures abound, but t h e e  are generally nothlng 
more than faerk tales and supentitlons. Only rarely Is the 
common man made aware of the t e r m  that surround hlm 
on the Demlplane of Dread. 

sophlskated vkw of the world. Uke most scholars and 
mges, they are familiar wlth the ways of magic and nature, 
espcclally those who traveled to the Demiplane from other 
worlds. and know that all Is not as It should be wlthln the 
coils of the Mlsts. 

Master can use when creating a Ravenloft adventure or 
running a campaign. If an adventure c & m  to t h e e  
doctrines, It Is well on Its way to flttlng the gothk flavor of 
UmDamlpbrndDread: 

Advenbrws, however, have a somewhat more 

The followlng polnts are absolute rules that any Dungeon 

DmMh 
Magical and pslonlc dlvinatlon is unreliable in fbvanbk. 
The dlrtortlng lnfluencea of the land make k dilfkdt to 
dlscem thhgs that maglclans in other I& find all but 
obvlm. 

Good and Ev& The mwt frequently encountend exempk 
of thls change involv 
oTdln.rlly, spelk llke 3 et& wll and know auenmglt cm 
ferret out the pure of heart fpan thomwhofokwthe p(h d 
darkness. For pslonlcists, the eanm 
readlng ablllty. 

In RavenloR, however, such thlnga am not so appara& 
The use of any such spell can reveal only whether a 
creature Is lawful or chaotic, not whether It b goal or &. 

Dungeon Masten should be aware that p l o p  hn a 
tendency to nee that which Is chsattc M evll and toJucba 
th0M who are lawful as good. Thb I., of MKms, not the 
case. Some of RavenIoR's moa flendleh cmatwea an d 
lawful evil allgnment. 

Undead On most worldr, the foul and cormptlng 
p m e  of the undead Is easy to detect. In sddwon to 
spells Ilke detect undead, any magkol or pskmk power that 
allows one even a brlef gllmpse into the thoughts of thme 
creatures usually reveals that all b not as It &wM be. In 
RavenloR, however, this Iswe Is not so d y  rmdved. 

Attempta to detect undead do not always wcm& If the 
creature makes,a successhi saving throw vs. speU, ths rpell 
falls to detect anything unusual. In addltlon, Uume epeUa am 
frequently blocked by phydcal obstructions thd would not 
Imp& thelr functlons on other worlds. 

Spells designed to tap into the thoughts of -If-wUled 
undead reveal whatever the creature wlshes tJm cestsr to 
know. Thus. a vamplre who has been Mlkhg the party 
might allow them to believe that he Is actually intmt on 
helplng them, not planning to feut upon thelr blood. 

hophacy and Prognostkatbn: Spells deslgnd to pradM 
the future or reveal @e outcome of present actlonr are vary 
untrustworthy In RavenloR. Any such rpcll lndicstes only 
the probable course of events and, in many cans,  might be 
controlled or affected by the whlmr of the bcal dcanah lad. 

Thls restrlctlon doas not apply to the amries d the 
Vbtani. These gypsles of the Mists have far more rellabk 
magic at thelr d b p o ~ l  than the heroes. Of course, thls 
aamnea that the gypsies are belng honed wlth the 
sdvenhmn. On more than one occarlon, an oftsndsd 
Vi-I has offered up f a l e  or mlsleadlng Information thst 
led down a troll of aufferlng from which there was no ntwn. 

the unshrg of al@unen@. 

huc of tha dun 

- 
Just as dlvl~t ion is altered by the Land of the Mws, so too 
Is the dark power of ncclom(mcy corrupted. Hlhere the 
former Is reduced in effectiveness. however, the 1- 
becomes more powerful. As a casual look at the modykd 
spell descrlptlons in Chapten Eight and Nlne AI indtcste, 
the power of the desd and UnQad In Ravenloft b great 

Such power has a price, however. The use dnecmmwcy 
Is very dongemu$ In the Demlplsne of Dreqd. Not only does 
the casting of each and every one of these rpclll mquh a 
powen check, but the chance of faulng such checks I$ 
greater than for other spells (M described in Chapter .Swan). 

n 





mw- 
Spelh that aUow people to travel through space or across 
dimensions are mduced In eftcctlveness In RavenbR. No 
spell, not even lufsh. can transport someone a c m  a 
c l o d  domain border or out of the Demlplane. The only 
knwm exceptkm to thls guldellne Is the wesome Rltt 
Spanner, a maglcal ertifact of terrlble evil conat~cted by 
thenlght hsg styrlx. 

'PI,BmrdM.drljrrOI 
Put slmply, the lord of any domaln is BO powerful that a 
direct confrmtetion wlll almost certalnly result In death . . . 
or worse. Whenever a character attempts to use a spell, 
pslonk power, or slmilar abUlty to counter one of the 
domain loid's special abilities, the domaln lord will emerge 
triumphant. For example. if the lord of the domain calls Into 
belng a great storm, no power of the charactem, no matter 
how strong, wlll drive the gale off or leasen its severity In 
any way. 

The pnly way to defeat a domaln lord, even a mlnor one, 
is to dkovar  his weaknesses and use them agalnrt hlm. 
These creatures are very nearly omnipotent, but they are 
never omniscient. 

p l r m C 1 1 1 S u J Q ~  
From tlme to time, a once vailent hero can be led astray and 
consumed by the darkness that is Ravenloft. This Is reflected 
through powem checks (as daalied In Chapter Seven). 

It is Important to note, however, that the dark powem 
never attempt to lead people down the path of evll. Only 
those who willingly PUMW that dark way a n  recognized by 
the land. Those who do what is right and noble need never 
fear the embrace of the dark powem. Of coune, such an 
assurance does not apply to corruption by other creatures. 
Even the most pious monk can Fall prey to the wlles of a 
vampha and become a creature ofthe nlght. 

ne must never forget that Ravenloft is not a 
natural realm; It Is a co~t ruc t .  Just as a flesh 
gdem is but a mockery of the man from whlch It 
is assembled, Ravenloft is an imperfcct copy of 

the worlds that dot the Rlme Material Plane. 
in the case of the goiem, the twisted mind of its creator 

defines thls Imperfect rdlectlon. Only hlr grlm determlna- 
tion and maniacal devotion give shape and life to the crea- 
ture. The same is true, aRer a fashion, of the Demlplane of 
Dread. All of Ravenloft is a shadowy rdlectlon of the myste- 
rious dark powers who maintaln these Realms of Terror. 

The average ciU2ens of Ravenloft are not truly lnterasted In 
the existence of the dark powers. To such folk, the dark 
powers are synonymous wlth the unhrersal bogeyman they 
call "the Mists." 

All matters of misfortune or evil am attributed to the 
influences of the Mists. If someone dles a mysterious 
death, It Is the influence of the Mlrtr. If a n a h a n  
accldentaliy cuts off his Anger, he has run afoul of the 
MI&. All things dark and slnlstar am but a manlfeatntkm 
of these nefarious vspors. 

Because of thls belief, It can be difflcult for a group of 
adventurers to get any useful informtlon about the nature 
of the Demlplsne from the average cltken. In sddnta! to 
being a remarkably xenophobic lot, the natives of 
RavenloR generally have Ilttle curlorlty sbout (or 
knowledge of) the wue nature of their world. ' 

Those who have studled the dark powers and th.ir 
have come to a few deflnlte conckrdons sbour them. whlk 
W ~ ~ n ~ t u s i o ~  have not been proven factual, thay IW 
the qccsppad dogma for dk.euulanr and dsktea &out the 
mastem of the Demiplsna. 

astray. Whlle many stories tell of tha Mlsh or dark powen 
offering innocent people gmat mwards In exchange for dl 
servlces. these appear to be unttonnly flctl(loru. 

In order for a pew to come tothb aitenth of& dark 
powers, he must first do aometldng evU. In gome term& 
thls Is reflected through the mkhg of powers checks M 
described In Chapter Seven. 

led astray by the dark powera, M too llly there st or la^ 
about those who have struck deala w&h them 
creatures. Most of these r torb lnvdve a hero (OT VHWI) 
giving up hls puptty In exchange for some terrible power or 
WlSh. 

Intriguing as these storles may be. they .F. jwt that- 
stories. No evldence supports these clabnr, hdlng dl 
those who are knowledgeable about the fabrk of tha 
Dernlpisne to conclude that the de& powem w e r  &W 
pacta wlth mortals. 

von Zarovkh Into Rawnldt would appear to vldft. tl$o 
tenet. However, by his own sdmlrdar, Qmat Vamph 
struck a deal with m e  tmmndmmly mil ant@ that k 
refers to only as 'D6ath." Th* crwRlre is not m y  
assoclated wlth the dark powers. 

appears that it Is Impossible for anyone to dlmctly 
convene wlth the dark powem. Whather thL h a phyried 
reality, perhaps brought on by the fact that ths humm 
mind could not comprehend these roango bang.. or 
slmply a result d thelr unwUllngnarr to cony on a dialogue 
wlth mortal creatures is unknom. 

Again, the case of Strahd von Zuovlch seems to 
contradict thls doctrine, After all, If the Lord of Bsrovls did 
Indeed SMkC a bargaln wlth the dark powan, he must 
certainly have spoken wlth them. Thh would -111 to 
support the belief that the vampire's account of his 
transformation Is not entirely Factual. Of c-, the 
posrlblllty that Strahd is accurately relating hls 
experiences rernslru a diatlndv dhturbhra poi& 

Entkements: The dark powem do not lead paopk 

Pacts: Just ab there am many accounts of people baing 

There are those who point out that tha cornbq of Str8hd 

Communing: Despke COU~U~U claims to the contnry, It 



Efit Dtnuprac sf Dma# 

Is It possible, therefore, to learn the secrets of the dark 
powers through a careful study of the macabre phce they 
have created? One would thlnk so, but proving the validity 
of the conclusions produced by such a study would be 
dlfficult or even Impossible. 
The preclse nature of the dark powers Is debated by 

mges and scholars throughout the land. Sages have argued 
about It slnce the earliest days of RavenloRs existence. 
Qulte rimply, no one Hams to know the answer to this 

educated residents have uncovered confllctina evidence. 

ome people confuse the dark powers wlththe oft- 
called darklords. In terms of w ~ S ,  this b 
understandable enough. ThoK who hmm even the 

Ravenloft, however, would never make such a mistake. The 
lords of RavenloR's scattered r e a h  are m o ~  ptopsrly called 
"domain lords," although the term 'darklord" is commody 
accepted. Descdptlons of individual domain lorda appear with 
thelr respective domalns In Chapter8 Two, Three, and Four. 

n o t b e ~ c l t a . T h a d D m s h W W b e t h s  
questlon. More Importantly. it Is Impoaslble to say whether 
any given answer Is right or wrong. The Demiplane's most 

- - - a m a n l y p o u n r f u l ~ ~ m a y -  

supporting any number of possible answers. consider the 
followlng arguments: 
The Dark Powers are EvU: Certainly. evldence exists to 

support thle belief. After all, the dark powers have gone to 
a great deal of tmublq to create a vast region in whlch to 
concentrate the evil of the multlverse. Could thls be 
somethlng of a recrultlng center from which an Incredible 
army of malevolence will one day be released? That 
posslbllity could be the most hightenlng concluslon one 
can reach. 

The Dark 
put forth ~ unption that the dark powers are actually 
creatures of I, not evll. After all, they have imprisoned 
some of the moat terrible belngs in the multlverse. In fact, 
not only are these creatures lmprlsoned, they a n  endlessly 
tormentnd. Can any force that so punishes evlldars be 
considered anythlng but good? 
The Dark Powers are Few: Some scholars believe it Is 

incoprsct to use UM plural when &erring to the masters of 
Ravenloft. It Is thelr assertlon that a slngle entity, whether 

An equal number of scholars 

good or evil, rules the entlre Demlplane. 
This theory Is especially popular among those who 

believe that RavenbR was created for some special 
purpose. If thls Is the case, It is easier for them to belleve 
that single entlty Is working behlnd the scenes to 
c o ~ r d i ~ t e  these events. 

The Dark Powers are Many: Equally or even more 
popular, however, is tha belief that the dark powers are 
numerous. According to this theory, no single being could 
accompllsh all that the dark powers have. 

Of course, exactly how numerous the dark powers are 
remalns a subject of much debate. Some say that there are 
three. the number in a coven of haas. while others lnrist 

srebynomeanrrless evilman Wmon pauarMcuu&p&& 
lnadditkJntohavlngtheanaue5tQmstP, dQnBords Imually 

~ t h e ~ ~ . ~ o f ~ ~ ~  
phantwn Lover, DaVh the Msd. and Lemot sadbm Juste. 

tuJI 
Akhough the term "brd" is offen wed to descrbe any d 
Ravenldt'r daMh rubn,, it is ady conactly appliedtolhe 
rulmofthevariomlslandsdTum.Thaev0h~ara 
m o n p 0 W m i l I t h a n c i 3 d a d a h h ~ t h m t h s  
overb&whonrkthe~ofRsvadolt'saatasdauPan. 

Examdes of Island lords Include the llllthld ad-brain of 
they a n  a legion. To date, however: no one has provlded 
any evidence to support these claims. 

The Dark Powers are Imaglnary: At the root of all 
debates about the dark powers, of course. Is the questlon of 
whether or not they even exist. Many say that they are 
nothlng more than a manlfestatlon of the darkest slde of the 
Imaglnatlon. 
To be sure, no physlcal proof of their existence has 

surfaced. While many people claim to have Sean the dark 
powers, none of these reporb are verifiable or even 
especially rellable. 

The Dark Powers are Real: Of course, if the dark powers 
do not exist, it is difficult to explain the creatlon of the 
Demlplane of Dread. Most Ravenloft scholars agree that the 
dark powers, whwv-* or whatever they are, do exist. 

Bluetapir and Yagno Petruvna of Q'Henna. 

or.rbrb# 
From time to time, a group of ish& will ddR toeer)nr to 
form a Cluster. A more complete dkusdon of thls toplc can 
be found In the 'Ckography" section of thls chapter. The 
lords of these domalns, who are pruperly called overloMs. 
are among the most powerful belngs one is llkely to 
encounter In the Demlplane of Dread. 

Examples of overlords Yndude the dreadful Anhktepot, 
master of Har'Aklr, and Kas the Destroyer, ruler of Tovag. 
Adventures featuring overlords should prove challenglng for 
high-led adventurers and deadly to lesser heroes. 

12 



D#Lirror 
The most powerful of Ravenloft's lords are those who rule 
the domalna of the Core, the largest group of domains In 
the Demlplane of Dread. Known as darklords, these 
powerful belngs can crush even high-level adventurers 
wlth little effort. 

An adventure that features a darklord should prove fatal 
to any group of adventumm-even very powerful ones- 
who do not use thelr bralns as well as thelr brawn. Examples 
of darklords Include Strahd von Zarovkh, Harkon Lukas, 
and Lord Soth. 

B g @ d  $dttoplf@n 
Dungeon Masters and playcn should always remember that 
the lords of Ravenloff's many domains are utterly evil. This 
Is not to say that they rnay not be tragic flgures, only thet 
the time when they mlght have been saved from thelr dark 
fates has long slnce passed. The Demlplane of Dread 
embraces no creature that has any hope of redemptlon. If 
even the fdnteat spark of truth or goodness smolden wlthln 
a penon, he wlll not be granted his own domain. 

mll8rQilurefrrriUor 
K n p l n e  In mind the above Informatlon, It should be obvloua 
that no player character can ever become a domaln lord. 
Long More an adventurer descends to the depths of 
malevolence from whlch domain lords are born, he will have 
lost control of his character and seen It transformed Into a 
nonplayer character. 

confronting dark forces. Those who submit to, side wlth, or 
wllllngly embrace evil are not hemes. 

Remember, the RAVENLOFT game is about heroes 

PIfnrrndmmw 
it must never be forgotten that the lords of Ravenloft's many 
domains are not there of thelr own fm wlll. Certslnly. they 
chose to perform the evll acts that brought them to thelr 
current states, but they never bargained on the attentions of 
the dark powen. The domaln lords are as much prlsonen of 
the Demlplane as any adventurer. 

While some have come to terms wlth this fate, others 
would do anything to escape the shackles of mist that hold 
them fast to the Demiplane of Dread. 

mhnrlryr 
The domain brds am Intimately tied to the fabrlc of 
Ravenloft. The lord of each land Is the very heart of the 
provlnce. The terrain. the natives, the monsters, the effects 
of magic, and even the enemies there am all reflections of 
the being who presides over It all. 

When a new lord comes Into possession of a domain, it 
wlll usually seem familiar to him. That Is, It wlll be a mirror 
of the reglon he calls home. To be sure. the newly created 
domaln Is sometimes a mockery of his former dwelling, but 
it wlll always resemble It. 

In addltion to Its natural characteristics, the newly created 
domain @I1 be shaped by the sphnofltd Lord and the nature 
of his evil decdr. Bulldlngs may be bat or twlsted, 
remindlng one df thdr hunchbacked lord, or the rlvan nil@ 

blood upon which their vampbic lord feant.5. 
be stained red by clay deposits, madng them look 1ke (ha 

PldltJUtit, 
While the domaln lords do Indeed have great povu, each 
also labors under the burden of a terrlbk cum. They rnay 
have been '"rewarded" for thelr evll act8-whlch range 
from murdering their own famillea to der(roying atbe 
nations-wlth thelr own realms, but thia Is IlItk 
consolation. The fate of a domain lord is actua~y far worse 
than that of his subJects or the adventurers who explore 
hls domain. Not only are the domain lords p r i m e n  In 
thelr lands, but they are denied that which they most 
deslre. The exact nature of thls curse varles, but It arlU 
always be such that the domain lord would willuriHtngfy give 
up everything to rid himself of It. 

Strahd von Zarovich, for example, longs to p a e ~  
Tatyana, the w m d n  who threw herself from hls castk 
parapets so many centuriea ago. He can never have h r ,  
but he is constantly tormented by her hag- by 
women who look Just like her. Strahd's greatest de14n wllf 
never be fulfilled, and thls d e s k  Is his greatest weakness. 
The mare sight of a woman who resembles M. beloved 
Tatyana is so upsetUng to him that it wlll often dktmct hlm 
from far more Important matters. 
The key to understanding the curses under whkh 

domain lords labor can be found In thelr h & h .  E.ch 
and every curse Is drawn from the dark p a t  of the domain 
lord. Not only does It rdlect  the deeds that have brot@ht 
the lords to their prlsons, It turtures them In a way ant no 
other punlshment could. The domsln lords designed thdr 
own curses long before the dark powers war took notlce 
of them. 

Examples of slmllar curses can be found throughout 
literature. Those who wlsh to deslgn thelr own domaha 
and, thus, create their own c u r d  lord, are advised to 
read such works as A C h r l s W  Carol (remember the 
chains and cashboxes that Marley wore?) and Dsnte's 
Dfolnc Comedy (particularly hferno). 

a m u I J m c o i v  
Domain lords are self-absorbed creatures Intawted ocdy 
In satlsfylng thelr own debauched hungers. To Lm sure, an 
lndlvldual lord mlght have o trusted seneschal or wen a 
beloved brlde, but these would be cast aside In a moment 
If the rewards were sufflclent. 

Adventuren should remember thls fact whan dealing with 
these creatures. If a domain lord seeks to strike a bargain 
wlth the hemes, he does so only becawe he sees some 
measure of p-al gain in the deal. Any glft bestowed by 
these fiends k a double-edged s w d  that VrlU be, in the end, 
far m c ~ e  of a curse than a Messing. No good can ever come 
of dealing with these twisted creatures. 



he true history of Ravenloft beglna on a distant 
world whose name Is unspoken even by the 
bravest of men. Some say that its origins have 
been forgotten by all but one. That may be true. 

That shadowy world had klngdoms not unllke those found 
on Oarth, Faemn, Krynn, or any of the other spheres that 
circle the fiercely burning stars of the Prime Materlal Plane. 
Our Journey lnto the past beglns at the heart of one such 
place. It was called Barovla, and it was the quarry in whlch 
the keystone of Ravenloft was cut. 

Before we begin our voyage, we must establish certaln 
crlteria by whlch It can be measured. After all, a journey Is 
not judged by its beginnlng or its end, but by I t s  middle. 
How we define this transltlonal perlod Is important. 

It has long been the tradition of scholars In Ravenloft to 
use the Barovlan calendar when keeping track of events In 
the Derniplane of Dreed. This Is done for many reasons, 
custom end practicality among them. The fact that it is the 
accepted stendard In Berovle, Necropolls. and among the 
wandering Vlstanl makes it as good a yardstick as any. This 
being the case, w II ado same praaice here. 

rev, u my, recorda c l c w  me events surrounding the llfa of 
the warrior-prince Strahd von Zarovlch. It Is known (for he 
freely admh It) that he and hls family had been ddven out of 
their ancestral homes by en enemy he calls the Tergs. 
Exactly who these paople were or what thelr motlvetlons 
might have been we have no way of knowing. It la enough to 
MY that they are palnted a$ ranamking barbarlam by Strahd, 
and there seems to be no reason to discount his aaaertlons. 

M e r  decades of warfare, Strahd and his legions drove the 
Tergs back thrwgh the mountaln passes Rbrn whlch they 
had come. At long last, the enemy was defeated and the 
ancestral lends of the Von Zarovich famlly reclaimed. 
Enterlng the valley of Barovia at the head of a weary and 
battered army, the greet prince claimed the right to rule over 
all the lands that had been reclaimed from the Tergs. Some 
scholars point to this as being nothing more than the trading 
of one tyrant for another. Others, however, see Strahd as a 
llberathg hem who claimed no more than was his just 
reward for yearn of effort. 

As hls subject8 r e p a l d  Castle Revenloft, Strahd sent 
word to the scattered survlvors of hls clan. He called for 
them to join hlm and to establkh a lineage that would rule 
over Barovla for centuries to come. By hls order, a coronet 
of the purest sllver was created to mark the occasion and 
become the symbol of power in that grwn land. Uttte did 
Strahd realirC that three-quarters of a mlllennlum later, he 
would still we& that same tarnished crown, 

For all his outward enthuslasm end vitsllty, the lord of 
Barovla was but a shell of the man he had once been. Years 
of campalgnlng had left hlm mentally, emotlonelly. and 
physlcally dralned. While his health was aound enough, his 
spirit had p a d  Into e gray, wasting perlod that could only 
end In a Ilngering demlse of the soul and then the flesh. 
Strahd had accepted his fate. With the Terga defeated and 
the ancestral lamb reclaimed, his task was done. Death 

would come for the aglng warrior. He neither kared It nor 
sought to escape I t s  embrace. 

With the coming of his brother Sergel, however, Strahd’s 
llte auddenly changed. Serge1 was nearly two decades 
younger than Strahd and among the most handsome men lr 
Barovla. In many ways, he reminded the werrlor-prince of 
hlmself in the years before he had taken up the sword and 
hleld. He had but to look upon Serge1 to see all the 
vibrance of a I l k  he hlmwlf might have known. Strahd, of 
course, despised him for this. 

In coming to the valley, Serge1 had met a young woman 
named Tatyana. She waa every bit as beautiful and vltsl as 
Sargei, so it came as no surprise to anyone when they 
announced their plans to marry. Strahd, however, took this 
news as a defeat greater than any he had ever expdenced 
In war. The lord of Barovia was deeply and paMLonatay in 
love wlth thh simple vlllage girl. He saw In her a chance to 
recapture all. the thlngs that he thought loat to him. Surely, 
she was ktrothed to the wmng man. 

The tragic events that followed arc best recorded by the 
pen of one who was there. See The Twnc ofstrahd on the 
followlng page. 

According to the Barovlan calendar, It was the year 351 
when the Mlsts descended to claim Strahd, Castle Ravenloft, 
and the lands of Barovia. No one knows how It Ir that the 
Demiplane was forhad, although many theories have lmen 
put forward. 

Perhaps we would be best advl6ed not to look too long 
Into thls mystery. 

Throughout the grim hlrtory of Revenloft, there have been 
several points where major changes have occurred that 
altered the structure of the Demiplane itself. The following 
are the moat Important of these. 

hrmn#m%W)k449 
The fllat hundred years of Ravenloft’s exlrtence am dated by 
most scholars from the year 350, a1-h the actual 
forrnatlon of the Demiplane of Dread dM not occur until 
351. This Is both a matter of convenience end a recognition 
of the fact that the events which drew the k t s  to Barovia 
predated the actual formation of the land. 

The Firat Century, as It Is often called, was a time of 
mlcrocosm. The only domaln held by the Mists was that of 
Barovla, and the only lord was Strahd von Zarovkh. This 
period Is detailed in the novel I, Strahd. 

No cvidence e x h  of a true Vlstanl presence in Barovb at 
thls Ume, although gypsies are certainly apparent. ’Ihlr h an 
important note to make, for many scholars have m l m k d y  
referred to the gypsies llvhg in Bamvla at this tlme as b tan~ .  

Durlng this perlod, the domaln of Baiovla became home to 
a new race of people, the mysterloua Vlstani. Their leader, 
Madame Eva, was quick to see the power of the vampire 
Strahd and forged an uneasy alliance wlth him. Exaaiy 
where these people came from is unknown, but they clearly 
had powers no other creature in Ravenloft could fMhom. 



In addition to the Vistani, other notable creatures came 
into Ravenloft during this period. Most important among 
them are Jander Sunstar and the lich Azalin. 

It is during this time that Strahd faces his first great 
challenge In Ravenloft. A group of adventurers who found 
their way into the Mists from some distant land entered 
Castle Ravenloft intent on the destruction of the vampire 
within. No record remains of exactly how these foolish 
heroes died. 

6xpnP5Ion: 550 to 649 
Although the second domain of Ravenloft is formed in 547 
(Forlorn), It is not until the Third Century that the 
Demiplane of Dread truly began to grow. Over the course of 
these ten decades, over a dozen new domains appeared. 
Exactly what caused this expansion to begin is unknown. 

Centuries of isolation left the citizens of Barovia highly 
xenophobic. The residents of the newly arriving domains 
had different languages, traditions, and beliefs Like the 
Barovians, they too were reluctant to trust their new 
ieighbors. The traditions of isolationism and distrust 
stablished during this century have not lessened in the 
rears, decades, or centuries since 
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nothing else is known about this place or time. 
strahd von Zarovich is born In Bsrovia. 

lands of the Von Zarovich famlly. 
StraM vcm Zarovich leads the armies of 
tattle against the fergs in an attempt to reclaim his 

s are drlven fro 

Ravenloft. (me Tome ofStrahd) 
The Lkmiplane of Dread forms as Barovia appears, 
and Strahd becomes a vampire. (1, Strahd.) 
Strahd asem his authority as Lord of Barovia. 2 

and punishes the traitor, Leo 

Strahd von Zsrovlch. 
528 Powerful heroes assault Castle RavenloR, conftont 

sbahd, and are killed. (House ofStrahdt) 
ters Ravenloft (Barnvia) and tt- 

547 The domain of Forlornis formed. 
551 The domalns of Har'Aklr and Zherisla are forme 
564 The domln of Sebua Is formed. 
570 The domain of Kalidnay is f o r d .  
575 The domains of Arak and Lam 
579 The domain of Mordent is formed. 
579 h l i n  abandons Strahd. and Da 

olulernd")  
581 The domain of Bluetspur is formed. 
583 The monster Adam abducts E l k .  (Adam's Wrath?) 

domain o€ Keenlng is formed. 
domain of Phsrazia is formed. 
domaln of Gundarak is formed. 

600 The domain of Vechor is formed. 
603 The d w a i n  of lnvldla is formed. 
610 Harkon Lukas enters Ravenloft. 
61 3 The evil of Harkon Lukw 

of Kartakass is formed. 
620 The domain of Timor is formed. 
622 Castle Tristenoira is exten 

630 TheSeaofSor I-: 635 Thed 



domain of Harlan 

e domain of I’Cath 

Dorkon is transfw 

Destroyer are drawn into 
Burning Peaks Cluster is formed. 



discoverinq new powers and abllltles bequeathed to them 
during thh upheaval. 
The moa fasclnatlngkature of the "new" RavenloR waa 

the Shadow Rlft. Laoklng much llka a great chasm torn in 
the heart of the Con, the RiR Is an area of swlrllng mists 
and dahesa .  Exactly what It Is and what h m m  It might 
hold remain unknown. It Is interesting to note that the 
Vlstani will not speak of the place and always make a slgn 
of protection If it Is mentloned In their presence. 

9k8 Brfr 4- 240 & ?50 
Undaunted by hh failed attempt to escape the Demlplane of 
Dread, Mlln undcltook a new plan. Udng a macabre device, 
the Uch lord planned to transform hhaelfinto a demillch. So 
powerful a b a a ,  he was awe, would be able to eady slip 
free of the Mists. For nearly a decade, Azalin's plan unfurled. 
The Infernal Machlne he would use to a s c d  to demillch status 
WM bullt, and the souls that would power It were harvested. 

In the end, however, Azalln's plan appears to have failed. 
At the critlcal moment of ascenslon, a powerful group of 
adventurem destroyed the machlne and, It appears, the llch 
lord himelf. 
The destructlon of the Infernal Machlne had repercusslono 

felt across Darkon. Thousands of people were Instantly 
killed. The city of II Aluk became a ruined city of the dead, 
from whlch the domaln drew its new name: Necropolls. 

In the wake of thla dlsaster, a terrlble creature rose to 
power in the domain of Necropolls. Calllng hlmself Death, 

he appears to embody exactly that. Although It Is certaln 
that Death's power is great, It wems clear that he is not the 
actual lord of the domain. Indeed, as of thh "Itlng, r)o 

darklord appears to be ruling Nmopolfs. 
Whlle all of thls was gokg on in II Aluk, another tragedy 

befell the Domains of Dread. After decades of battllng evll, 
the esteemed Dr. Rudolph van Rkhten dled at the hands of 
the evil Madame Radanavlch. The fact that the great 
vampire hunter dragged Radanavlch into the grave with hbn 
Is scant conwlatlon for the demlse of thh great hero. 

Most recently, the Burnlng F'eaks Cluster has formed In 
the Mists, brlnging wlth it perhaps the most powerful 
domain lord to date: Vecna. Simul~eously, a new sea 
appeared on the eastern a h  of the Core. The Nocturnal 
Sea brought wlth It new islands to explore (thwgh some are 
actually former Islands of Terror) and new hmom to behold. 

Ravenloft campalgns created uslng thls book are assumed 
to begln In the year 751. 

Thh h a t h e  of confurion and myrtcry in the Demlplane 
of Dread. Scholars wonder about the ascension of Death In 
the lwd of Necropolh. Many wonder if the lich lord h l l n  
actually perished in the desttructlon of II Auk, fearing that he 
may return to tqnncnt the citlens of Nacropolis as he did 
those of Darkon. 

Van Richten's death Is another topic of concern. Some 
belleve that hls death marks the baglnnlng of a truly vlle age 
for the Land of Mists. With~ut thl. great chsmplon to inspire 
othem, will new h e m s  arise to face the evUs that atalk the 
nlght? 

Another source of great confusion and &ad Is the 
myaterloua Shadow RIR. Enlgmatlc and malevolent, this 
churning plt of darkness bodm nothing but evll. No one 
knows what horrors dwell wlthin Its dark folds and how long 
the sheer walls of the RlR wU1 contaln them. "he fact that It 
80 terrlfles the Vistanl only compounds everyone alae's fears. 

There are many who have said that the gypsies of the 
Mists have .some macabre purport to all they do. Whether 
this is true or not remains to be seen. However, for gcd 01 
evll, the Vlstani are tled to the land like no other race. 

n most campalgn aetthgs. the features of the 
physlcal world are not unlike those of our own 
Earth, though there ar,e elementa of the fantastic 
to be considered. The magical world of Krynn, for 

example, has been trerne~oualy altered by the great 
dragons who rule It. For all these changes, however, the 
world Is atill more or less brthllke. Rlvem flow from the 
mountains to the aeas, the dhtant horiron llmits the llne of 
slght, and mountalns form where tectonlc plates crash 
together. These and many other absolutes govern the 
geography of Krynn, Faerlln, Oerth. and most other known 
worlds. 

to such concerns. fhe Land of Mists is an artiflclal place 
created for an unknown purpoaa. No one knows who or 
what dlctates reallty In Ravenloft. 

The Demlplane of Dread, on the other hand, Is not subJect 



The Demiplane of Dread comprlses several dlstlnct 
regions. The moat obvious of these are the MI-. It Is h m  
these vaporous wlrls that the dark powen draw forth the 
prisons In whlch they cpnRne the v a r l m  domain lords. In 
thb section. we shall examlne those p d ~ ~  and the 
macabre p r o p d e s  common to them all. indlvldual realms 
 re deacdbed in Chapters Two, Three, and Four. 

In the wake of the Qrand C@Jlaaron, m y  a mysbrlom 
change has wept thmugh the Demlplcine of Dned. Nom b 
more fa-g, perhaps, than the appearance of CLnBn. 
A Cluster Is a gutherlng of domahs whkh, on their own, 
would probably be clsulRed as Mend8 of Terror. To be sum, 
mortofthecurmntl~ldentlRedC~havebsenfomed 

h e  domains of Ravenloft fall Into four general categorles: 
Pocketa, Islands of Terror, Clusters, and the Core. Pockets 
are slmply domains wlthln other domains, whlle Islands aM 
alngle realms completely aurrounded by the M l h .  The 
Clusten usually contaln two to four domains and also float 
freely In the Mhts. The Core Is a continent of over twenty 
domains and two seas. It is by far the largest landmass in 
the Dcmiplane. 

- 
out of fragments thha were pmious~~ ~siands. 

To date, there are flva known Chrrtprrand Pemyv a 
good many more walting to be dlecovsnd md M. 
The i & n W  Clusten are the Sh&mbom, the 
Lands, the Amber Wastes, the BumIng Peaks, and ZheWa. 

The Cbre domalna are the darkest of the dark. Indeed, when 
anyone speaks of the Damlplsne of Dread. he la elmost 

d o m a b  have a temperate climate and a mom or lerr 
cvtalnly thbwng ofthe core. The vsrt mqjorltyafthe core 

N d .  fore.tcd OeOaIaDhV. -- 
Pockets are the most minor of Ravenloft’s terrible prlaons. 
When a creature is Rnt awarded a realm of its o m ,  It la 
almost always a Pocket domain. Whlle there are no set rule8 
forestabllshlng the physical boundaries of such a place, the 
Pockets share many dmllar characterlatlca. 

A Pocket domain lies CMnpletely wlthln the borden of 
another, larger domln. (However, the lalands In the Sea of 
Sorrows and the Nocturnal Sea do not follow thla rule. 
Those Islands wlth Independent darklords count as Core 
domains.) Further, a Pocket domain will always be ruled by 

Somr rcholan:iniigit t i f  ~ l e  recent l~rmelbnr o f t ~ ~  
Clusten, insbt that the Core Itself b Uttle mon than a gbnt 
Cluster. However, the fact that thb region b Md by 
the darklords, the moat povrsrtul of all the prkomnofthe 
MWI, indlcatsl that the Core Is more rlnbtsr than the 
Gluten or Islands of Terror. Further wldsnca that the Con 
Is unique can ba found In the fitrthat ItappemtocaXu 
a m h d  the domain of Barovla, home of Stmhd yon Z.rovlch 
and the flrst realm to d x  from the Mhts. 

f 

Domain & o W h  a demllord. More powarful creatures wlll command larger 
I W ~ M  like Islands or Core domains. Examole8 of Rxed 
&ket dcmslns Include Devlon and the H& of Lament. Somelhe8. If a domain lord hu nwah M. arilnftr 

II 
Many Pockets are fleeting in nature. They appear fium 

tlme to time, llnger long enough to torment a handhrl of 
explorsrs, and then change again. If the demllord that rules 
the domoln is dah, the Pocket domain breaks up and 
Mntegrates. h e  who were trapped there along wlth the 
kmllord are generally returned to the region where they 
vere pdor to cntcrlng the Pocket domain. 
Some Pocket domah are not wen phyalcally rooted to a 

deographlcal locatlon. Those domalnn that move about are 
called Flostina domafna. Flostina h a h s  are alwavs wlthln 

his powen mlght even Increase. Memetlvely, domain 
lords have also been known to decnase in power. Whan 
alther of these drcumstsnccrr oecw, the dmub, b 
transformed as well. 
” AperkctaxMlpleofthbsvolutionanbatormdh 
Daclaud Hem (Dr. Domwani). Marh dulh d 
oundsr,~darwordofound.nkDr*Danh*dtook 
c o n W o f t h e d u n & n . H ~ , ~ l h t ~  
Conjunction, he was not made dgkbrd d Ou&?dc. 
lnstaad.hew~mwardedwkhhbownbhdofT~.l?te 

the borders of;nother domain, they do not n ~ ~ & a d l y  
conform to the laws of that domain. Examples of Flostlng 
domaha Include The Nightmare Lands and Scaene. 

Though largsr than Pockets. lslanda of Terror are atlll rlnged 
on all sides by the Mists, Islands are elm far more stable 
than Pockets, often laatlng for YMN or decades before 
elthe breaking up or becoming part ofa Cluster. 

An Island realm Is generally composcd of a lalr, whlch 
may once have been a Pocket domaln, and the wrroundlng 

vlla Dn Domlnlani found hinmetfa M, mutar of Danrhh. 
At that time, hb power &ended only to the e&e dbb 
prJvate saanltorlum groundr With tha caakuabn d W, 
work, howaver, he avafihulfy beenme a 
domaln settled In the Sea dSomowv, becamhg ona dlht 

a Pocket or part of any Cludsr. Thw, It b0bVkruth.t no 
rlgld ptugmsslon exists fium one type of Iod to aochr. 
The moat recent domain svollltlon w a s h  rolarabn of 

C~UE+ZIS, whkh wen dwk‘g the Grand Ca$unctW. May 
ofthe Islands of Terrorjohed to fonn these Chumrs. 
Exactly what fortecandraw twoor mom bkndrtogeUmrls 

k* 

core domaill$. It Worth th.tk dC4lkb  WOO- 

gcographlcai region. In moat ca-, bland8 are fairly -IC 
but l ~ m d  are mauhre. The island of Srl Rajl, before 
becoming a part of the Steamlna Landr Cluster. was nearly 

not yei known. %far, it aemwttmt eIt Clurtan are- 
composed c4 redms wlth a rbnilar Beogrsphy and climate. 
The exc&ion to thia. however. amman to be the 

aa large ns &me core domains.- 

Vorostokov. 

Shedo& Cluster, whlch was &m tqpthq~ by the cume 
hanglng over the Shadowbom bbodhne. Ejcampiea of Island8 h h d e  Ehebpw, Sourngne. and 
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!E6e Demfplans of Dna# 

he many domains of Ravenloft have much in 
common. All are refuges of ultimate darkness in 
which the accursed are forever doomed to suffer 
on their thrones. Each is a land of mystery and 

supratition, where the unwary are often short lived. 
However, a great diversity also exists among the realm5. 

In most cases, the nature of a domain is dictated by the land 
from which it was drawn. Sithicus, as an example, was 
uprooted and pulled into the Mista from the distant land of 
A n d o n  on the planet Krynn. Because of this fact, Sithicus 
retlecta the culture and technology of that place. Darkon, 
originally created for the lich lord Azalln, was forged in the 
image of his homeworld, Oerth. 

The domains are all at different levels of technological 
advancement. In some domains, like Dementlieu, the 
natives easily understand and employ flrearms. In others, 
like Har'akir, the most advanced weapon one is likely to 
encounter is a bronze sword. In order to help define the 
types of items that a group of adventurers can expect to 
purchase or be confiunted with, a cultural level has been 
designated for each domain. It is important to note that 
thew designations are intended only as guidelines to help 
the Dungeon Master design and referee adventures. 

The domains of Ravenloft are classified according to a 
system of cultural levels. The following table Indlcates the 
nlne cultural levels and their approximate correlations to the 
prugression of west-. civillzatlon on our own world. 

K.,,'.,;, I'I.~,i".- , .,.**:.i 

Cultural 
Level 
Stone Age 
Bronze Age 
Iron Age 
Classical 
Dark Age 
Early Medieval 
Medieval 
Chivalric 
Renaissanc 

AppOXhIta 
Hlstorkml8ssthg 
1 OOO~5OOO B.C. 
m 2 5 0 0  B.C. 
2500-1 B.C. 
1-500 A.D. 
500-800 A.D. 
800-1200 A.D. 
1200-1400 A.D. 

1550-1700 A.D. 
' , '  '' 1400-1550A.D. 

B b p s p  
At the bottMn end of the cultural 
domains. Admlttsdly, these are few and far between. when 
encountered; they are most often Islmda of Tenur or Pockets. 



Adventurers exploring a stone-age domain wlll flnd, as 
the  me ImpUss, that no metshuorklng technologies exist. . 
Flint and wian weapons are the NIG here, with bows 
blng the moat advanced weapons heroes are llkely to 
?ncounter. Spears and clubs hre the dominant melee 
weapons. 
Stone-agc peoples have no written languages and seldom 

mderstand concepts like numbem or cause and effect, let 
phllopphy or theology. Every natural event Is a won- 

1 the lnhabltants of such a domain, with superstition 
id rnysticlsrn governing almost all aspects of life. 

From tlme to tlme, travelera In a stone-age domaln wlll 
mcorolter shaman magic or primltlve mystlclsm. Organlzed 
magic as wkards and prlests understand It, however, wlll not 
be native to such realms. 

One of the crowning achlevements of inhabitants In a 
stone-age domaln Is the ability to make flre. Sometimes thls 
Is done with fllnt and tlnder, but more often the fire drlll or 
bow drill Is used. The wheel has not yet made I t s  
ippearance. 

Agriculture and the domestlcatlon of anlmals can be 
ound In stqne-age domains. These are almost exclusively 
ralf-sustaWng In nature. A family may grow some plants 
and have a domesticated animal or two. but the concept of 
large-scale darmlng and ranching has not been dlscovered. 
For this r e a m ,  almost all trade Is done via a barter systew. 
Apart from the fact that It Is shlny, the average gold plece 
')as no value In a stone-age domaln. 

Despite all these cultural shortcomings, many people are 
iurprlsed to dlscover just how advanced stone-age domains 
:an be In certaln areas. The art of pottery, for Instance. is 

d e n  well understood by the craftamen of such places. 
Similarly, adobe or pueblo-style howlng Is common. Horns, 
fiutes, dnuns, and other simple mwlcal Instruments are 
regularly Incorporated into celebrations and recreational 
w-9. 

B-JW 
These domalns are somewhat more common than stone. 
age ones, though stlll falriy rare. Current examples of 
bronze-age domains include Har'Aklr and Sebua, lands of 
the Amber Wastes. 

In thew realms, metalworking has begun to make Its 
mark. B m e  weapons and tools replace those fashloned of 
stone and e. Other Innovations Include the beglnnlngs 
of fixed measurement# and mathematlcs. Basic tools llke 
pulleys, levers, and potter's wheels are evident In all areas 
of life. 

hlercglyphlc In nature, are found in bronze-age cultures. 
Clay tablets'form the earllest wrltlng surfaces, but papyrus 
and other pdmltlve forms of paper become standard for 
those who can aftbrd them. 

.Organized religions are widespread, as is a decisive 
code of laws. Trade Is common as more and more people 
speclallre In one sort of work. Standardized currencies 
are stlll not In use, however, so barter remalns the 
standard means of dlscharglng debts and obligations. 
Gold, sllver, gems, and other rare Items become valuable 
as slgns of wealth and power, though colns are stlll 

Written languages. generally pktographlc and 

kge-scak dtiSS Md corubucts .ppw M h  prhcipk. 
of archlhture are laid down. Some WrprblnOIy nwiVa 
stmchms, like greet pymmkb. are comtmcbd in bmuw- 
a g e d o m a i n a . o n a s l m i l a r n o t c , t h e p e o p h o f ~ ~  
have excellent cakndan and a gooel wnd.nten&g ofb.dc 
astronomy. 

commonpbcs are not found in tlme malm. theaaaqtd 
locks and keys, for example, hu notye4 bankkupsn The 
meet advanced form ofarnmrgmtedyf&nd tu #ten 
places is studded leothe~, I)O those who wenr form d 
mall wlU be markedly out of phce. 

The practkeof magic, both thstdwizardsandpk&, 
haskcome standardlredb~bronze-sga nsbru. Thpu, e 
wi-rd from more a d v d  win et but find 
somaklng in common wlth the I d  mr&rSrrr pd &dm, 

Many things that mwt advwturwr c6nsider 

An hn-sga culture has advanced far beyond b bmze-age 

ruglons has given rise to weapons and too* mads fium Im, 
which are far more durable than thow made of w l b r  
metals. An excellent example of a current hon-age domeb~ 
Is Forlorn. 

Wlth the advent of hon, mUltary rdcnca takw a kt4p 
forward. Concepts 1% the s h W  wsll ere rt.ndwd trctics, 
and w~apona llke the catapult appear. 
become the standard ocean gohg craft, with 
qulnqueremes dso belng conrtnratcd. 

Mutkmatlu, astronomy, and other rclsrres brcaru 
more advanced. wstsrclocks. &e+mcb&, and ehrured 
calendars albxv for fairly oEcuram rneesuriiq dtbn. (El.u 
Is manukhmcl, and devkea Uke the water .oaw.ra uwd 

predce-. Obvrously, the mat.lworkirlg skip. of drs# 

wd hkamer 

to Irrigate flelds. MMufaCwlrg andothwkdutrhr baadlt 
from the w of waterwheels. wlndmUb. and the wtnch. 

It practical to teach a hjghd; pamnceecbr citlxena to mad. 
This brlnaa about cultural. Lhedaalcal. and D ~ I ~ O & C A  

although It io not partkubdy advanced and aprndr haavity 
on trsdltlolul cures and herb.l mmdles, 

A c u r m ~ & ~  of colns mlnPsd fmm preckw madr 
becomsr the rtadard mesns cfmmr&#wealtb and 
repaylng debts. Adventurers UKd to tradlng via such 
measures wlll at last find a ready market forth& gdd Md 
sllver colns. Early locks and keys are a h  deMbpsd for the 
protection d valuable Items. 

Classical domalns can be thought d a# torn- of a 
dividina line.  the^ m a r a t e  he OM world of almlttve 
culturei from themon advanced, m d v a l  ;ocktlcs. The 
archltaaure of Demlsc (near the We of Agony in the Ses 
of Sorrows) reflects that of a cl&al society, although 
only Althea llves there now (me page 73 for more detalls). 
Other domalns that fall Into thls period are Srl Ra]l and 
I'Cath. Although the metal-poor desert danaln of Kalkbmy 
lacks iron, It also falls Into thls category because of b 
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rEqe uemtplaac of umao 

A classlcal domain Is marked by advancements In 
science and culture more than anvthlnrr else. Literature. 
phllowphy, and theology are all gkatly Improved In 
claulcal cultures. The lnventlon of paper allows scrolls to 
be replaced by books, whlch are far more durable. 
Scholars assemble vast collectlons of knowledge to 
promote the advancement of sclence. Steel Is wldely used, 
rerulllng In a great Improvement In weapons and armor. 

Advances In constructlon and architecture lead to the 
widespread use of the arch. Hlgh quallty roads facilitate 
travel and trade. Among the most commonly employed 
tods are cogs, levers, pulleys. screws. and wedges. 
Aqueduct systems supply water for urban or arld regions. 

Mllltary advances In these domalns Include large, 
orwnired armles composed of standardbed smaller unlta 
and the introduction of heavy, armored cavalry. Fortifled 
cltles begin to emerge as englneering advances permlt the 
corutructlon of stronger gates and walls. 

Mathematlclans In these realms have an understanding of 
algebra and geometry. Maglclans begin to experlment wlth 
alchemy, and the barb of later maglcal syatems Is In place. 

Dull- 
In the wake of the c la~ica l  perlod comes a h e  of slowed 
progress generally refarred to as the dark ages. Many 
rchdan kUeve such a perlod Is the natural reaction to the 
extended t h e  of phllosophkal and cultural growth marked 
by the clardcal perlod. The frlgld domain of Vorostokov h 
an excellent axample of a dark-age culture. 

Advances In aclence and mathematics are noticeable In 
dark-- cultures, partkularly In monaderles or other 
placer &v& to study and educatkn. Oeometry, 
trigonometry. and algebra are very advanced In such 
reglons. The astrolabe has been perfected by the aclentlrtr 
of there culhrres and, in conJunctlon with detailed maps, 
allows for &killed navlgatlon and ocean travel. 
Crop roLatlon and Improved agricultural technologles 

allow for the foundation of large farms. These supply grain 
to machanlcal mllls drlven by wetar wheels or wlnd power 
and, In turn, can support large numbers of people. 

Croisbows are flrst Introduced In these cultures. as are 
rub of scale and banded mall. The latter makes troops 
more reslatant to enemy weapons whlle the former are 
tremendously effective In plerclng even the heavlest armor. 

ma- 
Eddy medieval domalru such as Tepest and Pharazla are 
not uncommon. 

Early-medieval archltecture features the gothlc arch, 
whlch Is much atrunger than Its rounded pmdecesson. 
Large cathedrals begin to appear as the squlnch (a half- 
dome uaed to support larger domes) becomes more com- 
mon. k h l t e a u r e  Is dominated by the romsnerque style. 

Navigation becomes more reliable with the advent of the 
compass. Shlps wlth stem-rudders replace earlier galleys. 
Advancer In time keeplng allow the creotlon of waterclocks. 

Motte and balky style cartlei are predomlnant here. 
Troops carry powerful bows or croubows and wear chain- 
mall armor. Fortifled towers are also bulk In areas where 
danger threatens. 

rpd&ul 
The most common C U ~ U I U I  level m me AD&u gamq, me 
medleval era b also the most frequently e w n m t e d  stage 
of development for d o m a l ~  in RavenloR. Barovh, 
NecropoUs, Falkovnla, and many other domalns fall Into 
thls category. 

Large Saracen-style castles and fortr- are 
conrtnretad inthese re#nu, as am the siege engines 
needed to lay them low. Knighta wwrlng plate smxw and 
h e  ch ln  mall rlde how clad In heavy hrdlng. 

Bulldings feature wlndows made from Mowr and flattened 
glass. H o u s e s  and Iwer rtructwar am made from wood 
&mea and klcks. Stave churchascbtnual emas, end great 
gothk cathedrals begin appearing in c h s .  

F O ~  those with an interea in m~iiary mattem, C h m C  
domains can be rrcognlred by thelr use of gunpowder. 
Rlchemulot, Invldla, and Borca are all examples of chlvalric 
realms. 
The use of gunpowder In these regbnr h generally 

rammed to karge, fa* unmllabk bombards. These 
weapons are not cast Wcelater cannons, but a n  fashioned 
from wood or metal strlpr bound wlth Iron hoop.. The 
arquebus h employed, aMmu& It Is far from common and 
almoat as dangerour to Its wlelder as It h to the target. 

Fleld-plate armor Is used, aithough the lntroducUon of 
flreamq marks the eventual decline of such ddensea. 
Heavy melee weapons glve way to the llghter orma Wce the 
epee and mpkr, whkh mqulre mom Rnesse and less kule 
strength to wleld. 

Large, reliable mechanical clocks begin to appear. 
Clwkworkr allow the creation of other machines and 
sprlng-drlvan devkes. Magnetlmd needle c o m p a ~ ~ ~  
featurlng compass rose cards and bearing slghta appear on 
shlps. Maps becow even more retlned wltk the introduction 
of portulan (poa flndlng) charts. Ocean trade brings 
lwudcs from dlstant shores. 

, 

4- 
The moat advanced of Ravenloft’s domains are the 
renalrsance cultures. Theso are mukad by adv- tha~ 
puah the limit8 ofthe ADGD game. Exsmplw of these 
domatu include Dembntku, Lsmordla, and Nosoa. 

Armor Is uncommon In renalsmce cullwcr. since 
flrearms domlnate warfare. Ounsmithlng technlquea allow 
the construction of matchlocks. Fencing replaces heavy 
swordplay ahd more brutal melee combat. Caravels and 
other Large, naval veMsls allow for long wean v o y w ,  
and the gun carrlagc pemrftr these vessels to carry cast- 
Iron cannons. 
Clockwork mschanlsms lead to the manufacture of 

pocket watchen and other -11 devkes. In thq mort 
advanced of these realms, It Is even posdMe to build time- 
fwed explodve mines. 
Large csdlcs are seldom comtmcted in these domalns, 

unless they are Intended (HI a show of wealth or power. Jrut 
as gunpowder hua made personal armor obsolete, so too 
has It rendered the caak Indefenslbk. 





he next several chapters look at the majority of 
the known domains on the Demiplane of Dread. 
Emphasis has been given to those lands whlch 
are likely homelands for native player characters. 

he Core stands more or1 
orand conjunction. Howw>fmv major 
changCs have occumd: The Mists over the 

as It dld after the 

southam part of the %a of Somms have parted 
to reveal more of that dark body of water and a second 
body of water-the Nodurnel Se6-hsr appeamd east d 
Nova Vaasa and Necropolis. The Mlsta dl MTwnd the 
entire continent, and what lles beyond them Is unknown. 
The BdInok Mountains divlde the Core from north to 

south, Interrupted midway by the Orand Conjwdon’s most 
curlous legacy, the Shadow Rlft. The rpec%acular peaks of 
the Balinoks soar to extremes of nearly ten thousand feet. 
The lands west of the Bmoks, wadwiched between the 
mountslna and the Mlsty Border, are covemd with thick 
forest. To the east of the peaks, Nova Vaasa is mostly 
barren or grassy. Only one major road crosae~ the 
Ballnoks: the Old SvaUch Road In Barovls. T h r l  Road 
used to connect the East and t h e w  through Tepeat, but 
the Shadow Rlft has permanently dored that passaga. 
Other cmslngs through the BaIineb &re pgsslble but 
treacherous. 

of the BalInok: the Vuchar, the Muuude, and the Arden, 
The Vuchar travels from east to west across the northern 
plains d Necropdis. Strangely cncugh, parts of the rhw 
flow hom the Nocturnal Sea. but It dm aeem to derlve 
from an unknown source beyond the Ml*, The M\usrde 
River Rows from trlbutarles In F o d m  and Hadso, carving a 
lush valley. The MusMda and the Arden are major trade 
arterks of the Core. 

The Arden River flows out of Valechsn, tracing a northdy 
path through Sithicus and Verbrek bqfore paw back Into 
Valachan and on to Mordent. Before the Qrand Conj-, 
It was populerly beUwed that the M a n  flowed directly out 
of the MI&, though the Vbtanl have alwap Inokted thst 
Valachan held its $owe. 

Three major rhren run through the lands north and west 

Up untll the last flve yean, the mercantile and polltlcel 
situation In the Con was quite stable. h l d e  from perloak 
Invaslons of Darkon by Falkovnla, there were no major 
conflicts or polltlcal animosities between the domains. 

Dementlleu, Mordent, Richemulot, and Borco have been 
trade partners and alUes for decades, formhg mutual 
defense pacta agalnst the milltsry threat of Falkovnla. The 
fad that these domains speak dlaleets of the same tongue 
has made them natural alUes. 

Barovia, Invidla, and Kartaksss have slmllar trading 
arrangements, although thelr pacta are somewhat looser. 
Most trade between these domains takes place via the 
Musarde River and Its trlbutarles. 

something of a breadbasket for the Core. The domah 

I 

Falkovnla, despite its militarbtlc and hlalatlonist stance, Is 
-,, ,,,,, , rm*rm,,AyII 



hug~greln&ldhhnd thaw hsnerts are 
tnnrportadkoFdkovnhn nwchantsndsvar h other 
~ U d r d d t h e N .  
Atone time. Derkon was a major factor in the Core's 

tmdlng mvtonmarh wte F a l h h .  the ~ U o n  was a 
wppUa of- to other domah, and the clty of Martlra 
Bay WIU the &a d Darkon's finasI hlpyard. S h e  the 
dbapparance of Azalin. thefiiture dhia domaln is 
lmceltain. 'Fhedhrolullon of Dsrkon and cmauon of 
Nmupotis, as cithenr of the Cora now call the land that 
waaonca Dorkon, bone o f d  eventa cawing the 
peacaful reletioM and steady tradc to dewiaraa. 

twenty-one ycsn 
.oo, when the half-Vistani aorc- OskleUe Merrs mur- 
dend Lord Bakbotls ofhvMh. WIthDUt hia Iron fist keeping 
nwchanb in he, the nation qurckly dhhtegmted aathe 
mobles k k e r e d  about who would kad It. 

sucurlnated. Qundarak's tedory  was claimed by sbshd 
of Barovia, with the exception ofthe western most part of 
the country and Qundar's fonner sent of power (Castle 
Hunsdaa), Whkh are now part of Invldla. The former 
Gundamkites am (ul oppressed minorlty In Barovia and a 
mnatant mum of trorrbk for the burgomarten who 
handk the day-to-day rulenhlp of the comnmltles for 
count stnhd. 

A de@& ego, the Orand Conjlnaion threw the land into 
tramoll, and the MUOM of Markovia and Q'HMM vanished 
enhly.  Because Q'Hcnna imported a graat deal of grain 
Acm both Dsrkon and Falkovnia. I t s  dimappearance was a 
bkw to tha4 economh. Further, the people of repeat, 
Mamlng foul mask forthe destruction dthelr neighbors, 
krrnchad a karM crwade agalnat an- rurpected to be 
"faby folk." Thdr crusade continu40 to this day, and repest 
b a dengerayn piace for both nonhuman8 and mkglc uran 
of any kind. 

Slx yean ago, trouble brewad In lnvldla agsh: A vldart 
d q m t  known aaMa&cchbMcmnmetoprcmimnce. 

, , .oMtbekst hyruwbah. &led Invklia together into a 
ednrent nation thrcuqh tanor and h e  d m .  He has a 

army attack all vwenl caravan& Evan m o ~  ~ I t @ ~ ~ t l y ,  
hh forces have started toe after the Wstani in h v i a ,  a and$iMLna, wmetlmas schrdfy venturing deep into 
t lKlaeeuiDlmhu. 

lven Muulya, mmmandar of Borra's miUtla, has lsswd 
wmhgatolrbbrrMoAdmethatthe~invasionofBoma 
willreat& in anmd rrtslistlon. It h quits podbk that Borca's 
aUkr wUI wmhow involved In such a conflict. Further, 
rumom hdd that the Vbtanl In Slthkua are under the psrsonsl 
protcoaon d Lord sa(h. If the lnvidbnraldsn haw incwmd 
l d 8 ~ ~ ~ b a ~ ~ e v e n ~ .  

FinaUy, lad yaar, a great explo&m klllad the entire m u -  
1 0 t h  of U Aluk. Khg Azalln has vsnlshed, and some dthe 
domatn'8~pOWOIfuldenlraIlShnnClOildpationrd 
N- m U M l r p r d  lands. VladDrokovatlempted 
to take advantage of hh naighbahg dmndn's hatabmy, 
sttaddne a mora two month. .Rat the derbuabn of0 Aluk. 
However, he was again repetlad by Ieelonsdundead Qnln 
pwluctlon b down, cauring food hr Lumordla and 
k n e n t b n d i t  a p p m  as thagh Lord bakov rnigh% k 
m e - a l l r n n p r  

' 

A pmgmskn dpoutkal c h  

Then, yssn ago, Duke OMdar of Qllndersk was 

rsbldhsbad o f v l d .  and the cutthroar tha M N  M his 







bls d o n  contains information on Lamordia. 
*antlieu, Necropolls, Falkovnla. Keening, and 
tepest. 

IGlUUUtOir 
The Land: Lamordla is a coastal dDmoln In the northwastcm 

A rakntl'css, cold wind usually bkun out 
st, lashing Lvnordle wlth Its rury. In Wlnter, ice 

. A forartcd rklge called the "Sleeping Beast" 

mosi d Lamordlas stom. 
eastern border of this domain, ahebrhg 

far Into the Sea of Sorrows, and several 
islands off ke northern tip of the domaln a p  Included in the 

worries by divlng, 
attacking. When the tide is 

high, waMrjcovsra the causeway, but In winter, Jutting slabs 
of ice WC +e Ides to the mainland. still, to cross the Ice 
aafely, trav@us nded lopes and Ice pkks. 

people. Asp othsr domalns, travelers wlll encounter 
isolated hup In the wtkkmcss, but the region's harsh 
condltlons paract very few lnimlgranta. 

two major settlements: Lwiendorf and 
each houslng fewer than one thousand 

Lamordl$m am extremely fearful of the isle of Agony. 
is home to a man-edting sea monster. 0th- 

and halr ranging from light blond to dark 
or dark, woolen clothlng. These 
rdy Mk have learned to withstand the 

irita. Bliwrds may keep them Indoors, 

The FoM Lamordlans are tall and falr sklnned, wlth eyes 

hlndrance. Thay travel on skis, sleighti, 

of Lwnordia is &rent than MY other 
. The h o r d l a n  spoken language Is 

h to that of Demntlh that It is eadly learned, 
impoulble for a born and bred Lamordlan 
the language of Barovia, wlthu a heavy 

accent. 
Several mSppers llve In iaolatad amas of the domain, OS 

do a few *en, and m e  shepherda winter their snimals 
on the leew+rd sldc of the Sleeping Baast. However. moat 
bmordlansl are craftamen. They spend the winter inontha 
carving funlltum and buHdlng murled Inltnunents. As soon 

as the Mow m Q h  and the roads are paMObk, their work IS 
exported to other lands. The goodr bring an excellent price, 
a thlrd of which goss to Baron von Aubncker. 

The Lamordbn dlet is rich In protab and fat. A rpaisr 
pudding thlckmed wlth sheep's blood Irr a k a l  favorite, and 
goat cheese Is a dietmy staple. 

N o h  Player Charactam Lsmordta has no nathre prkst 
charactem. Moa Lamordlans hold ona of two 
Either the soda created life and then wfthhw fromthe 
worM, or gods are the r n a n l f e m  dsu$mdUow, 
hopeful minds ioddng toward anextwnal soumfororralaera 
from their troubles. Lamordfam always W for the down. 
to-earth explanslbn. Whlle the domain has ctunches and a 
small clergy, nono of these prkstci recelve spsilr. Even they 
assume that the geds have no cam for the mundsne 
existence of humanity. Inatead, !hey aae their dury as 
pmparlng the spirits of thelr parbhbnm for the &rMe. 

All other claaaes allowed In the R&maOm adng  M 
found hem. Larnordlsn nstlves receive a free, crdisorknted 
nonweapon pmfkkncy from tho Qemral Ibt, and w s n k r  
and m@ue characters may dcvote weapon proRcicncy dou 
to fksam. 

Pemonnlltba of Nota. The tragic Dr. victor Monknhakn 
tolb en&asly In h b  csstle, hls famUy ertae falling Into 
diampair around hlm. Thow who have managed to pt 
cloecto the doctor know that hlswifewasharlbly mm@d 
many years ago when one of hIs ucparimentr went awry. He 
seeks tlmksaly to cum her. 

EiaronyonAubrrckerandthcMthfcadLamadlabakve 
thehlstoryofthalrlandmactmbacktothcbag*nlngoftlmc, 
krtrnulDr.Mordanhsbnand~cmwonA&nl~arnepart 
of thc hnd, L4mMdla dld notadsthh Dandphn+. 

schlor~r Monientrelm, the estate of victor ~ordanhaim, ia ' 

~ 

north of ludendorf, on the mad. The estate sfand8 on a 
cliff, whlch is dotted with small caves. In sprine and 
rummar, the waves crash agoha the rocks below. Locals 
avold thls place both becaw the mMoT has a npl(stkxl 
for being haunted and because the doctot ha8 a reputstlon 
fw conduaing strange experfmentl and accfdentally 
a l ~ ~ o r m e d b e a s t s t o e s c a p e ~ h i a l a ~ .  
Nearby mldenta tolerate the doctor, but they do not really 
like him. 

The Law: Baron von Aupracker, M adffrat  whwe 
family has ruled Lamordia for as long as anyars can 
remember, m a M h  hls seat of m e r  In a caatb pen. 
on the Sleeping Beast, several r n k  south of Ludadc ! 

rules with a Ught touch, coUecUng taxes the- 
of Lu&ndorf and Neufurthtcnburg, whlle ofhewbe slkrrbyl 
them to rule the towns as they thlnk best. 

hn  Aubrecker malntahu a tokm army of Id-WeImaated 
fightem, equlpped with muskets sndbrosdrwnds, nshrtha 
F a ~ b a d c r . ~ a c f e w l n L s m o r d h , s a d I o l k a r e  ' 
paacdul and law ebkhg, 10 Ludmdcdand 
n e e d o n l y m a l n t a i n ~ p d l c e ~ . ~ w l D m e  
partlculalfyvblentorhctnarsame Is tha pcopls 
oRcntakejwUcelntoths$mvnhan&. 
Encountus: Few m ~ n s t e n  roam about In Lsmordb. The 

most common pnistOn M wolves and beam, butthey keep 
to the hdghta of the Sleeping &.st. The mast 
encounters wlll be with flesh gol-apad s- *. 
Mordenl?eim's experlmenta. Character have a 25% cham I 

anencountcronceeachday1MdonceeachnigRt 

. 

-- 



Further Readlng: Dr. Mordenheim appears in the 
adventure anthology Book of Crypts, and hemes can q u a m  
off against the doctor’s moat succeaaful experiment and the 
rho~trous lord of Lamordla In the adventure module 
Adam’s Wrath. The tale of Mordenhelm himself is revealed 
in the novel M e n h e l m .  

DUW?&dI&RWbh 
The darklord of Lamordle is Dr. Mordenheim’s most 
successful experiment In creating llfe thus far. The monster, 
named Adam. .hares his land and cune wlth Dr. 
Modenhelm, although Adam is actually the domain’s lord. 

Adam 
PhShC’ r,Chaotlcevn 
Armor 10 Str 20 
MOvemnl. 15 Dex 17 
Level/Hit Dlc 12 Con 20 
Hit Points Int 16 
THACO wis 12 
No. of Attacks Cha 2 
Damage/Attbck 2d0 
Special Attacks Nil 
Spccial Defenses 
Magic Resistance 25% 

The monster Adam is a patchwork of body parts from 
afferent human corp-ach part perfect, the whde 
grotesque. Large, rained scars crisscross hls body and face. 
Thls enormous, tremendously powerful man stands more 
than seven feet tall. 

Adam’s pale, gray skln Is too thin to conceal the play of 
muscles and arteries underneath. His raven black halr flows 
long and wild, and at the edge of his eyes and mouth, the 
skln la blulsh and shrlvellgd. Thin, straight, black lips frame 
hls perfect, pearly whlte teeth. His small, watery, blue eyes 
seem loosely anchored In their sockets, barely covered by 
hls eyelids. 

Background Dr. Victor Mordenheim created Adam from 
the parts of many dead men and gave him Ilfe. At flrst, the 
creature acted chlldllke, but Mordenheim had unknowingly 
Infused It with an evil spirlt. As Adam grew older, he 
became Increasingly cruel. Finally, the dark powers drew 
Lamordla into the Demiplane of Dread when Adam 
murdered the doctor’s wlfe Elise, kidnapped their adopted 
daughter Eva, and fled into the Mists. That nlght, he became 
the true lord of L a d l a ,  and the land 4 c o m c d  him. 

Currant Sketch As the most powerhrl being In hls domaln, 
Adam has complete control of its borders. He b not 
Lamordla’s polltical leader and Is even c d e r e d  to be 
nothing more than a tale told to frlghten naughty chWen. 
Adam llves as a recluse. uwaUy dwelling in a cave on the Isle 
of Agony. He is immune to cold and needa lWe food or water 
to sustain him. Hence, he can live as wildly and freely as an 
anlmal. However, he doas not want to be a he wants rn 
be human. He b bitter and hustrated, and wmetlmes his pent 
up emotions give way to violence and evil. 

Adam despises Dr. Mordenhelm but cannot bring himaelf 
to harm hls creator. The land has bound them together In 
both body and spirlt. The monster feels the doctor’s physical 
pain, and the doctor, in turn, shares the monster’s eternal 
anguish. 

Heed +1 or better magical weapon to hit 

Closing the Borders: when Adsm w i s h  to Md his 
donialn, a drhring Mlyard  hurl. bmk any who atlunpt to 
leave. TttesefdgkI stornu hwe bw known to rage eves at 
the hei~ht of LMnordla’s short summer. 
Combat: As the true lord of hmordlo, Adam hm bw 

granted many powers by the land. He ir lmmrurs to mwtd 
cdd and electricity. but ruffen half damage fmm -el 
attacks of this type. Other damaging spaUr ham him 
normally. We abwrbs speHa that do nat cause Imnad*b 
damagc, uskg thdr energy to regenerate hitpshtr (1 polnt 
for each levelof the spell). Adam b also immune to -1 
weapons and phyrkal attacks. Only magical weapons cah 
harm him. 

a lumbering dolt vlth neck bob. He k extlMndy dmble, 
swiR, and clever. using the terrainto 

and ita shadows to conceal hlm. TImeb meanhgkm to 
Adam, and he can always rr(MI another day. 

The monater prefers guerilla tactics over full frontal 
aseaub. Lke a thief, he can hide h ahadows and move 
silently wtth an 80% chance of success. He can also detect 
nolse and c l h b  walls with the ~l l lc  odds. While moving 
sllently, his movem~nt rate is halved. If hls magk 
resistance blocks an opponent’s rpsU, ha mny pretend that 
the spell has worked, uslng the falsehood to porltion 
hhself for an escape or surprise attack. Howecr, he hm 
only a 50% chance of knowlng whkh spell has bw cast 
upon b h  

The mcms+errewmblsr neither a common flash &mm 

advantage. He is  
also Wlll ing to rutmat if danger b prerent, allowing tJle I d  



Adam is tightly llnked to hls creator, Dr. Mordenhelm. He 
can feel any pain inAMed on the doctor, though it does not 
affect hls ablllty to fight or move. 

VMOrMoldanhalm 
0-W Human, hwful Evll 
Armor Class 10 str 10 
Movement 12 D C X  17 
LevelIHit Dice 0 Con 9 
Hit Points 55 Int I 8  
THACO 20 Wi. 7 
No. of Attacks 1 Cha 12 
DamageIAttack By weapon 
Special Attacks Nil 
Special Defenses See below 
Magic Reslstance Nil 

Mordenhelm, a scientist and surgeon, appears to be thirty. 
tour years of age. He Is six feet tall and has a wiry, If not 
athletic, stpture. HIS sharp, pronounced features belie an 
arlstocratlc background. Though hls face is still relatively 
young, en Lntenae ObleMIon wlth his work has grayed his 
halr, MI only a few m a k s  of the orlglnal brown nmaln. A 
meager dlet and ncluslve lifestyle have left his skln pale. 
His blue eyes are tired and muddled, rarely blinklng, and he 
has a constant prroccupied look about hlm. 

Tension plagues Dr. Mordenheim. His tight facial muscles 
sometlrnea twltch, and his llps never relax In a smlle. The 
tendons on the back of his hands are taut and raised, and 

30 

the thin dry skln covering hls knuckles is as white as the 
bones below. He Is a man on the edge, but even when 
extremely agitated, he never loKl hIs temper. 

Mordenheim has a dlstin@shlng scar and two Mlall 
deformitiw. Afallfrom a tree at sgc Rve left a scar on hb 
forehead that Is still faintly VlrlMe today. Also, h h  left 
earlobe Is mldng due to another childhood mwlap. At the 
age of ten, he was attempting to perform slmpk 
exploratory surgery on his father's favorlte hound. The dog, 
not fully drugged by the bowi of whe &&young VMW 
provided, retaliated the moment its skin MI cut. Victor'. 
father refused to have the boy's danghg wrlok 
reattached. Instead, he instructed the famlly doctor to 
m v e  the lobe completely as a laason to the Mk 
surgeon. At the age of twenty-Wee, Mordsnhaim 
accidentally severed the tip of hls own left ring flnga when 
using a surgical saw-a mishap for whkh he chides hbreIf 
to thh day. 

Dr. Mordenhelm wean only simple, practlcal brown 
woolen sub, never MY of the Mlb or embelllnhmenta 
others of his soclsl status mlght acqulre. In hlr 106, he dons 
a surgical gown to protect his garments ftom blood and 
other fluids. He wears no jewelry other than a ring with hlr 
famlly creat and a gold watch that WM given to him by his 
Wife. 

Beckground Mordenhelm Is a gifted aclentlst and 
surgeon who became obsasMd with the pursult of 
knoWledg0 at M eady age. Whlk other boys played make- 
beileve, VJaor studkd the sclencea, both modern and 
arcane. He disdslned magic, however, deeming it "a 
dlverslon from Truth." 

At age twenty-one, Mordenhebn married Elhe von 
Brandthofen, much to the wrprire of hlr family and hls 

he would never even have met, much less married, her. shc 
WM M unuwal and lntdUgcnt young W n  who rhued 
hh intereat (though not hb pasmion) for chemWy. 
Unfortunately, she was berren and could not give hbn 
chlldrcn. 

m a r c h  Into the m u d a r - o r  more approprietdy, the 
cnaUorw9 human Me. Thhteen yeam later, he 
accomplished his goal and created a monster, stm, 
although Mordenhelm dlrcovarsd vlrhrelly every pbee of 
the puuk he pursued, UlCMhrsl spark, the tnnwonda, 
waa not of his own sccompltdvnant. He was d.bbftng In the 

Mordenheim nelther wmhlped nor believed in any power 
higher than man. He waa a learned sthelst who accepted 
only that which could be proven. If he revered anything, it 
was knowledge. At other times, the godm might hare 
Werated such blospJmny, but Madenhelm hod become a 

dedre to create Me, so stmrq hi. denlal of thdr udrtence, 
that the gods decMcdto grant hla wish. They knbysd hb 
foul corpse with a twlated, troubled wul, rife with evil Intent. 

On the nlght the monster Ant drew breath, Rarenloft's 
misty Rngm began to tingle with antkipation. In the 
monUIs that lollowed, they settled Into the sdl about 
Mordanheim's castle, until at last they roaa from the earth 
and surrounded It In a kind of deathwatch. When dl hope of 

handful of h.knds. Were n not for Uhe'o om p m i s m ~ ~ ,  

Only a few montha afbar marrying &e, VMW began his 

work of godii, and the gods, inhml, dsbbkd kl hb. 

fOStetblg SOM to th& S d b k k  80 fkCs h S m e  hb 



from that pqhal realm, taking wkh tham the cactle and all 
the players In MMdmklm's deadly plot. 

Vlctor dclghted In hls creation, regarding *Adam" as the 
child he 4 hls barren wife cwld never have, but Adam 
ahowed an pnatural affection for  ell^ that terrlfted and 
repulsed her. Even when, two years after Adam's creation, 
Victor introduced a playmate to his creation (a seven-year- 
old, half-statahred orphan whom he had found In an alley 
near Ludendorfs docks), the sltuatlon did not Improve. 
Adam seemed jealous of the attention young Eva (as 
Mordenhelm had named her) received. Such was his 
antagonism toward the glrl that Elise threatened to leave 
her husband and take Eve away If hls attempts to 
encourage Adam's 'social adjustment," using Eva as an 
experimentdl tml, were not stopped. 

An cidlnwy man mtght have heeded the pleas of hls 
wlfe, but ViOtor was drunk wkh the power of his newfound 
knowledge. HIS attempts to soclallre and educate Adpm 
continued. 

Awakened t y  screw,  he rushed to Eva's bedrcbm, only 
to And the girl mlrslng and hie wife in a crumpled heap 
beside the bed. Looming over her was the monstrous 
Adam, holding a bloody .crop of Eva's nightgown. Then, 
with a furlow roar, Adam di~ppcared Into the mlsty night. 

E l k  was still allve-but just barely. It was clear she 
would dle w$hb the hour unless drastic measurea were 
taken. Now Dr. Mordenhelm faced a new challenge: 
rnalntainlng the spark of life In the woman he loved. 

Victor w e e d  feverlshly, trying to reatore Ulse to health. 
Dasplte all hls efforts, he was barely able to keep her allve. 
She remalned little more than a ragged corpse, In need of 
ever more compllcated machinery to sustain her. 

Current Sketch: To the local inhabitants, Dr. Mordenhelm 
1s a Rendish madman who conducts unholy experiments In 
a castle by the sea. They fear him and credit him with 
powers he does not actually possess. They qlso credk him 
wlth crlmaa he doas not commit. It  1s true, however, that he 
robs the graveyard6 and haunts the hospices In search of 
nawly-dead, fernlnlne bodles. He has, perhaps, even 
arranged a gentle death or two, using poisons that cause no 
pain end leave nary a trace. SUI, he does not kldnap 
specimens that are yet warm. That, unknown to most of the 
populace and even Mordenhelm himself, is the work of hls 
brainchild, the monster he named Adam. 

Mordenhelm's days (and many of his nights) are still 
devoted to hL scknce, but he no longer seeks to revive the 
dead. He ~ccb to rslrton the living. Eli- what Is kR of 
her-still brrethes in hls laboratory. CompeUed by remorse, 
and what murt truly be madness, he lntende to pmvlde her 
wlth a MW body that all but s u r p s s ~ ~  perfection. she has 
ragalned conickiusness only twke slnce her fateful 
encbunter wNh Adam. In those brlef, momenta she cried out 
for her adopted daughter Eva (whom the mOnder kidnapped 
after he attacked Elise) and begged %&or to release her 
fium torment. Her heart continues to beet, but not of ita own 
accord. She ltves wlely thmugh the Maventlon of 
Mordenhelm's convllptlons. Thanks to the dark powers, he 
has been strlulng to mlve Elbe for centuries now. somhlng 
which the b m o r d l ~ s  wem strangely unaware of. It ia as 
though they don't notice that Modenhelm rrmeins In his 
thbtks whlle $enerations CON and go. 

One night. Victor's world came crashing down upon him. 

Since his creation of Adam, Vi- h w  neve~ @ truly 
revived the l i less or completely mcomtructed tha 
hopelessly m a w .  While he htu bean able to coWmct 
several lanaer beinga-twbted end atupld Iksh g0Mm-h~ 
has not been able to match the Success ha h.8.wwI Mnn, 
nor has he been able to create the *on of lovallrrsrs he 
wants to bulld for Elise. Without the intervention ot- 
gods that spurn him, he never WIN. PIlhap aome -,of 
him knows thls, but In his endless quest for perkt  p.rt. 
and hii eternal Walt for the perfect momem!, he b ebbto 
deny the tnrlh: His work Is a fslkrre, EUM Is gono h Nn 
forever, and he La as much her murderer as tha wretch whe 
struck her down. 

Combat: Dr. Mordanhelm is not likely to start a f#t. He 
Is a surgeon and has no weapon rkllls. However, h b  link to 
the monster has given him a sbnnge defsnslve ability. He 
cannot dk unkrs the monster dkr. In fact, he ~IU the M 
paints of the monster, and hIs body will similsrly 
regenerate from the Sughteot place of flesh. MwnwhUe. the 
pain from hls w& Is rimuk.nsourly W by the 
monster. If Mordenheim's body dbhteglatar compk*dy. 
his spirit will seek out the fresh corpe of anotha hurnnn 
male, Withln a week, the new 
like Dr. Mordenheim. 

Dmenfba 
The Land: Dementlieu Is a 
Sorrows. Port-b-Lucine, the domsln's largest 
and capital, sits on the shore of Parnault Bay. This walled 
town of flve thousand people ~4th clean streets and neatly 
arrayed townhouses Is built around a small fortress. The 
fortress har been seired by the governmcnt, however, 
since no owner has steppad forward to claim it. The gull& 
, 1rt-a.Luclne have made recent attempts to hun th 
I !as into a joint headquarters, but a rash of accldente 
made them abandon that project. The neutral temple of 
the Church of Ezra is located on the outsklrta of 
mrt-a-lucbn. 

M a r b y  b s  Cbeteaufaux, a W e  vlll~ge o h g  tkc 
eastern border wlth some 9Rea hundred m. 
At ow W e ,  the town was homa to sirnost two 
t' m s m d  souls, but hundreds of cltlzenr IeR for Port- 
I .udne or other domalns when the mayor of the 
L d n  lost his mind. 

Dementileu Is a flat land that grows pwgredvely rn 
hllly a5 one travels northward to Lamordla. The land tr 
covered by forests and heaths, end the earth is sandy. The 
only thlngs that grow properly in Dementlku's d l  am 
potatoes. 

Cukurd Lev& Renaissance. 
The Polk: On the surface, the people of Dementlku 

are among the most civillred people In the entlre 
Damlplana. They prcduce lome dW fineat prxWts 
and hxbmpe paintings in the Con, and 
qeY8l-a &@col q r t  aukled by a bsllafin sc@ntuic 
princfpk.. &uwnany, the psopls M ~ansntlku trv 
thelr best lo take camdthr poor, m most dtkena haw 
both food end shattsr. still, desphthek plugmdw 
appearance, mor+ - r w y  treat the poor a* sin- to be 
ordered about. P v, dl-, crime, and even 



The gentry of Dementlieu set the fashlon trends for 
the styllsh lnhabltants of the Core. Currently, the men 
of the domaln wear dark woolen pants and cotton shlrts 
or sllk shlrts wlth talled coats. Qentlemen wear black 
top hats, while men of the lower classes wear slmple 
cloth caps. 

Most women wear somber-colored, long dresses, 
high-button boots, end hats. Women of the lower 
classes wear slmple bonnets. but the hat of a lady Is 
large b r l m e d  and elaborate. 

The language of Dementlleu Is the same as that 
whlch Is spoken In Mordent. Slmllar dlalects are spoken 
In Rlchemulot and Borca, and It Is a language that 
students laern at the tlner boardlng schools of 
Ravenloft. 

Natlve Player Characters: Dementlieu Is a genteel 
realm where resolvlng disagreements through violence 
Is frowned upon. Mort player characters from this 
domaln arc rogues. Wlzards are few and far between, 
and most of those who dwell here are enchanters or 
lllualonlsta (This klnd of maglc Is used mostly for 
entertalnment.) Warrlon and rogues from Dementlleu 
mey use weapon proflclency slots on firearms If the 
player Is so Inclined. This Is also a hlghly llterate 
domain, ao each native hero recelves the 
readlng/wrltlng proflclency for free. 

Personalities of Note: If a cltizen or vlsltor to 
Dementlieu wants to expedlte dealings with the law and 
government, It Is well known that the man to speak 

n. 

wlth Is Domlnk d’Honalre, leader of the lord-governor’s 
advlaery counsel. A pleasantly-humored man In hls 
early tlftles, D’Honalre lives near the lord-govenror’s 
palaca in Porba-Luchp and has hlr ear In all matters. 
D’Honaire’s wife recently bore him his Rmt wn. 

Another Important flgun Is Dr. VIIhelm W, one of 
the Con’s moat famoua rpadabta In nervous dlsordera 
and mental Iltnssses. He runs a rsnatorlum located In 
the tranquil countryside otffllda Chatmufaux. 

The Law: Dementlieu Is ruled by lord-governor 
Marcel Qulgnol. He Is a d d  by a councll of fhw 
advlsem, whlch Is headed by the aforernmthed 
DHonake. The lordgownor writes law and 
adjudicates Important Wals. 
The city mllltla helps the lord-@ovemor and h* 

advlsan enforce the law. Molt of them are 2nd.levd 
fighters equipped with studded haher ermor, Sort 
swords, and whlps. 

Encounters: Dementlieu luclf does not have many 

mea.  A mmll commUnny d kobotdr exwS h the 
northem hllh mar the border of Lamodla. Aho, a few 
evil mortne creaturccllke reavera and sea spawn (see 
t h a R A m m l Y l m m c a C ~ A p p 2 n d l u s +  
have bear knoqn to prey upan the Id dwekv, but thh 
Is an u n c o m ~ ~ n  occurmnce. Typically, ChUKten hem 
only4 15% dunce for an encountw hers, day 01 nlght. 

Further Readlna: The ADGD Hlstorlcal Campaign 
Rehence A Mlghty Fortress Is a treasure trove of 
lnydr.tbn for runnlng adventurea In cultures at the 
8- b e t  as Demcntlleu. me domaln Itself Is featured 

mormtsls, but deer aremdy C o m m o n  ln thatwoodad 

in t h g  mea anthology. 

mm*- 
DanwGcmDadn 
7 t b . w  )*unra mhwter, pkub.l evtl 
Armor Clasa 10 str 9 
Movement 12 Dex 11 
LevWHlt Dice : Con 10 
Hlt Points 1 Int 17 
THACO 1L) Wlr 12 
No. of Attacks I Cha 7-14 
Damage/Attack 13y weapon 
Special Attacks See below 
Special Defenses See bslow 
Magic Resistance MI 

plump. He pulls back hls gmyhg nd hatr Into a rhort, well- 
groanadponytallwd-a nedytrlmmcdbeudand 
mustache. He can control his appamnt Chwlana, it 
to range h 7 to 14. tiis umml acorn tr about I t .  

Background DomhJc Is the grandson d Dr. oarmain 
d’Hcdre,a mermarirtwhowsrinMMdcnt~itbecsm~ 
part d Ravenloft. Domlnlc’s mothw $*d In chlwMrth. 
Even a s a  child, Domhiccouldarqlatsn ldea soourw~, 

so skUhUy, that anoat paopls would belleve it wan thslr own. 
OlbnhewouMpltonepmonagabutam+er,~es  
cawing aelloucl damage but mer takhg the M a n e  h M .  
The more chaos, anger, and hate h b  lntrlgwa gsnaaad, 
the happler Domlnlc became. He WM a handacme chi& 

Dolnlnk b3 sbout Rwfaet men Inchsrtal\ and dighny 



harmleas and channlng. Thew woman lavIshad affection on 
tho poor, motherleu boy, not auqmcdng h o ~  twisted and 
advanced his llltle mind actually was. 

When hla grandfather dkd. the fMnlly decided to leave 
MoK*nt. This was actually Dominic's Ides, although hls 
father Claude thought It waa Ma own. Claude W e d  to 
brow the MI& of Ravenloft and see wherb they took them. 

t h a t h e a v e # s r ~ c n a Q v a r m o v c ~ P T h o s e  
who venture -the boga face a number ddsngsn, 
~ ~ p o ~ ~ s n d a x p l o r l v c g w r .  

Root crop.grown in thb r e g h  M s+mniA& 
mbshapen, giving rlw to Mnonthat those who saws 
produce wlll be somehow c d .  One harvest of comb 
ahaped like fknd. almort c a d  a rkt. Because of tM., 

NW Ian& g~anad up for littie Dominie. Unbeknownst to Ha 
famlly, he m a m e  the darklord of a new domain, 
Dementlieu. 

Current Sketch Dominic la a muter manipulator and 
schemer. He lives llke a aplder weaving a complex web of 
plots. Uke most domain lords, Domlnlc rccelved a cum 
along with his landa. The more romantically attracted he 
becomea to a woman, the uglier she flnda him. To others, 
his appearance b unchanged, but to her, he becomes 
repulsive. c w e  leaves Mm bitter and miatratad. He 
schurlly kllled h b  flnt love h anger, for she could not bear 
tho alght of him. Thus, hla M a g e  b one of political 
convenlenco. wkh no e d a l  bcnda. 

Closing the Borders: D'Malre can mal hla domaln wfth 
a mirage. Spanding at the border, a charawr #er the IM~S 
of Dementlieu before and behlrrd him. No matter which way 
the would-be acaepee walka, he movea farther Into the 
domaln. In q fond, characten mlght not notice the effect 
until they emerge from the woods to h d  themmhrea back 
where they started. At the coat, the Sea of Sorrows 

much of the produce is left to rot, seriously depkthg Um 

The F o m t  OfShadOut-Thb formerly lush forart has 
taken on quite a ahlater .tmorphcrr, with rhlfting 
shadowa, glant apidm, and watchful cmaturea. At 
aeveral locations, foresters have k v e r e d  mu& CW. 
of large WOmA It is sald that during the fuU moon, 
wmurolves perch on the rocka and howl. h b #Id 
that h who hear this ccrk chow cannot nrbt the 
call and are drawn to the circle. h, dnce the 
tramformetkn of I1 Aluk, the %her river dlnetly wart of 
It has become davoldof life, Dead fkh flwt on k 
eurfsce, and the water he8 a ran, stagnant anell. 

nnmapd~tradlngcenterwhqnthemnrhadtwof 
FlecropdicbarcmbledbslorrbslngsMppadacuthto 
Fdkovnis, and Rlvab, a h a ~ c o m n n m Q  The famcr 
homadAulhCadkAvarpqdsoikrWlth4ntldS*. 
Slnce the lkh l o d s d h p p m m m ,  It b pmmably m#y, 
but nme ambmw enough to varHy WI fsct. 

local food krpply. 

The F ~ o f ~ ~ ~ ~  nl4ortmla: N#ok, a 

dlrappears from vkw. 
Combat: Oomlnic has the combat ablUtiea and rpeU 

apelIs. Rather, hlr voice can act as a suggtstfon spell at MY 
time, and hlr gaze can act ae a domfnatfon spell. Domlnlc 
himself Is complately lmmum to any sort of mental attack 
He avolde poreonal combat at all torts and has several 
powerful protectors who will fight for him If necauary. 

QtmpsUf to the shore. 
The Land Formerly known aa Darkon, Necropolis WM 

recently devaatoted when Azalln's dcomsday deulce sent 
out a wave of negative energy, turning the clty of II AI& Into 
a city of undead. Not much dre is known about the present 

The.@& Coaat-Thh regtcn has many Uny hhda 
a d  rSnacovea and h the hwforanwnbmdPl ld t  

trsp-Men trwuur cock. Most dthe cwr(lbu b a 
barren expmmdmck ud Icrub Howwer, Inthemnth 
I h . t h e t h r l v h g p 0 r t d ~ B . y .  OuWrthmthkpRall 
rtabk area, thaagh. thegaoOP.pkydthe Covt  
changcrconrtantly. The rock la prous sndumtsbb. so 
lawe chunks continuwly h k  offand colbp. WO the 
sea. Forthb reason, few hcinesorroadr are built c&e 

According to rumor, the coastline la being dallbszstcly 
undcnnlncd by a race ofundemata cmatweswho M 
j e a h  of knd dwellera. Other m s  malntsln that the 
d m  region h braaklng upin a prelude to the kurd 

II 
&ecU of a 7th-lewl enchanter, but he a ~ o t  actually cast opaatlons. n IS .*o -to - (paa, 

state of II Auk. since anv iivlno creature that mtei-8 the cltv Ascension. when the IMna WlSbllMt. shall be drowned 
automatically dies. Strarigeiy &ugh, momenta after the 
disaster, every lnhabltant of the Core knew that the land was 
to be called NecwpoUs from then on. 

Nccropolls occupies the northern third of the Core, 
atretching from the Sea of sohows In the west to the 
Nmumal Sea In the east. NcCropolh is a heavlly populated 
realm, with a wlde diveralty @racea represented. 
Thls domain lo dMded Intosix distinct raglons. In each 

ragion, the wave of negative energy thrown off by the 
doomsday deufce has had a different effect, though none M) 
drastic as that of II Aluk, which was wiped free of every 
living creature. Throughout ~ r o p d b ,  much remalns as It 
was before this terrible tragc9y. 

The 5hnd+Thia vast bog b &tted with m y  lakes, 
the largest collection of which la known as the Gnat Salt 
Swamp. There lakes are so uelty as to be undrinkable and 
devoid of all I&. In contraat, Stagnus Lake la fllled with 

.. ~. 

in the aea 
Rn recant wave of negative energy turned the sea gray 

andmstbss. strsngawh!&mob,mneuptoahuu!& 
feetincihnatm, arewrrsking harocwfthrhlpplng, NOOM 
knows * b causklg thqae WNrlpOols to appear. 

The mstbndeThe northan and eaatern fhgea of 
NecropdIs have no clear border; instead, they are 
hemmed in by the Mlsts. Thta d l  ofddukrg vapor in 
c o n r t ~ t l y  ahllting, somaimes M much ea a mile or two 
at a time. Pockets of thlr Mist also drift a c m  the ground 
in this m g h .  Some think that they hide the entrances to 
the un- lalm of the dark elves and goblins that 
plague the area. 

One of the oddcat featurea ofthe Mlatlsnds Is its sink- 
hdcs ofrllancc, which range from a k w  hundred feetto a 
mile in width. All creatures I& OM of these shrkhdar, 
act aa If they were vlctlms ofa sfhceapell (no saving 
throw permitted). However, these ainkhoioa am not per- 

make way for' the dead. 



The Mlstlanda contain threa major towns: Neblus,lthe 
rugion's capital; Nevuchar Springs; and Sidnar. Uven 
culture dominates this region. 

Since the destruction of I1 Aluk, the Eternal Order 
(the official church of Darkon) has weakened in thls 
reglon considerably, and a few other churches have 
sprung up. Nevuchar Springs now houses the lawful evil 
temple for the Church of Ezra. 
The Mountalns OfMlserU-This region is dominated 

by Mount Nyid and Mount Nirka, two volcanic cones 
that have lhin dormant for centuries. Recently, however, 
a thin plume of sulfurous, yeUow smoke has been 
righted over each. Combined wlth a recent increase In 
earth tremors, many fear that the volcanoes may be 
about ready to erupt. 

The rest of the region is made up of jagged foothills 
through which a number of rivers and streams flow. 
Much af thlh unexplomd area is home to goblins, 
kobolds, dark elvsr, darklings, and broken ones. 

One of the strangest phenomena in the region Is 
reported to occur at Lake Temporus, the source of the 
Tempe River. All around its shores are animalr Mndlng 
utterly stlll with their mouths lowered to the water. 
Oddly enough, they seem to be frozen in time. Also, 
ghostly forms are often sighted naar the two volcanoes. 
It is rumored that these are the mounta the dead will 
ride when they return to push the Uving from the land. 

Gold, silver, and gem mlnlng are the prlmary 
actlvitlea here, and two mining towns have sprung up as 
a result: the dwarven settlement of Tempe Falls and the 
gnomish community of Mayvin. 

The Vale of Tears-Orlginally known as the Vuchar 
Valley, this region used to be a fertile valley and a 
highway for boats. Snce the devastation of Ii Aluk, river 
trafflc along the Vuchar has come to a sudden halt. 
Vessels emerge frem U Aluk's canals wlth crews of 
corpses. Cut off from their marketa, the farmers of the 
Vale of Team now must watch in sorrow as their crops 
rot in the flelds. 

In addition, the Vuchar has been behaving strangely, 
rising and falling and carrying dark red silt. The more 
Imaginative compare the river to a veh that ebbs and 

that King Aralln has joined the ranks of the dead. In fact, 
aom belkve the enigmatic ruler of what was 11 Aluk, who 
is simply caUed Death, is Azalin risen from the grave. 

Culhlr.l Level: Varies from region to region. In the west, 
the I n h e  of Lamordia and Dementlieu, not to mentlon 
the coun0pdlt.n trade center Martira Bay, results in a 
chivalric culture. Howevar, the inhabkants in the far 
eaatern portiona of the domain exist at a &rk-age iml. 

The P o k  Although any m l k t  of Necropdb who 
came to thb land more than thm months ago fawerdy 
believer he has always lived here, the population of Mlr 
domain otighated on a variety of va6tly dlhrant workl$. 
Thus, Ita Inhabitant8 Include a mixture of difkmnt nm, 
styles, and philosophies. 
A b ,  since the recant undead Invasionr, many 

Inhabltanb of Nocropdl8 have triad to floe tow 
domains. Thus, Lamordla end Nova VMM have seen on 
Influx of permile88 dlgwa. 

The Law: Thw who dominate each of Necropdis's rlx 
regions take many forms. However, two thingethat they 
alt have In common are an evil naM and an unnwrving 
loyalty to the master of 11 Aluk, a cmature known only as 
Death. Cmatad by a prototrpc of the doomsdag dmlce, 
Death war pnrant during fha aalvauon of AmUn's 
terrible mhlne. Reaunbihg nothlng so much w t h e  
O h  Reaper, this mysterku creatum mptetely 
conmb all beinge withln the bordan of I1 Aluk. 

who b more interested in aolkitlng help to flnd a 

the populace. In the Boglands, Olennb HcFadden. a 
green hag, has secretly built up an anny of minlons and 
coUedons of evll spellr and potha to manlpubta the 
Inhabitants. Golf Kloggin, a wemat. runa of a gang of 
thieves that tanwtre the people of the Fonrt of 
Shadows. Beryl Sllvertmas, a dwarf vampire, UMI her 
great beauty to dominate the inhabitants of the 
Mountains of Mlnry. Yak0 Vonnoff, a vasaalich who died 
in Azalln's recent ritual, rules undisputdy in the Vak of 
Tean. PinaHy, along the Jagged Coast, a -1 lad by 
the name of Damon Skragg dominates and feeds on the 
nativas. 

The Mistlands are loosely ruled b s  Trillen Mbtwaiker, 

IllyShhU9 Nhed In t h e w  than anudly Cldm 

floG with the pdsa of the land. 
The Vale of Tean Includes small patches of fores 

orchards that have long since grown wild. Few fa 
enter t h u e  woods, desplte the pouible bountiful 
harvests. According to lagend, these wild orchards are 
inhabited by lycanthropes and gremishka (see the 
RAvENLOPT Monsrrrous CoMpulDKl~ Appendlx Ill). 

The major cities in this region include the human 
d e m e n t s  of Karg and Maykle, and the haMing flshing 
village of Delagla. 

It should be noted that although Azalin is believed to 

Native Player Characters: N a t w r  of N m o p d b  can 
be of any character classes available on the andpbna 
of Dread. Most prlerta In Necmpolb belong to fha Temple 
of tho Eternal Order, but thb religion b slowly dbrdving. 
h a w  ofthe widely held bellefthat thedead wlll r k  
againtorecfaImtheland(andthe~thstthisb 
pmwntly happad%), charactem from Necropoils suffer 
a -2 pansky to all fear and horror checks broughtabout 
by undead cnsturar. 

Parmnalitks of Note: Since the recent transfonnarkm 
fmm Darkon to Necropolb, many and terrible 
charactem have risen to plwnfnance here. Wkn 
Miinorah Ir one ofthe dominant pemondttier &the 
M a n d s .  Thb elf ghost actually I& as though he were 
still dlve, fooling most of the Inhabitants. Trillen Is 
obraued wlth Wing a mysterious tower he dllcovered 
in the Mlsb durlng h b  Ma, though be actuelly d w  nbt 
even remember what it contains. He died after 
6quanderlng all Of his wealth hnd Inadvertently caurlng 
thedeath ofhbbmtherintrylnO totlndthbtoweraguh. 
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Olennls McFadden Is thought to be an eccentric old lady 
with a knack for brewlng herbal remedia and offerlng 
comforting counsel to troubled folk. Unfortunately, thls is 
not true. Thb green hag recently fonook her dlsmal abode 
in the swamps and moved Into the heart of Vlakl to exact a 
slow and deadly revenge upon the communlty who killed 
her two sister hags: 

Oalf KloggIn la a halfllng wererat who has tralned a num- 
ber of fellow lycanthropas In the arts of thkvery. He heads 
a gang of bandits who are bulldlng a horde of treasure 
stored deep under Qalf s home In the Forest of Shadows. 
The midents of Rivalls do not realize that Galf la the head 
of the gang since his cohorts come and go through a serles 
of tunnels he constructed underneath the town. 

Beryl Silvertress Is a dwarf vampire obsessed with 
exacting revenge on the vampire who created her. She Is a 
member of the Kargat. a secret pdlce force that once 
served Azalh. She flrmly believes that her creator'a hiding 
place is common knowledge but that a great conspiracy 
prohibita her from learning his whereaboutr. 

Yak0 Vormoff was a mlnlon of AzaEin before the 
activation of the doomsday deofce. Currently, Yak0 
controls an army of giant flesh golems and has even 
created hls own maggot golem. Since Azalln's 
disappearance, Yak0 rules tha Vale of Tears In his place. 
Most importantly, Yako is MI1 searching for the phylactery 
that holds his splrit, whlch is presumably hldden 
somwhere In Castle Avernus. 

Damon Skragg commands a crew of ghosts on his ship. 
the Bount@l For the most part, he remalns anchored at 
Martira Bay In order to satisfy hls crew's hunger for mortal 
flesh. Damon and hls crew never leave the ship during the 
day and refuse to allow vlsiton on their vessel. Few beings 
know of Damon's status as an undead creature. 

Encounters: Almost any type of undead creature can be 
encountered in ~ecmpoils. Mso, because of the recent 
upheaval here, the chance of encounters is relatively high. 
Characters have a 40% chance every day for an encounter, 
and a 50% chance hvlce each night. 

Furthar Radlng: Necropolis and the despots ruling its 
regions are detailed In the Requlm campaign expansion, 
which dso Includes rules for creating and playing undead 
characten. 

DaMd)4rtrrlrIir 
SInce the mysterlous disappearance of Aralin, the Identity of 
the trua darklord of Necropolis remains a mystery. 

Ellsoonfa 
The Land Falkovnla lies In the northwestern quarter of the 
Core, mouth of Necropdls and east of Dementlieu. Forests 
blanket large portlons of thls domaln. Falkovnian Umber h 
towerlng and black, unllke the trees in any other region, 
and locals call these trees "viglla dlmorta,' or "sentries of 
death." In eastern Falkovnia, where the Ballnoks thrust 
toward the heavens, many of the trees have dled. The bark 
and leaves are gom, but the naked cores stlll stand- 
bleached almost whlte, like driftwood. According to legend, 
one t m  dies for every person Wad Drakovzxecutes. Some 
even clalm that the trees actually ignite, the bark bunting 
Into flames spontanemly. 

Large are- of thls dead for& have been clasred to 
make room for wheat fleld. Over the lsrt m r a l  years, 
Falkovnia has kcome the Core's 'breadbasket," 
exporting grain to virtually every othcr domain. The road 
between the towns of Silbervas and Aerie is lined by 
swaying flelds of gold In late summer, puxtwtd by 
mall farmhouses with thatched &. the dense wood is 
extremely difflcult to fell, and clearing roads mskes 
young men old before they reach dge thirty. 

Every sizable settlement Id Falkovnla Is linked by 
roads that ale wide and well maintained for troop 
movement. Lekar, the Con's largest city, l k s  In the 
western part of Falkovnla. Oyer flftean thowand peopk 
llve wlthln the walls of thls b U y  forruhd 
and nearly a quarter of them are roldkn. Ths cky'r 
location and the domaln's excellent roads make Lekar a 
natural center for trade. Merchants flu the rtmtr, 
handling wares from all the M n g  domains. A8 
traders bustle past, beggan glean what they em. They 
crouch In every doorway, pleading, thdr a m  rwchlng 
up to those who whlk by. Many baggars, crippled by the 
soldiers, cannot even stand. Most of Lakar's cltkens UM 
In squalor. The hvistlng alleya in the laborers' guclrte~ am 
fllled with sewagc, mud, and dung. 

Falkovnla has three other drsbls towns, emch with 
some degme of fortlflcatlon. -d. home to &dy- 
flve hundred people, perches on the northern border, 
near Niccmpolla Aerle, a vlllagc on the souUlan border, 
has a populatlon of two thornand. Morfmrl, in the 
eastern foothills, h home to some fifteen hundred 
people. Another flve thousand Falkovnlans llve in 
Silbervas, on the eastern ahore of Lake -1. The 
summer palace of the domoln's fqrannkal lord sits on a 
hill In the Upper City. When the wlnd Mows off Lake 
Kriegvogel, the city gets relfaf fmm the hot mummers of 
this land. when the wind blows from the north and L d  
Drakov Is In resldence, the acmamr of the victim he has 
tortured for his amusement can be heard throughout 
Sllbervas. 

Cultural Level: Medieval. 
The Pdk: Falkovnlans are a downtroddan lot 

overtaxed, overworked, and terrortred by Drdt6v's 
soldlen. Every chUd Is branded on the fonheed with the 
sign of a hawk, Drakov's mark, to make clear thah 
servitude. The folk desplse Drakoy, bUt dare not cum 
him In public; they do not have the stmngth to overthrow 
him. Traveling to another domaln Is forbidden to all but a 
few. Foreigners can cms the bwdem, but not *rwlout 
harassment. The language of Falkovnla is completely 
allen from all other tongue. spoken In the Core, sithough 
many Falkovnians also speak Balok or Dark-. 

In the cities and towns, people wear drab clothing. 
Even perceptive forelgners adhere to this custom, 
because no one wants to rtand out from the crowd. To 
attract notice Is to put one's life in danger. In more 
remote areas, life is still hard, but Drakov's s q u a d  are 
less oppressive. 

Fakovnla lr no place for demihurnans, Drakov has 
declared them atate property and considers them chattel. 
He encourages Intermarrlagq but the natives forbid it. 
Children with only one human parent are also clakncd by 
the state at birth. 
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Damatas at a6t qan 

Soldkrs represent the highest class of 
raikovnlan citizens, and only humans can 

be soldlers. Falkovnla's ellte are all military 
men flercely loyal to Drakov, Officers pay no 
taxes), travel without restriction, and ran carry 
weap6ns. Citizens who arm themselves have 
committed a capital offense, for which their 
entin famliy must suffer. 

Native Player Characters: Falkovnlan 
player characters cannot be warrlors. The 
only warriors a n  those in the army, and they 

remain a firm tool of Lord Drakov. Wlrards and 
priests are tolerated only as long as they do 

not appear to threaten Drakov's authority. or f the his most ldeh common of a perfect type kingdom. of adventurers Rogues from are 

Falkovnla. and the onlu ones who may begln play wlth 
any proflclencles in weapons other than daggers, clubs, 
or bows. All other heroes must find someone to teach 
them weapon skills aRer play has begun. However, all 
Falkovnian player Characters receive a +1 bonus to all 
fear and horror checks involving scenes of gruesome 
brutallty and gore, since It Is a common element of 
their dally Ilves. 

Personallties of Note: The domah's lord, Mad 
Drakov, colors all aspects of llfe In Falkovnia wlth his 
brutality. However, of late something resembllng an 
armed reslrtance has begun to form. Rumm tell of a 
mlghty white-haired humen warrlor named Gondegal, 
and some clalm that through brilliant hit-and-run 
tactics, a troop of kobolds have more or less drlven 
Drakov's twops from a reglon at the heart of the 
domaln. Thh Is not the flrst tlme someone has had 
limlted success agalnst Drakov, nor will It be the last. 

militia controls the domaln. Not ail are men-at-arms, 
however: bureaucrats &bo receive miiltary 
commlssions. Falkovnla has no pollce force, only the 
army (see "Encounters," below), so trials are 
conducted by a mliltary tribunal. Prlsons are few and 
virtually empty because punishment Is swlft and harsh. 

Drakov demands at least one execution each night, 
at the dlnner hour. He takes his meal whlle observlng 
the prlsoner's slow death.On special evenhga, as 
many as forty people are impaled on tall, thick stakes 
for his enjoyment. Occaslonaily he calls in an orchestra 
to accompany thelr screams. If Ravcnloft is a prison for 
the damned, then few deserve to be here more than 
Drakov. 

Encounters: Characters have a 50% chance for an 
inddental encounter In Falkovnla, day or night. 
Faikovnla holds very few undead, but the llvlng are 
horrid enough. The forests are rlch wlth deer and wild 
boar, as well as predators such as wolves. Near 
populated areas, half of all encounters are wlth soldiers. 
Most of them are 3rd-level fighters equipped wlth scale 
mall, spears, and shields. Elite flghtlng men are 5th- 
'eve1 fighters with banded mall and swords or polearms. 

adventure serles takes place In Falkovnia, primarily In 
and around Lekar and Stangengrad. 

The Law: Vlad Drakov rules Falkovnia, and hls brutal 

Further Readlng: Much of the Grlm Haruest 

,m 

appeanto be no more than fay. Ha d m d .  rix feat thlw 
inches wu with a wide, heavykmne. Hb skhr b a weauwr 
bastrnbroWrl.cmnuiby agesndloughtMng, a n d b  
feaurrr amcoarse, with bmo&g -yeyes n d a  
large, hmkbh nme. Hawesna M, uneven boud atmkad 
wlth gray, and hb Ugn kam h& b Ump and unksmp 
whanheopcnrhb~herhanh*perfect,whltetaah. 

Vladahmyrweansamsortofbattkdnu.HeslwaUy 
dons &In man wlth toreurn md &In plates, toppedwkh a 
black cape. Tha cape. whkh behvned h whltolinc is 
loorelygstharedbyathlck~bdtwilt ,amsulverl)va 
buckle farhlond into a rcnomlng W r  w, W r  
pcnond symbol. Apalr dga- .nd a rhaath (brorhlr 
rod oflhlflrrg) hang hwn h b  belt. 

Background Drakov hslb from the khgdun Thenol, 
whlch licr on the continent d T a d . s  on the Krym. 
In Thand, Dmkov hea&d a rnmxnmy band knownasthe 
T a b  ofthe Hawk." (Hb nkkname wets "the Hwk' md 
men were called Iyabns.") Vlad wna noted for hb ruthiem 
end brutal tactlcs. He worked fa whoever peid hbn the mom 
money, u d l y  the d l  f.natlcr d tWth. 

Conqwred Lands after a seadon ofloohg and pihglng. A 
fog swelled from the g r a d  asthey rodc, and the Mbta 
carried Drakov and his men hto Ravenloft. deporltlno tham 
on the edga of Darkon, the domsh dhafhthe lkh. 
I)rakov bdkvedhehaddbcowndanevkndudrtad 
to conquer a slice of It. He was nshn about the Damipbne's 
powen, however, and he undomahated the llch lord. 

Drakov WM a campalgn d terror. Hb t.knr vdwd a 
mall village. end he orderad a mau atMuIlon dthose who 
rdst8d. A, war his cwtom, he had them lmpsbd on thlck 
p h .  whlch were then planted in the ground to mate a 
grlrly gardm of agony. Vhd ate hb meair whya ha watched 
them dk. 

Then the famitlar spectacle char@. When the lsrt vlcttm 
c e s d  to Mthe end moan. the bodkr ttwmd hloromYar. 

Drakov's men. Mdy[ond cmutum, all dead, began to 

talom MI Into the W .  
A new dandn opened up lor Dnkov, and he became it. 

lord. He and hfr men sstued In thenew land and named it 
Falkovnla ('Realm ofthe Hawk"). Refugees from Derkm 
and other terrltorles @led acmol the border, hopbrg lor a 
better udrtcnce. Drdcov'r men enrhved many d than, but 
allowed others to d e  freely. 

or# evening long ago, Drskov'r lloupe dm k v h g  the 

hdh'lg themMtva Off the @OS. the C r e a W a D  etts)led 

swarm onto theMne from su ridsc In dempemtlon, the 



BeADle bvdof l took  him In, Dmkw wer Jut a 
w, htred by nden who IookeddDWn upon 'hls klnd." 
~ h e b  h u h  bumad hbn, for hc, too, wplrrd to d e .  Thedark 

0 t h ~  rukm and the strength to I d  fear and awe In them. 
His  liDmnrmaater8 wee no Iongar pmwnt to appreclata hb 
podtlon, and h l l n  of Darium was 80 powarful that he 
looked domn on D r a b  Just as Drakov's formar employan 
had. The other nearby nrkn were women and fops, not the 
powerh11 mn of war Drakov wanted to be acknowkdged by. 

Wad has tried to Invade Darkon at least Rve tlmes slnce 
he became the lord of hls own domain, and every attempt 
has falled. Each talon who perished on Darkonite wll 
Immediately became an undead wldler and m a  to flght 
against Ita formu comrades. Drakov has also Wed to 
conquer other domains borddng Falkovnla, but he has 
falled each tlme. The otmngth of the lords In thelr own 
domains make such conquests unrealWc. 

Currant Sketch: Wlth no lands to c ~ q u s r  and no leaden 
to imp~ess, Drakov has developed other forma of 
amusement. Hls favorltc @me remalns the observation of 
a slow death. No matter who or what the vlctim Is, he naver 
tlms of the slght. He urually takes hls evening meal on the 
terrace of his keep, overlooking the gmunda of hb estate. 
Whlk he dlnes, at least one v l c t h  Is Impaled on a ten-foot 
stake. As gravity draws the victim down tha pike, the body's 
descent becomes a sort of mater for h e  progresalon of the 
meal. When Drakov Invites guests to wltness the spectacle, 
an wheat14 plays In the background. 

Drakov'a other prhary Joy 1s hawking. He practicer this 
sport regularly. The hawks are tralned to attack on hls 
command, but he rarely dlrects thelr attacks a g a h t  people. 
He cherlshq the hawks and prefers not to subject them to 
potentlally deadly counterattacks. Wad has IMt regard for 
human life, but he Iwes his birds. 

ClosIng the Borders: Drakov cannot maglcally seal hls 
borders. Instead, he ordcn his troops to pawl them. Wid 
of closura spread5 quickly among the folk, akmg wlth a 
warnlng to travelsrs. Those caught trying to escape are 
killed on slght. 

endurnnce. NonahskM, he Is s t lU a match for many 
younger flgt$lng men. The land glves hlm energy beyond 
that of a normal penon his age. 

' 

Wad Is pmflcknt In the use of ahoat all battlefield 
weapons. In psrtlcular, he Is skilled In the axe, bow, mbce, 
flall, many polearms, and the sword. When striding Into 
combat he pmfem to carry a short sword and hand axe on 
his belt. He la also an excellent horseman. He chooses his 
armor to m a h  the sltuatlon. Whlle flghtlng on honeback 
he prefers pbte mall, and whlk on foot he favors chaln mall. 
In both cases he canla5 a shield. 

Wad I5 extmnely canny In battle, making superb cw of 
the terrain agalnst hls opponent. He stoops to any dirty trick 
and never abide5 by any rules of combst. On hls left hand 
vlsd wears a rtngofkactloh He alsocarries a rcdof , 
PaiMng In his rlght hand, or wean it in a sheath on h b  belt. 
The gauntlets dangling from hb belt am gauntlets of- 
power. He is not known to posls~ any other magical items. 

Mad hda  all magic distasteful, even though he uses 
magical Items himself. He dssplses soells and soelkasten, 

p o w e r r a a v C h l m * k ~ p o r l t l o n o f -  
not what he tNly dcrbad--the respect of 

Combat: Yean of battla have eroded Wad's 6hungth and 
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this rerktance. 

4tWll 
The Land: The small Core domaln of Keening wrrounda a 
dngle, lonely mountaln, which rlsw stwply Just east of the 
Shodow Rift and north of Tepest. Keening stems to have no 
llvlng Inhabltanta. At the base of Mount Lament Ilea a 
decaying town that once mlght have b e d  ten thousand 
people, but the llvlng no longer dwell hert-only zombles. 

Cultural Level: PTesently, Keenlng has no cultural kvd, 
but the town at the base of Mount lament was W by a 
chlvalrlc mclety. 
me P o k  ~eening IS lnhabltad by z o m ~ e s  whose 

emotlonless dally routtne moeks the habit8 of thelr former 
lives. They attack any llvlng baing who d a m  to lnterfers 
wlth thelr existence. 

The Law: A banshee called T r l o t e ~ ~  he5 upon tho 
mountain, and she 15 the d i n g  powor In Keening. When 
Trl8t08~ walls, travelers can hear her chllllng m m  the 
moment they c m  the border. 

Natlve pbrv Characters: There are no natlve playar 
characten from Keening. 

Encounters: Characters traveling through Keenlng have a 
35% chance once per day and twlce per night of 
encounterlng ld4 zombies. 

Further Reading: Detaila on Keen-hg and Trfrteua were 
orlalnallv featured In the gama acceuerv Oarklads. 



-d1[Lmbu 
lnstwm 
Banshee, Chaotle Evll 
Armor Class 0 str 
Mavamant 15 Du 
LeveVHitDlce 8 Con 
HIt hints 64 Int 
TttAco 13 WiS 
No. ofAaScks 1 Cha 
Damagc/Attack 2d10+8 (death touch) 
Special Attstka Death wall 3x per day (1 

durlne daylight), cripplli 
zing 
tch, 

spell-iIke -powers 
Need +I  or better maglcal weapon to 
hit, detect living creatures 

Spacial Defenses 

Magk Redrtance 50% 

8.w: Mlstakenly thought to be a drow, Trlstessa was 
a powerful shadow elf pdeatess of Lolth In the now 
abandoned underground klngdom of Arak. Trlstessa was 
banished to the surface wlth her newborn baby for unknown 
crlmes against her people. Exposure to the sun kllled them 
both, but Trltessa’s splrlt was absorbed into the Mlsts. and 
the dark powers granted her the mall land of Keening. 

Current Skatch Tristsw constantly searches for her loat 
chlld. She has gone mad wlth grlef over the loss of her baby, 
often destroying how she encounters wlth her pltlful wall. 

1 

Closlng the Bordsra: To close the borders of Keenlng, 
Trlate~a cnrates a wall of wind. No creature can fly or walk 
through thh wall or diminish It In any way. 

Combat: The banshee can sense the pmence of any 
llvlng creature In her domain, and she WIN seck them out to 
beseech their aid In locating her loat baby. She usually 
altsckr only those foollsh enough to begin an aacent of her 
mountain, or those who attack her Ant. 

Any who encounter the banshee must make succclrsful 
savlng throws vs, paralyzatlon wlth a -2 penalty or flee in 
terror. Any creature who hears TrMwsa’s wefl must mekc a 
succesmbl saving throw vs. d&h magic or die, beaning 
her m k n .  At wUI, she also can choose to crlppk wlth her 
touch. Any body part she touchea warp8 and Mats, cntuhg 
Id8 polnta of damage. However, the ddormlty s k d y  fadas 
away If the victim leaves Keenlng. 

When the dark powers granted T d a t e 8 ~  the dbmsln of 
Keening, she was glven tho followhg dmwllke ebiutler three 
tlmes per day: dancing Ugh@ IaUa fire (area of effect 
lncrrared by sewnty quare fwt), and darkness (at wlU). 
The banshee CM move these effects e& at wIU, and 
Wr renges ere om hundred e h e n  feet beyond the nom. 
(These abllitles have only further confused raporb of her 
true raclal Identity.) She has the following prlestasa abllltbs 
three times per day: cWnqmnce, dekct 11% suggesth and 

leultate, know allgrunent, and dctcct mgfc. 
Holy w d r  InAW Zd4 points of damage to Trktema, but 

dlspcl cull merely forces her to return to her lek for ld4 
horn. She is turned aa a spackl undaed, though prlests and 
paladins suffer a 4 penalty In these attempts. 

dlspcl t?I@C. % C M  ab0 UM h fodlOW1ng @h et wlk 

!l?epst 
The Lnd: Tepest is nestled in the Ballnok M ~ ~ n t e l n ~  
directly south of Keening and Nacmpolb. East T i m 1  Road 
(whlch used to cross the mounteins of RSvenloR, but now 
dead-end6 at the Shadow IUft) bisects Tepeat froin east to 
west. Near the center of the domain, the road hugs the 
southern shore of Lake Kmnov. The lake’s clear waters 
never freeze completely, though snow and Ice cllng to the 
surrounding peaks more than haw the year. 

Tbpest has two villages, Vlktal and Kelkc, wch home to 
abcut three thousand people. Mktal Ilea on the south- 
eastem shore of Lake Kronov, while Kellee Is about twenty- 
flve mlles east on the Tlmod Road. These are a poor folk, 
who Uve In m a U  whitewashed cottages with thatched roofs. 
As a matter of prlde, they carefully adorn the cottage walls 
wlth intricate floral patterns# and In the summer the wlndow 
boxes overflow with blossoms. 

Vlktallans flsh for sturgeon on the lake or herd goats and 
sheep. The lead goat in every herd wears a bell, and os the 
herden guide their ~ l m a l s  home at dusk, hauntlng clangs 
echo across the valley, The wood in thI8 domain bums 
poorly, causlng lots of arnoke; hence, drled animal dung 
often bela Vlktallen flres. 

In addltlon to the human settlements, Tepest Is home to 
an Indeterminable number of goblin tribes. The humanoids 
lair in caves in the mountains and hllls of the domain. 
preylng on travelers and shepherds. the  goblins, In turn, 
are preyed upon by horrid hags who also make their 
homes he*- 



Cultural Lev& Early medleval. 
The Poik~Tapestanl are fair of &In, wlth freckles. Their 

halr colors range from auburn to orengbh shades. They 
speak a tongue entirely dhlmllar to that of any other Core 
domain. ThW cl&hlng la dmple, conslating of cotton 
M o w  and a b  for the women, and loose-Rang 8hIrt.s 
and trousers for the men. 00th m e a  wear boot8 and heavy 
fun In winter, though adults and children allke tend to go 
banfoot as soon as the weather turns warm. 

Tepestanl are an extremely superrtltlour lot. They bellave 
the nlght la haunted by "little beastles" who kidnap small 
children. There was a tlme when the Tepeatanl humans shut 
thelr doom Ught against these creatures, huddling around 
their hearthr In fear. However, that began to change a 
decade ago. 

In 740 on the Barovlan calendar, the stars s h W  In the 
heavens, and two natlons to the west and south of Tepest 
simply ceased to exist. Where G'Henna and Markovla had 
m e  been was now Just an Immense canyon Rlled with 
dark, swlrllng Mlsta, known only as the Shadow Rift. 
The Tepetani could think of only one explanatlon for 

what had happened: rnaglc. The hags and "Ilttle beastles" of 
the night must have wrought evil spells that had destroyed 
entlre natlons. Fearful that the same might happen to them, 
the Tepestanl declared war on the creatures of the night- 
and all who consorted wlth them. 

NaHve Player Characters: Tepeat has no mages, so thla 
clau la not avallablc to natlve player charactem. Further, 
the literacy level In Tepest Is so low that hemes must devote 
an addltlonal slot to purchase the readlmg/wrltlng 
nonweapon profictancy. However. Tapestanl are remarkably 
well-Informed about the monstrous denlrens of the land. 
Whenever e Tepestanl Is confronted with a certaln kind of 
creature (or even hears reports of one), he has a 60% 
chance of belng famlllar wlth'the creature and knowhg at 
least one of Ita vulnerabllltles. (This check Is rolled by the 
Dungeon Master, In seflpt. If the check falls, the Dungeon 
Master may feed the hem false lnformatlon, dnce the 
knowledge comes from folk tales.) All Tepertsnl priests 
belong to the clerlc class described In Appendix Three: 
Character Ciasaw. 

Personalltlas of Note: w a n ,  an elderly priest In Vlktal, 
spearheada the crusade agalnrt the 'little beastJes." Thls 
crusade her managed to daltroy m e  of the land's more 
foolish hag% but several innocent bystanders haw also 
been targeted. More than one unfortunate elf traveler was 
declared a Wght-creature" and dah. Almost a dozen 
innocents have been destroyed thh way over the last ten 
years. Wyan and hla crusaders are well-meanlng, but they 
are becoming Increasingly overzealous. 

something of a militla In Tepest. They 
1st-level fighters and 1st-level clerlcs. 

wlll enter the dim forest of Blackroot, an evil tmant with 
particularly terrible powers. 

very common In thin domain. Fortmatsly, the 
voracious aweUte of the hags keeps th& numbera In check. 

The Law: Wyan and his crusaders hove become 

Encounters: Those who travel southwest of Lake Kronov 

M even mix of 

Gobllnr 

Dwhbubrlm#wc 
Tapart Ir a unique domain In Ravenloft as khas three lords, 
although they are sll bga. 

Annl.,Eh.OtlcW' 
Armor Claw 0 19 
Movement 18 16 
Level/Hlt Dice 7+7 .on 17 
Hit Points 78 nt 14 
THACO 13 I Ui. 1s 
No.ofAttaeks 3 Cha 3 
Damagc/A#ack ld8+8/ld8+8/2d4*1 
SpeclalAttacks Seehiow 
SpeClalDefenees seebelow 
Ma@kReslslance 20% 

dlld. 
saaii.g,Quotlcevll 
Armor class 2 
Movement 18, Sw 15 
Level/HftDIce 5 
Hlt Points 39 
W C O  1s 
fi0.ofAttacka 2 
DamagelAttack ld4+6/2d4+2 
SpecialAttscka Seebelow 
SpeclalDefense# seabelow 
MagkResistance 50% 

d. 

Annor Class 
Movement 
LeveIlHit Dke 
Hlt Pdnts 
THACO 
No. of Attacks 
DamageIAttack 
Special Attacks 
Special Defense8 
Maglc Rbslstance 

w, pkutnl evo 
-2 
18. s w  12 
9 
81 
1 1  
2 1 

ldZ+6/ld2+6 
sea below 
sea below 

like all h a g ,  the three slatem can changc &ape at VU, 
assuming any appearance they Uke. Howwer, no shape 
I ,ily pleases' them, for they alwayr see t h e d v w  and 
I :h other as they truly are: hldeou, wretched, scrawny 
creature#, with wrinkles, baggy skin, pointed noses, shaip 
black teeth, and warts. In addltlon, each sham common 
characterlrtlca wlth other hags of her type (.ea the 

Background A8 bablea, tha three hags were I& upon 
the porch of Rudella M M a k  by Iairles In w n a e  to 
her ardent wish for daughters. cough her husband 
Holger, a farmer, had no use for "weakling daughters," 
she insisted on rearing them. The girls were weak and 
slckly at Rmt (as thelr reluctant a d W v e  father ,hared\ 

Monsrrcous MNwALm tome). 

~~~ ~~~ 

. but &ngthe&d as t l h  went on. Meanwhlle, Rudella' 
sickened and eventually dled, somehow dralned of her UnfOrtunat& the hags also-hung& for human md 

d?mIhman flesh. Tnvelan In Tepeat have a 50% chance of an 
encounter once each day and twlce each nlght. If charactem 
venture into mmote amr,  the number of roils doubles. 



mer his wlfe’s death, Holger unsuccessfully set about 
trylng to rld himself of the glrls. Eventually, he accepted 
the fact that they could not be dismissed and grouchily 
demanded that they keep his house tidy and cook for 
hlm and hls sons. 

Often leR to themselves, the girls spent much time 
plottlng how they would leave the farm behind. They 
needed gold to make It on thelr own, but they dld not 
know where to get It. Then, a wealthy man might 
shelter at the farm one stormy nlght. and they murdered 
hlm for his money. Rather than bury the body, they 

Eventually &ey reallred that they could not make 
enough monay thls way, so they decided to entlce some 
traveler to take them away. Before long, a rogulsh dandy 
came along, but he had no lntentlon of taklng any of them 
away wlth him. Instead, he maaterfully played them 
agalnst each other until thelr Jealmy for one another 
waked. Ultlmatelv. thev murdered Mm so that none 
would lose him, bbt as k e y  did SO, the Mlsts clalmed 
them, deposillng them In the new domain of Tepest. 

Current Sketch The hags have not been in Ravenloft 
long, and they am not well known by elther natlves or 
travelers. The gobUna that plague their domain are a more 
lmmedlats and vlslble threat, so those camlvorous 
humanolds are always blamed for the dlsappearance of 

hags are responslble for 
many of those deaths. for 

natives and 
travelers. In fact, the 

they have baccine gourmet 
csnnlbals. They use trlckery to 
enmare their vlctlms and then take - ~ 

them back to their Innocent-looking 
whltewashed cottage In the woods for dlnner. 

sealed, a vlolent storm encircles the domain. Stlnging 
raln, snow, and bolts of lightning drive travelers Inland, 
toward the lake. Magic does not affect the biram storm. 

feed for pleasure more than for survlval. Each hag can 
devour an entlre man-shed creature In ten mlnutes. 
Their steely claws and Incredible strength help them 
flnlsh the Job qulckly. 

aRer two rounds. there Is a 35% chance that she wlll 

Closing the Borders: When the hags want their borders 

Combat: The slsters have ravenous appetltes, but they 

Each hag can mimlc the volce of any creature, though 

cackle strangely. Each slster also has the natural ablllty 
to change shape and size at wlll (as the wizard spell 
shape change). If and when one of them reveals her true 
appearance to an unsuspectlng vlctim, he may be called 
upon to make both a fear check and a horror check. 

Casting together, the slsters can Invoke the followlng 
maglc: anlmate dead, control weather, curse, d m ,  
forcecage, mlndblank, polymorph other, veil, and uislon. 
They can use these spells twice per day, casting as If 
they were 9th-level mages. Because they are 
telepathically Ilnked, they need not be near each other 
as they cast. The connection is natural and 
instantaneous, although engaglng one of them In battle 
or any other preoccupying activlty preventa them from 
casting thelr group spells. 

Slngulady, each slater can cast the following spells at 
wlll, once per round audfble glamer, fog cloud, 
Inulslblllty, pass wlthout trace, speak wlth monsters, 
and weakness. 

Each hag has her own abllitier as well. Laveeda, the 
annls, can smell human flesh a half-mlle away-up to a 
mlle away if the wlnd blows the scent to her. If she has 
seen the person before, she can ldentlfy who it Is by 
smell. Also, her hearlng Is so acute that she cannot bs 

c&ed it Ink stew and w e d  It m-thelr un&spe&ng 
father and b r o t h e n h a t  plan worked 80 well that the) 
continued the Dractfce for several vears. 

surprlsed. In combat, I f  she makes three successful 
attacks In a single round, she has grappled her 
 opponent; all subsequent attacks automatically hlt as 
she heartily rakes and chews her vlctim allve. 

Lctlcla, the sea hag, can cast a deadly glance, up to 
three tlmes per day, on any creature wlthln thlrty feet. If 
the vlctim fails a saving throw vs. poison, there Is a 25% 
chance that he dies of sheer horror and a 75% chance 
that he becomes paralyzed for three days. 

Lorlnda. the grecnhag, can move through the forest In 
absolute rllence. She also imposes a -5 penalty upon . .  
opponenu’ surprise rolls in &at environment. 

thlngs. Any mlrror wlll crack If one of them looks Into It 
(much to thelr embarrassment and rage), and runlight Is 
palnful, preventing thelr ablllty to shapechange 
(although It Inflicts only one point qf damage per turn). 

Mirrors and sunlight are the slsters’ least favorlte 
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hls Mctlon contalns lnformatlon on Mordent, 
Valachan, Rlchemulot, Verbrek, Slthlcus, Invldla, 
Borca, Barovla, Kartakass, Forlorn, Harlan, and 
Nova Vaasa. 

l l m  Land: hrdent's western show b o w  the Sea of 
Sorrour.. Swr cMfs overlook the turbulent sea, though 
few excaad lone hundred fifty feat In helght. The beach- 
ora rocky, qnd In most plow,  the wave break over 
brmldem, ewptlng into #pray. Beyorad the cwh, the land 
-her I+ great axpanwe of forest or rdlls gently, 
becomlng m, and a few small pock& of land lie 
below sea I el. 

w&'River flows north th- Mordent to 
Mordaqtahln, the domain's only major settlement. Them, 

s Clbr~ptly and am- hto the Arden Bay. 

quiet herbo~..Mordentrh~ boanta a population of about 
two t h o U ~ l d  people. It abo h o w  the lawful good 

Church of Ezra (see Chapter 5). 
Tko not orthy estate8 are located near Mordentuhlre: 

the Houw oh Gryphon HUI and Heather Houw. Locals 
know the *eon Gryphon HIU 01 the haunttng grounds 
of Lord Oodproy. It Ir an avtl piece flllad wlth terllble 
creatures. Heathw Houw la the Weathennay family 
estate. nls handly owns m o d  of the land dlrectly 
aouthwast of town. 

: FolkIMordent's natlvea are of avery s h  and 
__._., but all are human. Tha language spoken here Ir 
idantical to &at of neighboring b m e n t i ~  except that 
msldents of /brdent have a sllght drawl. 

Laboren b MordeaUahke are mortly finhermen, taut 
and lean froqn thelr work. The wa ls thelr Hvelulood, and 
they mwwd mrpaa  for those who a h  make thelr llvlng 
han the se . Peawntr who redde away from the vlilaga 
tend to be 

Nearly avpryona In hrdenbhlre knows the b s e  on 
Gryphon HlU Ir haunted by the d s r r  splrlt of tiodafioy 

IMe' (with r e a m ) .  However, they de  not thhk 
such c n s t u ~ s  can Invade thair homu. As the local 
wylw goes, "Don't vlst &I, and It won't VU you." 

Most folk ire well mannered and friendly toward 
s!mngem, yqt they ramaln pdh, mewed, and often 
oecretlve. Mqrdentbh folk heve masted the art of 
verbal evaelqn. They wlll chat for houh about 
meanlngleu itrlvla, but they will rarely answer a p a m a 1  
q W o h  Wysn a Uoryklkr Is pmsed Into actkm. he 
WIN uawlly $are an d d  tale about an a1chemi.t In 

soul fre4n any behg .ad crat It into 

ated hlgh on a chsiky cliff, overlooks the 

"-'tural bvek  Randoanca. 

, 

w hIgMy supemtitio~ people Mieve 
bnd 0 t h ~  creature8 from We other 

Inventad an Appamtw k t  mme MY 

It In another body. (Mdantish 
parents oftsq scara theh chlidnn with thb version or 
Wa.lngly my1 'You c w m t  be my chlM. The Apparatus 
must have ae@t you.") Qthm clabn the Apparatus can 

Individuals. The Apparatus was supposedly destroyec 
but no one knows for sure. Most natlvu belleve the 
entlre tale Is RcUon. 

Natlve Player Characters: I.larr#. from Mordeat nuT 
be of any chSr&ter clau allouad to nm&ivm oi- 
Demipbne. h e t o  thefactttmklhayh.va baa- 
toblsrof gho& end othw mmwpomd crw&m&rlnce 
ch lk lhood~~rec~a~2bonuI tod lkarn4hDI lor  
checks lnvolvfng such creaturea. 

Weathennay-Foxgrove are the twln daughtcm of W e 1  
Foxgrove. Thelr mother, Alice Weathermay, dlad gMng 
blrth to them. At nlnateen, the two young women have 
exceptlonal analyUcal and flghtlng skllls that Mdent ' s  
more proper folk feel am unladylike. Fdlowlng In the 
footsteps of thek Ilfe-long Idols, thelr uncle George 
Weathermay and the famoua achohr of the macabre Dr. 
Rudolph van Rlchten, they have embarked on a careqr of 
Investlgatlng and defeatlng evll supernatural creatures 
and phanomena. 

Mordantshire's most famous mldent. in hls apartment 
above his small herbalism shop In Mordent, h. van 
Rlchten penned such works as Gufde to Vampfres, Gufde 
lo Rends, and Oufdc to Ghoab. ell drawn fromqaenoal 
experience wlth thp dark creatures that haunt the knda 
of the Coca and beyond. Van RIchtm, howqker, 
dlsappeared rscently. BO the herballun shop Is Mng 
managed by Oennlfer and Lourla on behalf of the doctor 
untll he resurfaces or an helr comes forth. 

The Law: The mayor of Mordentshlre, presently Daniel 
Foxgrove, ls polltlcelly tho moat powerful pemon In 
Mordantahin. However, whenever laws are passed or 
CIVIC d e c l r h s  are made, the mayor always flnt 
conslders the possible reactlono of the restleu splrlt of 
Lord Godefroy. The mayor ls supported by a pdlce force 
of Id-level flghtem who  Iypkally wear \eather armor and 
carry footman's maces. 

Encounters: No lncldentol encounters wlth monsters 
occur in 01 around Mordentrhlre. This doen not Include 
the forests near tho town, where creatum of the nlght 
am as plentiful M the wlldllfe, Just the town ihelf and the 
mclrby tamd.nh. l%comMm hllevn moyinchde 
VWant, atrange fdk, 01 Ordbury i.nlnsh, hpma. In 
C o n m r t , t h e o l y p h o n H l i l ~ ~ ~ k * l l d  
m-* a r p s c ~ l y u n Q o d ( ~ ~ . n d  
kh-t. LY-~ pwtkvMy w m w d w  and 
werakurae, may bo ancourt.rrd la t)rr sou?bm 
porUondthedOEMln.Away 
MI, chuactem b v e  a 25% c 

Personalities of Note: Oannlfer and Lourla 

At one tlma, Dr. Rudolph van Rlchtur was 

ofammnmhgoneofwk.#  
by d.y; -nloMtollthe chance 

ADCD adventure Rsuenloflll: The H o w  on 
Gryphon HIII. Howls In the Nfght Is a more 
recent vlslt to the domaln. 

I 







~ ~ ~ d m d ~ t t t  
Lord Wlllrrd Godefroy 
Ghost, Chaotle Evil 
\mor Clas 0 Str - 
qovement 9 Dex - 

I Con - 
I Int 14 

11 Wis 11 
1 Cha 15 

tack Nit 
icks Ages victims ld4x10 years 

Immune to spells that affect the mlnd 
and blologlcal functions 

5 NII 

a r m  Godefroy is a ghost. As such, he appears most often as 
3 transparent figure. He wears a hlgh-necked, ruffled shlrt 
md a close-flttlng black coat with tails. His gray hair Is 
pulled back tightly and worked into a complex knot on the 
back of hls head. He appears as an old, stooped man In hls 
seventies. hls face deeply Ilned, brows knit together, and 
eyes squinting harshly. He sometimes wears pince-nez 
fastened by a chain. HIS expresslon la always severe and 
unforglvlng. 

Background Lord Wllfred Godefroy Inherited the 
Gryphon Hill eatete In Mordent. He married Estelle 
Weathermay and they had a single chlld, a girl. Godefroy 
was disappointed, and he was an evil man with a vile 
temper. Dudnn I fit nf rage b killed his wlfa and when the 

The Land: Valachan Is a rugged, brested dcmaln In the 
h w e & r n  comer OF the C m .  lta Mgea and numeIOuj 
small canyon8 make overland travel dlfflcuit. Common 
wlldllfe Include dm, moose, boom, martens, beam, 
panthers, ea&a, Md ravens. 

Valachan bwrtr thne topnu of not.ble sire: b g d ,  
populstbn fifteen hundrrd; Rohvald. fcur thourand; and 
Helbenk, thlrty-flve hundred. Bamn von Kharkov's bmeaa, 
Cade Pantara, Be8 between Rotwdd dnd Helbsnik, couched 
on a CUR above the mIn mad. 

1: Medieval. 
achani natives are tall and black-sklnned. 

Th.,, lmll ,. .dlght and Mack. and both men and women 
wear It long. They tend to be lean end k i y  muscled, 

- .& .. 

Ynlndan 



stonecutting, The Valachani drass simply, In baggy 
trousers, tunks, or smocks. Jewelry Is rare, though an 
occaslonal earring, bracelet, or ring can be seen. The 
Valachanl language bears slmllarltles to that spoken In 
Hazlan. 

Natives of Valachan also frequently suffer from Whlte 
Fever, a mld flu that develops at night and leaves Its 
vlctlms listless and bedridden for several days-or so they 
beilave. In truth, the feedlngs of the darklord and his 
nosferatu slaves cause thls common complalnt. 
Slgnlflcantly, the Baron rarely kills hls vlctlms. Though hls 
rppetlte Is Vast, he prefer8 to bleed several vlctlms 
:onservatlvely each nlght rather than drain one or two to 
death. He imposes the same restraint on hh vamplrlc 
ilsves. 

Native Pbyer Characters: Valachanl player characters 
:an belong to any class allowed In Ravenloft. Rangers arq 
rery common in thls wlld land. 

PersonaUtles of Note: Baron von Kharkov's chief 
mforcer of law and order is a mystarlous elf woman who 
always wears a vell. Despite being the leader of the baron's 
tax collectors, she has been known to relieve an entire 
vlllage of tax burden If a young man of her choosing wlil 
Join her In the woods. The man Is always of exceptlonal 
good looks, but he always returns home that evanlng wlth 
hideous scars across his face and body. He never recall$ 
what was done to hlm. 

in Iron flst. He Is rumored elther to be a vamplre or a rare 
orm of lycanthrope known as a werepanther. 
The folk recognlre the Barorfas thalr lord and ruler. He 

doas not tax them harshly but often summons them to 
work In his keep at night. The work Is harsh. and the 
laborcn usually return home wlth a case of Whlte Fever. 

Once pcr year, the Baron demands that a young woman 
leave her family and become his brlde. She rarely lives out 
the year. Tht people assume that she either kills herself or 
dles from hY abuse. The truth Is far worse. 

wlldllfc-deer, boar, and moose being the most common. 
large predators include bean and, surprlslngly, panthers. 
The vamplrlc spawn of the Baron haunt thb woods at night. 
The chance for an encounter Is 25%, twice durlng the day 
and four times at nlght. 

Further Reading: Baron Urlk von Kharkov, the darklord 
of Valachan. Is further detalled In Darklords. 

The Law: Baron Urlk von Kharkov rules thls domaln wlth 

Encounters: The forsot8 of Valachan are dch with 

Darrd~dlT&Qtn 
Barn Ullk von Kharkov 
Nosfaratu Vampire, Lawful e\m 
Armor Class 1 Str 18/00 
Movement 12 DeX 18 
Level/Hlt Dice lOc2 Con 19 
Hlt Points 50 lnt 17 
THACO 11 (8 w/weapon) Win 10 
No. of Attacks 2 or 1 Cha 17 
Damage/Atteck ld3+6/ld3+6 (bite plus Strength 

bonus) or by weapon 
Special Attacks See below 
Special Defenses +2 weapon to hit 
Mry)ic&ktqnce 'n% 

\ 

Baron Urik von Kharkov Is a black-&Inned man atendlng 
Just over SIX fcar tall. He 1s broad rhouMend and q u k  
muscular. HIS eyes are an unusud rhsdL of yellow, and 
when he grows angry, they change from mmd pup% to 
the slltted on- of a cat. HIS halr Is stmight .nd bhk,  
usually kept meticulously $roomed. 

life as a panther, but 
ha was p o l y w h e d  Into a tull-g~ou~~ human by a Rad 
Wizard of Thay. He was promptly nomed and titled by the 
wizard, then schooled and trained for combat. Bacau~ of 
his feline heftsge, ha displayed a atmag tendency toward 
violence and treachery. 

Eventually the R e d  wtwd bmught Von Kharkov together 
with a female m m y  and aUowed them to become lovem. 
He then &palled hb polymwpttlng magic, alkwlng the 
panther to tesr the woman to &reds. Having forgoth hb 
true roots, Von Kharkov was horrltled by the tnnsbmnth. 
He 6Mpcctad that the whafd meant to w h i m  for rubes- 
quent sssaulnetions, so the men-pnthar fled Th.y and 
stumbled Into a bank of-, whlch tmn~portcd hlm to 
Darkon. There, he learned of hrdla's secret undwd pdlcc, 
the Kargat, so he sought out a vamplre to Induct hlm Into 
the ranks. When his master was killed twenty yam later, he 
fled Into the Mats once more. This the,  the dark powm 
embraced him and mated the dcmein of Vdschah 

Von Khsrkov qulckly aqwtad to hb nay prison. He 
learned that It was stocked with b k k  laqurdr and 
domcsffc cat8 to do hls blddlng. Also, h h  hen& p w  fur 
and retractable daw (whlch he hkbs wllh gloves). 

bckground Von Kharkw 



Yeam later ha found a small rtaucttc of a cat in the lower 
m o c k  of his keep, whlch proved to be the Cat OfFcllcoulc. 
The magkal Item eventually hunted hlm, but such was hls 
confidence In hlr lordly mlght that he dld not fear it, LO the 
cat mauled him badly. To thls day, that nmgkal Item Is the 
only thing he truly ham. 
currant Sketch Von Kharkov has been a panther, a man, 

and a vamplre, SO he n t s l ~  m e  abllltles of all three: He 
her the qulck and feroclow temper of a great cat, the 
Intelligence and crwtlvlty of a human, and the fell powera of 
a d r a t u  vamplre (see the RAwurwrMonmKXrs 
C o w w r w ~  Appendix No. He hatea vampires not created by 
hlm and wlrardr above all other things. 

Uorlng the Borders: When Baron von Kharkov wants to 
real his domain, the forests become pathless. Charactera 
who enter the woods become dlrorlented as they Rght their 
way thmugh ever-thkkenhg undehrush. After an 
exhswtlng effort. the would-be escapees fhd thcmselvw 
f i l l  In Valachan. Those who try to fly over the trees are 
marcileasly attacked and drlven back by hordes of bats. 
Combat: Llke all nosferatu vamplres. Von Kharkov 

drains blood rather than llfe force (experience levels). For 
g m e  purposes, thls Is a loss of Constitution polnts. The 
Bamn can draw one to three poIntr per round, and he 
heals one polnt of damage to himself for every polnt of 
Conrtltutlon he d d ~ .  If a vlctlm's score reaches 2, then 
he Is at death's door, and only an Immediate blood 
traMluSbn will save hls Ilk. Otherwise, the vlctlm's More 
continues to drop by one point per day. whether or not Von 
Kharkov attacks. When the Constitutlon score drops to 0, 
the vlctlm des. If the victim Is not reduced to a score of 2 
or less, he recovara one point par day until the orlglnal 
score Is nganed. 

Anyma who has bwn bltten by the Baron can be 
tekpathlcally contacted by hlm anywhere in Valachan. and 
unku the vlctlm makes a succeuful MVhg thmw VI. spell, 
ha b subJecttothe effecb of a charmspell. Ofcoume, 
those Vmo dla d the Baron's attacks rise as hls mlnions. 

but the intunid victlm Is allowed a wvlng throw vs. apell 
with a -3 penalty. A second form of hls gaze attack  work^ 
Uke a @get spell, causlng the vlctlm to low all memory of 
thepmviowthreerounds.Heurerbothofthesegate 
eltacks whlb dnlnlng hls vlcthn, so hls assesulCI are rarely 
mlnembmred. 

The Baron can extend hls claws through his gloves and 
use them to sttack for ld3 polnts of damage per hlt. He also 
can W e  the form of a penther at will (but not a wolf or bat). 
gaining all abilblm OF a natural cmatrrra of that form. HIS 
stst*tlcs In panther form are pmented below. 

Von Klurkov's p.nttmr form: AC 6; MV 18; HD 10+2; 
THACO 17: #AT 3 Dmg ld3/ldJ/ld6; SA rake wlth 
mar chw (ld6/ld6) when both fore claws hit: SD 
WprlMdOnlyona l;SZM;IntgenIus(17). 

The Baron can charm mortals (M the spell) wlth his gam, 

The Lancl: &hemulot la a land of fores&ed wilderness. 
Here and there, travelera wiU flnd Isolated farms, 
woodsman'* ccuages, monasterlar, or even a wizard's 
canpound, but* majority ofthis domshr's sparse 
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poputatlon Is Centemd in and around ftr three large townr: 
Pont-a-Muwau, Ste. R o w ,  and Mortlgny. At least a third 
of the bufldlngr In each nettiemant Me emw or In rubu. 
Slxteen t h o w n d  pcoplc live in Pont-a-Murew, but the 
clty could house nearly twenty thou~nd comfortably. 
Much of the clty Is boarded up and Infested wlth all manner 
of vermln. SlmHarly, about sIxty-five hundred folk inhaWf 
the once-grand city ofSte. Ranges, leaving homcr for 
another twelve thousand cltlrena vaunt. m y  houses 
elght thousand people, but if tbe buMlngr are my 
Indication, another Rve thou~nd folk once uvad there. Pi0 
one k- where the Inhabitants d these citlw vanIAod 
to, but they were already ldng gone when Rlchamubt w n  
flrat notlca(i routhwest of Fdkovnls. Not even the ~ t i w s  
of these clties know where those other resldenta have 
dlsappcarrd to. As far as anyona can rtmemlyr, the cltiei 
of Rlchemulot have always been pertlally abandoned. 
Rumom abound that ltrrnr of ~ICOM powar and greet 
caches of gams and gpld stlll lay undkovered In the 
crumbling structures. 

Rkhulor's settlements are known for thdr finely 
constmcted sewer systems. Wenrate llve h these 
labvrkrthine tunneb. 

I: Chlvslrlc. 
t people af Richemulot are gencralty fsL of 

hair and &In, ww1 blue bdng the most c~nmanaye cob. 
Black half la generally found only among the land's more 
povrwful falnllie8, prttCular1y-the Ranlarr--thc domsin's 
nlungfnnlly--amlthelrcourin. 

Every farnUy In the cltlarof Rkhemulot Inhabba laga 
home or s e k  of bulkUn+as much as they can fill 
comfortably. Mort edlflces h w  fallen Into ruin or dbrepeak. 

thhp they own-almost everything they hbve was 
sbsndoned by someone before them. Alw, rwry perm In 

found in neighboring lands Ir not typically found In 
Richemulot. 

Materfal possessions do not equate to status In 
Rlchemulot. Instead, lnfonnatlon m a n s  power In this land. 
For W ream, faahlon and jewelry sn less importent in 
RkhemU thsn'ln other lands (aithough there sn rtlll 
sharp cwfsrances between the loone ahirtr andtrouaem both 
men and women wear normally, and the extrwagmt .uk 
waistcoats of the men and vollrminous, bare-shouldered 
dressel ofthe woman whan R c d  totormsl occadau 
and balls). 

The population of Rkhemulot is dowly gmlng.  Many 
. 

folk flea thelr homelands In Falkovnla, InVKua, or 
Demantlleu In hopes of making a barer I& In Rkhamrlot. 
Some wcceed, but others vanhh without trace. Many of 
those who vanlah do 10 after attempting to challenge the 
Reniers or one of Rkhemulot's other powerful families. 

Many tongues are spoken In Rlchemulot. but the two 
moat common are Palkovnlan and a dialaa of the language 
spoken In Dementllsu. T M  dlfkenw between the 
languages is most obvlpus on the wrltten Id, as the 
written langwge of Richemulot bandr to be more 
phonetlcally orlented than that of Dementlieu. (Educated 
men In Dementlieu tend to view natives of Rkhemulot w 
borderline Uliterster. while the tdkr of Rkhemulot view 
themselves OS practJca1.) 

The peopk of Rlchunulot are not poMuslve about the 

thlt domain aDpear8 affluent, and the poverty and Mrvation 
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Native Player Characten: Every class aUowed In 
davenloft may be found In Richemulot. Wlrardr and priests 
tend to be highly respected, due to their ability to wrest 
magical 
Itself. All &hemulot MW- may take the local hbtory 
nonweapon proficiency for free. However, they do not have 
much Information about their clties and who bulk them, 
inrtead possessing lnfprmatlon on what famllies are 
currently allled wlth whom and whlch fsctlons might be 
planning to move against another. 

Peraonalltles of Note: The Renler family and their 
relatives are the center of power and social llfc In 
Rlchcmulot. None of Rkhemulot’s slngle women recelve as 
many wHom as Jacqwllne and her twln slster Louise. Both 
5k at the center of an extensive net of Informanta (although 
only thelr relatlves reallre that the sbtem are wererats and 
that thek information network Includes all manner of vermln 
as well as human spies). 

Moat folk In Richemulot know that an Intense rlvalry 
exists between the Renler twins. Despite the many suitMt 
each receives, neither has yet manled, nor has elther been 
known to have been courted by a man for more than a few 
months. Eventually, all of thelr sultors etther vanlsh or arc 
found daad. 

The Law: Jacqueilne Renler has ruled Rlchemulot for 
almost twenty-flve yeam. She Inherited the rulershlp when 
her grandfather Claude died In 726. Devoted to Richemulot 
and keeplng her family In a posltlon of power, Jacqueline 
has attempted to enforce precious few laws, save one: Each 
citizen Is required to own at least one weapon and swear 
fealty to the country of Richemulot, promising to rlse in I t s  
defense should It ever be invaded by Falkovnla or another 
enemy. Other than neadlng to adhere to that minor 
guldellne, any penon Is welcome to settle In Richemulot’s 
cltlsr or empty countryside. 

Wererat refugees from other domalns are particularly 
welcome In Richemulot, although they must swear fealty to 
Jacqueline pemonally. Most folk do not know that wererats 
infest the land, but those who do have not yet determined 
who leads them. 

Encounters: Rlchemulot Is not a safe place to wonder 
alone. Durlng the day, the chance for a group of charactem 
to encounter a band of wererats aet on sport b 50%. Roil 
once for a group of playar characten. At nlght roll twlce. (If 
a character la alone or has just one companion, roll for two 
encountem each day and three each night.) Night 
encounten are wlth elther wererats or some form of undead. 

Jacqwllne Rmbr 
Wererat, ch.otlc Rrll 
Armor Class 10 (6) 
Movement 12 
LevelIHIt Dice 3+1 n 
Hlt Polnta 16 
’IHACO 17 wis 9 
No.ofAttacka 1 Cha 17 

from Inanimte obJecta and even the alr 

MdJlMmUbt 
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DamageMack By weapon 
Special Attacks Surprise 
Special Defenses N n d  silver or +I or better maglcal 

weapon to hit 

1 





Current Sketch Alfred Tlnrothy hates all other forms 
of lycanthroper and humav. However, he Is wlse enough 
to not actlvely agitate againrt the surrounding human 
populatlon, or thome of great hyslleal powen. As such, 
the werewolves of Verbrek &rate the Vlstanl and anyone 
In their charge. Any traveler who enten unlnvltad, 01 
without a Vlatenl escort, becpmes 'game"-meanlng both 
"prey" and "entertalnment." Those caught by the 
werewolves M stripped of all poueulonr and Informed 
that they have half an hour to run. When the tlm expires, 
the werewolves k g l n  the hunt. If the "game" can make It 
to the border before the creatures catch up, he lives. In 
the Interest of aport, the creatures m y  grant extra 
to a vlctlm whore ablllty to floe Is obvlo~sly poor. Then 
agaln, they may not. 

Closlng the Bolders: Alfred Timothy cannot mal hls 
domaln complacly. To prevem clcspe, he summons a 
large group of wolvea and V(YICWO(YC. to psbolthaborden. 

Combat: Alfred conform340 all the normal werewolf 
abllltles wlth the followlng &ceptlons: He Is 25% 
resistant to all maglc and Is a 6th-level prlest of the wolf 
god. HIS spheres are all, anlmal, charm, dlvlnatlon, 
plant, and svmmonlng. Also, when the moon has rlsm, 
Alfred can we any dark shadaw as a dlmenslon door to 
any other moonshadow wlthln the domaln. 

Tho Land: Thls thlddy forested domaln Ilea In the southwest 
regh of the Core, east of Vslachan and south of Verbrek 
and Invidla. Masalve treeb crowd out the sun, plmglng the 
foreat floor below into darkn&u. A tangle of mottled Ivy and 
gray fems hMes the earth fr&n sight, providing prkct cover 
for snakes, rodants, and in*. The lowlands are fllled wlth 
bubbling sprhgs and shallod pools. Most travelem suck to 
the maln roads that lead to the domoln's +clpal citles, 
Mal-Erek, H M ,  and Har-'lhekn. These wlnd their way 
thmugh ~ m n ~  valleys or hug the edge of crumbling clffi. 

To n d w s  ofsiullcua, Its night sky Is a raminder of Krynn, 
the world they are h e r  isolated from The sky Is sppanntly 
rtloonless, filled wlth tdd plnpdnts of light. Natives of Krynn 
note that the ccn#teUations arc dmilar to W of their home 
world, but with a few hpom differences. 'Ihe "platinum 
dragon" conrtdlatian repmentlng the god Paladlne has bean 
torn asunder, Ita rtsn r c s t t c d ~ t h e  dry.% rtan 
in the Iyivc-haadsd drsgon" coMteUstion repmentlng the 
goddess Takhidn shine brighter than bdorr. ConstellatkM of 
the othugcdB of Klynn hsvedhvMd sharply. 

Although It I8 not easily nen, slthlcrn actuslly docs haw 
a moon In ib curlous sky. N&d Nuitarl, thh orb is Mack 
and can only be seen by characten of evll alignment. These 
charackn can see by its darK Ught about as well M normal 
humans can In mwnllght. Qprscters d other allgninenb 
can "m" the Mack hlch Btam 
wlnk out In the sky. eight days. 

When the charactem enter Sthias, r d l  Id8 to determine 
the phwe of the moon, shce.b phases affect wizardly 
madc In Slthlcus. Nultsrl &ns In each phase for twenty- 
four h o u r w n e  day and one nlght. 

, 
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In addltlon to thesa modifications, spacial condltlonr 
epply whenever an evil wlrard spell (any that requlres a 
Ravenloft powen check) Ir cast durlng a full moon. 
Regardless, of the caster's allgnment, these spells work at 
two levels higher than normal. Player characters who cest 
an evil spell Incur a powers check lncreawd by 2%. 

Only wizards era affected by these changes. Because 
a r d  Soth h not a wizard, hls spells are not affected. 
The populatlon of Slthlcus Is almost exclusively elven. 

hl-Erek, hroth, and Her-Thelen are medlocre and have 
none of the beauty of elven cltles elsewhere. The 
stonework has large gaps, potholes dot the streets, and 
statues and other works of art have a rushed, half-finished 
look. The concentrlc wells that separate the various elven 
castles are crumbling, books In the city libraries are moldy, 
and the enchantments thet normally hide the entrance to 
elven cltles have been allowed to wane. 

Soth's castle, Nedragaerd Keep, Is hldden between two 
a m  of an eerie ridge, resembling hls own Dargaard Keep 
on Krynn. The castle is a gift from the derk powers of the 
land. He Is joined by the shadows of splrlts and undead 
warriors who also haunted hlr castle on Krynn. 

Cultural taval: Medieval. 
The Folk Most natlves of Slthlcus are elves. However, a 

number of humen and helf-elf chlldren, fathered by 
Kartakan merchants llvlng In Her-Thelen. have been born 
of late, and a small group of Vlstanl (called the Wanderers) 
llve here. 10 addltlon, several kender comrnunltles are 
hidden deep In the domain's forests. 

SHhlcan elves have a general alr of apathy about them. 
Characters famlllar with Krynn wlll recognize thelr clothlng 
as slmllar to that favored by the Sllvanestl elves of Ansalon 
a few centuries ago, but thelr clothing Is drab In color and 
their armor dented and unpolished. Instead of riding 
proudly Into battle on the backs of griffons or hlppogrlffi, 
thelr warriors use homed stag beetles as mounts. 

Sithlcan elves find neither joy nor beauty in the tangled 
forests and boulder-choked streams. Thelr songs are 
mournful dirges, accompanied by low-pitched, droning 
instrumenta that evoke e sense of loss. 

Despite thhew fdlnga, they s a  look down on other races 
and, to a Iwa degree, on elves who are not of Sllvanestl 
stock. In m a y  subtle ways, they make nonelf characters feel 
unwelcome in Slthh.  Charactem ere overcharged for 
~pplles,  told that no room are avsllabk at the h a  wen 
though them are obvbus vacanclss, and aerved lest at taverns. 
Everywherethey go, nonelf h- m l v e  rude stares. Small 
childran thmw mud at them, and residents cdncidentally 

by. The rare elf who actually d e s  at the h- or extend8 
them a helping hand wcm a godsend bed& the rent. 

Thls attitude reflects the treatment elves of Slthlcus get 
when they leave thelr own domaln. In most other domalns 
)f the Core, It Is the demlhurnans who are treated with 
:ontempt. 

A small, but slgnlflcant, Vlstanl populatlon thrives In 
SlthJcus. These Vlrtanl are called the Wanderers, and Soth 
keeps them trapped In hls domaln, closing the border 
whenever he senses these Vlstanl approachlng It. He feels 
thelr leader Magda betrayed him when he was flrrt drawn 
Into the Demlplane and wants them to suffer the same 
impri8ciunent that he don. 

Chocwc Unm dop hCk& the SWWtJUSt M they pSM 

Although Soth destroyed moat of the kender that 
exlrted In the domaln by turning them Into kender 
vamphs  through dark experiments, a few survived and 
now live In the woods. They have the reputation of being 
some of the most vlolent and xenophobic people of the 
Core. Natlves avoid the e ~ a s  of the forest that*have been 
claimed by the kender. V l s b n  to the domain ran 
recognize the boundaries of kender territory by the 
rotting he& thet are splked to the trees at %U edges: the 
kender of Slthlcus thus turn trerparrcrr Into "No 
Trespassing" slgns. 

Nathre Player Charactem: Typlcel natlve herwr are 
elves. They may belong to any class allowed In Ravedo% 
as well as any multi-clarr combhation allowed to elves. 
However, the mdglc of elf mees  Js affected by the dark 
Ilght of Nultarl, as detailed above. Heroes from Sithicur 
are generally not plagued by the racist attitudes of thdr 
fellow elves, although there are exceptions. Half-elf and 
half-Vlstanl player characters are also found in Slthlcur. 

PersonaUtler of Note: Mason, the Lord Speaker of Her- 
Thelen Is an elf thlef/mage who appesn to be a blt more 
ambitlous and upbeat than other Slthlcan elves. He 
continues to bully and manlpulate the craftsmen of hlr city 
to produce decent good. that can be traded wkh 
Kartakass, and he has even p r e M  stonemasons into the 
city's service so that It may be repaired and malntoined. 
Mason Is flghtlng an uphill battle, though, and rumors 
have It that his activity is annoying Soth's seneschal, 
Azrael. He prefers the elves to be docile, or at kart direct 
all theit sfforts to helplng hlm locetlng KlUara Uth Mstsr, a 
woman his master seeks. 

The Law: Although each of the cltles of Skhkur hsl Ita 
own caste of elf noblea-hesded by the hereditary rukr 
knows as a Lord Sphker-nl l  acknowle& the rulenhlp 
of Lord Soth. They see him only rarely, but all fear his 
wrath and cringe at the menth of hls name. An lnvltatlon 
to vhlt the High Lord at Nedragarrd Keep Is generally 
considered a death sentence. Because Soth can llterally 
raise the remains of the dead to do his bidding, no corner 
of Slthlcus 1s safe. 
Soth's seneschal, Azrael the dwarf, receives camful 

respect even thou h he Is not an elf. Dkcourtwy to this 

consequences. 
The laws made by the Lord Speakers am few and 

typlcal of what one would expect to flnd In an elven 
communlty. 

Encounters: Most mature encounters Involve banshee 
and other undead. Characters have a 33% chance for one 
lncldentel encounter durlng the day, and the same chance 
three tlmes during the night. 

Furfher Reading: The novel Knlght of the Bhck Rosc 
detalls Soth's fall from grde and the creetlon of'Sithlcus. 
The adventure When Black Roses Bloom features M ' s  
attempt to escape the m l w y  of Slthlcus. 

Dungeon Masters who want to run a game with Sithlca 
natlves mlght wish to exemlne the Rles of the Lance 
boxed campaign set. Thls product detalls the world of 
Krynn, upon which Sithicur is based. This box 
provides rules for creating and playing kender 
although the Sithlcan kender are not the MM 
ea on Krynh. 

servant of the Hlg R Lord Is sure to have dlre 
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-.f8#liwv 
Lord 80th 
Death Knight, QI.otlc Evo 

Movement 12 14 
levcl/HitDlm 9 Lull 17 
HI mhts 89 ht 10 
THACO 5 wls 9 
No. of Attacks 312 munda Cha 17 

ChU o (-3 wlth pia& mal.' - 18/99 

Damage/Attack ld8+6 (sword ofwoundlng plus 

Special Attacks Spellr 
Specla1 Defanws Fear aura 
Magic Reslrtance 75% (we below) 

Lord Soth, a death knight. rpeaks with a hollow. chilling 
volce. Hb eyes glow red behind the vlsor of his helm, and 
he wean black plate mall +3 (whlch reduces hb AC to 
-3). Hb emblem, a black m e ,  CM be Ken embroidered 
on hh clothing and e m b o d  on h h  shleld. 

Background Soth was a fallen knlght of the Solamnlc 
Orders on the world of Krynn. When tha Klngprlest of 
lstsr was about to call down a cataclysm, the gods gave 
Soth a chance to redeem hlmaelf by ravlng the world. 
Soth, however, was dbtracted from hls quest by petty 
Jealousy, and the rerultlng destructlon kllled untold 
mllllonr. Soth hhnself dled In the calamlty as well. but 
he mra agaln. a flre-ravaged mockery of hls former self. 
cursed to live the length of each llfe that was lost 
becauw of hls inaction. Soth existed In an unfeellng, 
uncarlng state for centuries, untll the Inner flre of a 
warrior woman named Kltlara Llth Matar stlrred 
m e t h i n g  wlthln hlm. Hls manlpulotlon of events to 
cause her death, and his subaeqwnt attempt to make 
her his eternal companlon ultlmately doomed hlm to 
become a darklord of Ravenloft. 

Nedragaard Keep. A glft of the dark powers. the castle 
taunts hlm mrcllessly, for It conrtantly changer sire 
and shape so that he cannot malntaln the flawless 
military orda to whlch he 1s accustomed. Further, 
boredom presses hard on Soth's eternal soul. No 
conquests remain for hlm In Slthlcus, and thlrty-flve 
yean of nothlng to do but torment the elves and 
intlmldate Magdo the Wanderer ha. left Soth depresaed 
and despondent. Only the stlrrlng of the dukkar In 
nelghborlng lnvldla has llfted Soth'a rplrlts even sllghtly. 
He hopes war Is brewing, and he hopes to have an army 
ready to partAc1pate. 

Soth's greatest deslra Is still to possess Kltlara. and It 
would appear the dark powers haw granted him the 
opportunity to do m. Soth has heard rumors that a 
dark-haired warrlor woman who matches Kltlara's 
descrlptlon exactly la wanderlng the hllls of Slthlcus. 
Whether she Is Kltlara recreated In the flesh or a splrlt 18 
unclear. Soth pursues her endleaaly, yet never catches 
more than echoes of her passing. 

aoahg the Borders: On Krynn the death knight was 
compelled to remember hlr sins each night In aong. In 
Ravenloft he can seal hlr bordera by repeatlng this 
dlamal ballad. Aa he slngr, he la joined by the voices of 
other slnnerr. The wund, rldng from the borderr, is M 

Strength bonus) or Id6 (cold touch) 

Curmnt Sketch: Lord Soth now relgns from 

horrid that no mortal can withstand It. All must return to 
Sithlcus or fall hopeleasly mad. 

Combst: Soth enjoys all tralts ascrlbed to death 
knlghts as outllned In the Mons~~ous MnuM toms. We 
generates fear In a flve-foot radlua and can cast detect 
maglc, detect Inufstblllty. and wall of Ice at will. T e e  
per day. he can c a d  dlspcl ma&. Once per day, he can 

can c a d  e symbol offenr or symbol cfpsln, OS welt aa a 
20-die preball, once per day. AH of hls rpells function as 
If he were 20th level. Inaddftlon. he can shadow walk 
to any point in Sithicur. He merely atepa Into one 
shadow and merger  from another st the desired 
Iocatlon. 

a roll of 11 or less, he reflact. the spell back at fhe 
caster. In his cartle, he need roll only a 22 or leas to 
refkct a rpell. 
Soth can exert complete control over any lesm 

undead In his domaln and can control other undwd d 
up to 8 HD as If he were a 6th-level evll cleric. Mhu@h 
he Is undead, Soth hlmself cannot be turned OT 

controlled. 
If he should ever be plain, Soth's body huM to nW ad 

dlsaipatea. He nfomu on hlr thrme In N e d m g a d  ad6 
days later. During that time, the bordem ramah open. 

. uae a power word (as perthe spell) ofhlscholrr. He 

Soth has a maglc resldance of 75%. Additionally, on 
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mt8fr 
The Ldnd lnvhdla h a wuthwestern domain cradled 
between Vtrbrek, Sithlcus, Borca, and Bsrovla. The 
Muserde Wer snakes from sollth to north across the land 
and h Join@ by the Qundar River, creating a lush, twisting 
valley whqe huge forests stretch toward the sky. To the 
north and eouth, the valley glves way to the hills of Verbrek 
and Sithicur. Summcra here are long and warm, gradually 
giving way to wlnter In spectacular dlsplays of color. 

More so than any domaln except perhaps Verbrek, 
lnvldla remains mostly unspoiled wliderness. At one 
point, It was ruled by the werewolf Bakholls, who 
discouraged human excurslons Into the forests. When he 
was slaln over two decades ago by a young half-Vlstana 
named Qabrlelle Aderre. the settlements of the domaln 
became too self-centered to engage In any expsnslons. 
With the rise of her son Malocchlo Aderre, however, this 
ma change. He Is as Iron-flsted as Bakholh ever was, 
an l he is actively encouraging trade and Interaction 
between Invldla’l towns. 

Karlna is Invldla’s only major settlement, with a 
population of two thousand people. It serve8 as a way 
rtation for river traffic. Karlna is surrounded by vineyards 
that prodwe some of the finest wine in the Core. The only 
other mttlcjment of note Is Curriculo in the northern part 
of the domain (although small villages dot the domain, 
mostly along the Musarde). Thls town is home to one 
thousand people, but a consortium of merchants from 
Richemulot have started using it as a base for their 
lnvldlan activity rather than the decaying town of Karlna. 

Despite phe dse of the vlolent Malocchio Aderre, 
Karlna’s fapoua Harvest Festival contlnues to swell the 

four or flve thwsahd once I year. For 
and song lovers *om all across the Core 

a week of wlld abandon and pleasure. 
Cultural caval: Chivalrlc. 
The FolQ Invldians am a mlxed breed, drawn prlmarlly 

from the racial stocks of Barovia and Kartakass. The 
language I& a bastardized verslon of Balok, and Barovians 
and Invldlags have llttk trouble communicating, as long as 
they speak plowly. As a rule, lnvldians dress dmply. Men 
wear tunics, beets, and breeches, whlle women dress Ih 
Iwae-flttln$ shirts and colorful skirts. 

passion are common In Invidla. Grudges fester, argwnentn 
grow hot, a i d  paln and sorrow inevitably follow. Invidlans 
view even their own kin with a susplcious or fearful eye. 

Rumon alate that colonies of werewolves and the 
mysterlow stlike race of shapeshiftera known as paks 
both have c L u n l t l e r  within the borders of Invldla. 

Native PUyer Chambers: All character classes allowed 
In the Deml lane are found In Invidla. However, characters 
hwn this dcpnaln cannot be half-Vhtanl; decades of 
wrsecutlonlhave ddvbn all such charactera from the land. 

lnvldian charactera are known tpr their short tempers. 
Whenever cbnfronted with treachery, underhandedness, 
insults. or baseless accurations, an lnvldlan must make a 

paralyzation or fly Into a vlolent rage and 
er, either verbally or physically. lnvldlan 

h e m s  may blso choose to take en y e n m y  spacies.” For 

For sow strange reawn, crimes of violence and 

i n v k s ,  t h i m  can extend to b&h ahnlc mmns and 

natlonalitles of the Core. They receive a t4 bonus to ail 
attack blls against this enemy. 

Personalltles of Note: For decoder Q&riek Adam 
has been the toplc of,whlapared c 
Invidla and neighboring lands. As 
the land’s werewolf lord Bskholls 

enchantress hated,all Vlstsnl, despite h& own obvbw 
Vistanl blood., However, wan more than she hated the 
Vlstanl, she hated affection and relationships between 
those around her. 

Although well Into her m 
Aderre stlll has the look of a 
the streaks of white hair at h 
age. Roughly flve yeamago, 
for a Urn& When she 

These mercenarlar are 2nd-level tlghters, equipped wlth 
chain mail ‘snd long swords. N o  prbary laws are 
enforced In Invldla at present: Taxes must be paid 
heskatlon to Malocchlo’s forces, and Vlstani muat 
on sight. 

Thls Is one of thd few Ion& of the Core In which a 
Vlstanl escort may be deadly. ,Maiocchio Adsln seema to 
hate tha Vlstanl, and hlr band8 of armed thw e#adr 
Vistanl caravans on slght, Intent on killing all V1.t.nl and 
‘any who travel wlth them. It Is known that Qabrlslle Aderr 
shares a hatnd for Ravenloft’s.nomads, elthou& she wag 
never as bnrtal or as violent  her aon Is toward them, 
Out of fear, Inhabitento of lnvldfs a b  particlpate In thla 
hatied and ,violence agairut Vlrtsnl. They do not want to 
be mlstaken ,as Men& of the nomads. 

One pocket of lnvldla Is atHl not under Ma@chlo’s 
controk the area which formerly belonged to the domain of 
Qundarak. The remainder of Duke Qundar’s army 
contlnues to hold the etea around Castle Hunedora, and 
fmm here they continua to lay piens for eventually 
reclalmlng thelr homeland. 

lnvldla Is 33%, once each day and once agbln after 
nightfall. Away from town, traveIen may encqmter 
Malocchlo Aderre’s mercenaries, werewolves, or comm 
forest animals. Additlonaily, the s t d a  of the paka are 
OUC; they are encounterql In the southeastern part of the 
domaln. 

Vlsltors to Karlna should beware of the Midnight Slash 
a bloodthfrsty swlker In the foggy back streeta and 
darkened alleys. The madman Is described In daall In the 
RAVENLOFT Mohlsm Co~pENlmr~ Appendices I & 11. 

tReadlng: The adventure module The EuN Eye F”.bI..,. 
prov I detailed look at Invld&,’as well as the or@ys of 
M-1- I -4 

Encounters: The chance for an Incidental encounter In 

-wfilct with GsklsUe. 
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DwNW&(FI1Dulr 
dabrielle Adarre Is the darklord of Invidla, but she now 
shares her prison with her wn. Where Qabrielle's dark side 
has grown from a lifetime of adversity and hardshlp, her son 
was born evll. 

QsbrlsuS Adem 
8th-Level Half-Vlstana Enchanter, Neutml M 
Armor Clasq 10 Str 8 
Movement 12 Dex 14 
Lcvel/Hit Dice 8 Con 10 
Hlt Polnts 21 lnt 13 
THACO 18 Wis 16 
No. of Attacks t Cha 16 
Damage/AtCack By weapon 
Special Attatks 
Special Defenses Nil 
Magic Resistance NII 

Qabrielle is a small woman wlth an Intense, charlsmatlc 
personallty. She has hypnotlc black eyes, and her halr Is 
long, black, and wlld, cascadlng in waves to the small of 
her back. Her dark hair and eyes come from her mother, a 
V h n a ,  and her pale skln Is drawn from her gloglo (non- 
Vlstana) father. She Is mlddle-aged, though apart from a 
streak of grey hair at her Iefl temple, she looks several 
years younger, having the carriage and bearing of a young 
woman. She does not look a day over twenty.fIve. However, 
her reflection always revwls her true age. For this reawn, 
Qabrlella allows no mirrors near her. 

Gabrielle dresses like a Vistana, In vlbrant, layered skirts 
that swirl around her ankles and blouses embroidered wlth 
silver and golden threads. A kerchief often coven her head. 
Her ears are pierced with large gold hoops, every flnger Is 
laden with rings, and gold chains adorn her ankles and 
neck. She usually walks barefoot, .truttlng In her flnery llke 
an exotlc, predatory jungle bird. 

Background: Qabrielle's bldl lnes  llnk her to Madame 
Eva, the first V l r t ~ a  in RavenloR. She is only port vistani, 
however, and Is therefore rejected by those of pure heritage. 

Qabrielle was born In Richemulot to an outcast Vistana. 
For many years, the pair wandered the Core, barely 
surviving by begglng, stealing, telling fortunes, and 
entertaining. Qabrielle's mother, lsabella, taught her 
daughter the Vlstani charms and enchantments, just as her 
own mother had done for her. Qabrlelle often pressed her 
mother for details about her mysterious father, but lsabella 
would say nothing except that Qabrielle carried the 
blackneaa of his evll heart inside her. 

'You must never bear children," said lsabella to her 
daughter one day. "A man, a babe, a home-these thlngs 
can never be for you, Qabrielle. because tragedy will be the 
only result." 

Qabrlelld grew up bitter and lonely, and she came to 
blame her mother for that loneliness. Qradually, her 
mysterious father came to represent an opportunity for 
happiness In her mind. At nineteen, Qabrielle finally learned 
about her father, on the eve of her mother's death. 

When lsabella was attacked and Injured by a werewolf, 
Qabrlelle refused to help untll her mother told her about her 
father. hsbella finally told the story of her past lsabella had 
been captured and wold as a slave to a sadistic monster as 

cull we, Spells (5/4/4/3) 

I 

a young glri, and when she flnslly managed to escape, she 
was two months pregnant wlth Q.kblle. 

Qabrklle was stunned. For yean she hed fsn(srkcd 
about her mysterfws father, and now her romantic dream 
was shattered. Rewhrlng that Isabelle wao only telling a 
cruel, heteti~l lii, she packed her maher's prized kid-k.a 
deck (the tarokka deck ofkdarne Em) and pqkms In a 
sack. She left her mother to what Qsbrklk f d t w  a Wng 
fate: death by the cruel, monstmus wemdves. 
As QabrleUe fled Into the derknau, her mochcr's plwdlng 

voice slowly faded, and the scm- began. At that point. 
the Mlrtr C l o s e d  around Qabrldle Md brou(lhthsrrOhvid*, 
which was ruled by a werewolf lord named 8.khdb. The 
werewolf's raalners ca red OabrbUe and har to 

enslave Qabrlalle, but h e  mansged to adeabk rhe dsrldord 
with her cvN eye and slit hls throa with a rllver *. Wllth 
that act, Qsbridlq became the new darklord of Imldia, 
forever Imprlwn urw*r the domsln and prevented from 
weklng out her known father. 

Yesn pass4 d Qabrielle slowly became a c c u s m d  to 
her imprlronme . She took m y  loven from the rmall 
town of Korlnna i d othcrwlae a m d  henelf by rpolllng 
the ~ I O ~ I O M ~ I D S  Qt othera. She treated her laven with 

Castle loupct. Proud a I? d werconfbht, Bskhd*soqjhtto 

~ ~~~ ~ 

them wlth her eullcye and dfrcardhg 
grew tlmd M bored, but nom 

were able to comfort her tenlble londtne~. Even the 
passage of time could not erase her mother's w& from 

coma from her g k h g  b*th to 



a chlld. Qabrlelle was caretul to use medlclnal arts to 
prevent herself hwn becomlng pregnant. 

Then, one day, a dark traveler appeared st the gates of 
Castle Loupat. From the moment he locked eyes wlth 
Qabrlelle In the great hall, her cruel heart melted under hls 
hypnotic gpze. In the privacy of her boudolr, Qabrielle 
succumbeal completely to the strpnger's fiend* charms. 
When the handsome gentleman dlsrobed, she thought It 
hardly unusual to aee a palr of black, batllke wlngs unfold 
Into a canqpy of darkness. Qabrielle welcomed the Incubus 
Into her embrace. 

'You will remember me only as the gentleman caller," 
the aend sold afterward, hls volce csrrylng the welght of 
compulslon. Then, he was gone. 

Qabrlellq gave birth to a boy nine months later. 
Reafflrmlns her vague recollections of a "handsome 
gentleman caller," Malocchlo appeared completely human, 
except for a rllght defect: a slxth Anger on each hand. In all 
other respects, Malocchlo seemed to be a regular baby. 

Desplte hls cherublc appearance, whlch was a small 
comfort to Gabrielle after three days of excruclstlngly hard 
labor, It was quickly apparent that Malocchlo was not a 
normal chlld. Most obviously, he grew extremely quickly. 
By the tlme Gabrielle had recovered from childblrth, 
Malocchlo was already walking and talking. 

Qabrlellds sUsplCIo~ were aroused, so she used the 
hmkka deck @Madame Eua to perform a reading on her 
w n  and dlscovered that he was one of the legendary 
dukkar (a person fated to destroy the Vistanl). She falt that 
for the flmt Nme In hey Ilfe, the powers were smlling upon 
her. Throu@~ her ecn, she would Anally be able to strlke 
dlrectly at the hated Vlstanl who shunned her. 

However, it was Malocchlo who would use Qabrlelle. 
Despite her genius In manipulating others, she was no 
match for her son's flendish Intellect. When he flnlshed 
toying wlth her, she was a broken woman. trapped by her 
own grief. guilt, and Impotent rage. It was only through the 
help of Matton, a wolhvsre (and perhaps the only belng 
who has ever genuinely loved Clabrielle), that she 
recovered. 

Current Sketch When Qabrlellc's broken spirit was 
healed, she emerged a changed woman. At one t h e ,  she 
hated and fearad all shapeshlfters, but she has grown to 
love Matton. With that happlness in her Me, she Is less 
Jealow of the happiness of others and no longer takes as 
much pleasure In toying wlth Innocent folk. 

Nonetheless, Qabrlelle remains a cunnlng, ruthless, and 
domineering person. She is a master manlpulator who 
rellshes spreading anger, fear, and jealousy throughout her 
domain, only now those efforts are dlrected at destroying 
her son. Unfortunately. he Is protected by the curse that 
was placed on her when she became the darklord of 
Invidia. Deqplte her longtlme obseaslon of punlshhing the 
Vlshu-d, Qabrielle is unable to dlrectly harm Vlstani and Is 
llmlted in her aMllty to affect those who are part Vlstani, 
like her son. 

While she cannot effectively attack hlm directly, she can 
aMault his mlnions and sabotage hls efforts. To ald In thls, 
!he has usurped a Qundarakan llberatlon movement based 
n Castle Huoadora by uslng her powers to charm most of 

the band. Further, Mmtton has been recrultlng wolhveres 
from Kartakaas to ald In the effort. WIth each pawing 

. 

month, Gabrklle's campaign of vlolence and tenw against 
her son's minlons grows more M v e .  

ctoshg the Borders: When Oabrlelk w t n u  to 4 
Invldla, a ring of terror enctnlea tha damdn. It b nekbr  
vlslbk nor tangbk, but characters who attempt to cmu 
the border agsinst her wishes find themselves @ripped by 
an unrearonlng fear (as the spell, but no wvhg ulnow b 
allawed). Consequently, they flee one hundred yo& 
toward the center of the domain before regalnlng contml of 
thdr wit.. 

CombaL: Qabrlelle Aderre b an 8th-kvel enchatar. $ha 
has all the basic aMlitks of a holf-virt.nl, but she reamr to 
be Immune to the *moon madness" that afllkts her fellow 
gfmt&w She ako has the pwer of the euU we, which 
allows her to coat any mcmorLed enchanbnont/chann 
spell from her 
components. Spells cast by hac eufl cye do not count 
agalnst those she can cast normslly. For uampk, If she 
has memorized charm puwn. she can cast It through the 
euU cye aa many tlnw as &e Ilk, until rha cart. the 
actual spell from her memory. "hen GabMle WI thh 
abUlty, her eyes Rarh and narrow Uke thoae of a cat. Any 
character wlth Vktqnl bbxd (or, at (hs Dungem Masker's 
whim, MY character wlth "ncmadk" blood) mcelwl a +2 
bonus to wlng throw vs. Osbrlsllc's eull cy& Full- 
bloodad vi.tsnl a r e s o m p k l y  immune to her pcwma 
and spelb. 

Gabrlelk can a b  use the tarokka deck ofMadamc Ew 
once per day to tmltata the sftect. of any dlvinatkn @I. 
However, using thia deck causes her excruclathg paln. 

Spell Ud: 1st kveC-a&ct rwmd h, charm person', 
rihda', hypnotism', mendfng, rend made, sleep', IUM 
mark. 

2nd kvel--altwscll, blnd, W ckud, @gd, ray of 
enfeeblement', scare.., Tbrhs's u n m ~ l a b k  h l d a w  
laughtef, whlspedng wlnd. 

3rd level-dkpl mclglc, hold pnon', spccbal Me, 

4th I e v a k h a r m  monster', cwrfuslon: curse, &W, 

once per round, wtthwt spell 

suggesuon, W d t h f o r r n  

magfc m l m .  

Can bo cad through the euN rye 

Mbk*AdeIn 
Ths tiukkar, motk 
Armor Class 3 str 14 
Movement 12 DCX 16 
Level/Hlt I 5 COn 10 
Hlt Polnts 33 Int 16 
THACO 15 Wlr 11 
No.ofAttacks 2 Cha 17 
Damags/Attack ld3/ld3 
Special Attack. 
Special Defenses 

MagkRaslntance 20% 

Mak~~chio Merre Is a handsonM man In hls early twentkr 
He stands s4r feet tell and has pale &In, a wild mop of , 
mldnlght blsck holr, and dark, penetrothg eyes. He favon 
black c W g  and most hawntlv wears a M.dc vohe 

'Ed eye, anbnal summoning 
Need +I maglcsl weapm or better to 
hl(; IeIbtant to Rn, ~llghtnlng, and 
polron 



doublet, wlth black trousers and shiny black rldlng boots. 
However, a clue to Malocchlo’s true nature can be found In 
hls hands. Each bean a sixth tiny. clawllke dblt beside the 
plnky. Malocchlo’s ”witch finger” Is usually concealed 
beneath a pair of black gloves. 

Background. Born of a union between Gabrlelle Aderre 
and an Incubus known as the Gentleman Caller, Malocchlo 
Aderre Is a dukkar-one of the evil beings evil who are 
prophesied to bring pain to the world and ultlmately 
destroy the Vhtani. Several dukkarr have appeared over 
the centudes, but Malocchlo Is partlculady dangerous. At 
one tlme, he had the power to travel anywhere Inkhe 
Demlplane, ignoring all borders and boundarles. Most 
Importantly, Malocchlo could brlng along passengers, 
lncludlng darklords, and thus pmlbly c a m  the 
dissolutlon of their land. 

A dukkar is regarded as a flgure of awesome wll among 
the Wstani, and the Zarovan Wbe Is constantly watching for 
S@M and omens that one has been bom. They falled to 
no(lce the actlvltles of the dukkar known as Hyksosa. and 
he h reportad to have cauwd the Qrand Conjunctlon. 
Lucklly, the V h l  have managed to kap Malocchlo Mem 
wlthin the borders of Invidia through mystlcal means. 

Currant Sketch After golng on a murderous rampage 
that ended wlth the trashing of his mother’s home of Castle 
Loupet, Malocchlo M m  evaluated hls sltuatlon. He 
reallzed that lnvldia had no strong leaders and he could 
caslly become ruler of the domain. At present, he is 
Invldla’s master, pulling the domaln’s villages together 
under one leader for the flmt slnce his mother kllkd Lord 
Bokholh over two decades ago. He rules through fear, 
terror, and hlred mercenarles. 

Pmsently, lnvldia is even more dangerous for Vlstanl 
than it was before the dukkar’a rlse to power. Unllke hie 
mother. Malocchlo Is not prevented h m  hannlng the 
Vistanl, and he does so wlth sadlstlc glee. 

Combat: Malocchlo’s comblned flendlsh and Vlstanl 
herltage make hlm a dangerous opponent. Physlcally, he Is 
very weak in combat, but as the prophesied dukkar, hls 
magical abllltlei are terrlble Indeed. Malocchio’slnost 
dangerous power is the sufl eue. Through it, he may cast a 
number of enchantment/charm spells, one per round. At 
wlll, he may coat charm pcnon, hupnotfsm suggedtlon, 
charm monster, or fear d n g  the eufl eye. 

call upon wHd creatures native to Invidia. He has a 40% 
chance of aummoning 2d6 dlre wolves, Id6 polsonous 
makes, or ad4 @ant ravens once par day. Summoned 
creatures amlve in Id4 rounds and wlll obey Malocchlo’s 
commandr to the death. 

Flnally, Malocchlo enjoys some of the Innate defenses of 
the tanar’rl. He can only be harmed by + I  or better 
magical weapons, and he is extremely resistant to flre, 
Ilghtnlng, and all poisons (+4 on savlng throws for quarter 
Instead of half damage). 

Malocchlo remalns a cruel and sadlstlc monster. Other 
llving belngr are his toys to manipulate or destroy at his 
lebure. However, like all bullles, Malocchlo Is devold of 
courage. Should he ever meet a truly superlor opponent, 
ha wlll either meekly submit or flee vla teieportaffon. 

From hls tanar’rl hedtage, Malocchlo gains the ablllty to 

Beicr 
The Land Boxa lies in the p?m, rugged volleys 
northwest of Barovh, where the v- grows prtkl and 
I d .  In rprlng and rummar, &if@ of wtldflorwar bdsnka 
the h i l b i b .  Netivea are quick tu notify VirHOn to Bau 
that they rhoutd avold any water or lndt with e purpulh 
tinge toit. Thin coloring h a sign dpohon. 

Barovla’r snowcapped peak., Mantr Ghakb end 
Barstak, loom on the Mutheantem W o n ,  somdmas 
n e w  the rialngsun. Tothe Irprch rtandr MowItmies, 
the tauut peak M l n  the domsln. 

h a  has four aettlementa of notswrorthy size L.okkg. 
popurSUon Nty.Rve hundred; bvksrsrt, popJItbn e- 
flve h e  sturben, ppdatkn two thoul.nd; and k w  
Ziydan, p0puIatk.n me thowand. The Bor(wI, R wedthy 
famlly that owns virtually the adre danaln. buet their 

Borca. The area boasts rsvsral pubf& hot eprtnv, but 
lvana Borltri r e m e a  the pooh m r  her chatem for ha 
prlvata use. The Qreat Cathedral ofthe Churchof 5 m  b 
located In this city. 

The lacond nmathportsntfamlly In the dorm*r. the 
Dibnyaa (dlstmt couslns dthe eorlwr), Uvea on an 
estate at the e d p  &Shadow Wh. near Lschberg. OIhar 
e a t a h  are scatsnd selorrthekna though nene Mal the 

Cultural Lev& Chhralrlc. 
The Fdk Moat b c a n r  are e- poor, having baen 

heavlly taxed by the artrtocracy. ORm, the people hwc a 
sullen and rdgnad ah @bout thoin. They rpsak e dIdle&d 
Balok, although moat h a m  mdrofluent In the 
farhlonable tongue spoken ln Dsnnntlleu. 
Although It mlgM not appear so on the surface. the 

arirtouscy of Borca are not much kdtaroffthon the scrh 
who work the e a t a t c w l l  are tenants d I v a ~  Baiui. 
Whilemany b a n s  might feel they couldbe happier or 
more prosperous In another domein, few attempt to 
relocate. Legend has It that any who drink the water d 
Bora and try to leav# wlll die at the border. bough cases 
of this happening have been dacummd to h p  mast 
people from testing the claims. 
Aa for cMIng, the psamts favor somber hownr, whus 

the arlstocracy m o d y  wear Mack. On festive occdam, 
however, peasantry and no& alfke typically drru In 
bright colon. Here, faahlons among the rEch ere ganedy 
a year or two behlnd thoM of Demmtllsu. 
The Law: With the exce- of Lscrhberg and the hndr 

of the Dllhya estate, B o y  Is the Undlrputsd propsrty of 
lvana Boritrl. The arlstocracy here Is aristocracy h noma 
only, as they rent thelr land from lvana and, In turn, cohct 
rent from the peasants who farm their estates. The otJw 
two WWes are’held by Ivan DiIlmya. Ivaru’r cousin and 
head of the “poke force” that coUaar her rent. 

At one the, Ivana’s poke  force WM .uupubuay 
honest, colldng only the rents that wem dghtfdly hers. 
However, roughly ten yeam ago, her distant courln Ivan 
DUimya a d  control of the police force. Ever &me, 
corrupUon has M rampant. U muscle or jurtke b wanted, 
It must be bought. Mbu, in fact, are requlred h every 
political favor, be It slmple Information, “fn usage on 
the roadr, protection, or actwuy kaeplno e k to 

opulant ertst43a near Levkanrl. ln the soualwn rq#IoFl d 

o v ~ t  beauty o f h  Borlta estate. 



feed one's chlldren. Power means knowing the rlght people 
and servlng them well. No one d a m  lay a hand on 
Dilisnya or Borftri. however. Those who have trled It have 

Ivan's strong-arming lawman are 1st-level flghters who 
wear leather armor and whld halberds 01 cbbs. 

Natlve Phyer Characters: Any character clalu, allowed 
In Ravenloft is allowed In Borca. However, characters only 
receive half the normal starting money. Borcan natlves 
recelve the herballam nonunapon proflclency for free and 
two natlve languages: Balok and the native tongue of 
Dementlieu. 

Personalities of Note: The single most Important Rgure 
in Borca Is kana Boritsi. The natives of Borca call her the 
Black Wldow, for her love Is a fatal affllctlon. In Borca, a 
mother's greatest fear is that Ivana will fancy her 
handsome, young son and literally love hlm to death. 
Also, a pkqe known only as the House of Lament 

recently appeared In the southwestern region of Borca. 
Haunted by a beautiful splrit named Mara, thlr dangerous 
estate is shunned by all-and wlth good reason. (Details 
on thls Pocket domaln are glven in Chapter F y r :  Clusters 
and Pockets.) 

Encounters: Those who vlslt Borca should beware of thb 
ermordenuqg Nostatla Romaine, whole touch Is llterally 
death. She Is hlly descrlhd In the / ? ~ m O m M o n s m ~  
C m m  Appendlccs I & 11. Otherwlsa, by day or night 
characters have a 25% chance for an encounter wlth some 
of Borca's rich array of wlldlifclrom brown bears and 
~ w l v e s  to wild boars and polsonous Makes. Addltlonally, 
the splrlts d both Ivana's and Ivan's vlctlms often linger 
near their death sites. Thus, ghonts. haunts. and 
poltergelsts are dlsturblngly common hare. 

. perlshed Injthelr sllnp. 

DarNOrbrtBsren 
Borca Is a dmmaln that Is prison to more than one darklord. 
Both of these evll Indlvlduals are described below. 

Ivma Borltrl 
0- lad Human, w k  Evll 
Armor Class 10 Str 0 
Movement 12 DaX 11 
Level/Hit Diae 0 Con 22 
HIt Points 0 Int 14 
THACO 20 WiS 10 
No.ofAttacka 1 Cha 17 
Damage/Attbck By weapon 
Speclal Attacks P o h n  klss 
Special Defenses See below 
h g l c  Resllasnce NII 

lvana Is a lovely woman wlth deep blue eyes and black 
halr that tumbles over her shoulders In waving tresses. 
Although ivana la now well Into her stxtles, &e All looks 
elghtecn. She ~MSMS In alluring dothlng, both 
accentuatlng her beauty and masklng the black heart 
wlthin her. Her Innocent appearance m a l a  nothing of her 
power, and she uses thls to crubl advantaae. She ioves 
nothing mom than to enter a cr0wcie.d t a v k ,  play the 
helplesr femqle, and incite several men to flght to the 
death for her favor. Unfortunately, the victor k not ilkely to 

enjoy the hits of triumph for mom than a lew minutes. 
Her !&a b as poisonous ea that of a Mack WlQUr. 

blue, but she k a master at makeup, sofaw have ever 
even noticed this. When she siaep., lvana takw on the 
outyard eppearsnce of a vlcUm of her own polron. Her 
skin becomea a mottled gray, ha thruet and hce d, 
and her veins ptotrude. leaving a Qlk maze of Ilncs owr 
her body. 

Background: kana Is the daughter of K h  BxitsI and 
Camllle Dillsnya. Her mother WM the first lotd d h a ,  
and lvana war born five years after the domain Joined the 
Core in 684 on the Barovion calendar. kana never knew 
her father. lie waa one of her mothar's many hpbands 
who dlaappeared due to Camille's habit of polsonlng her 
men when they angered her. 
A. h e  grew up, Ivana's mother taught her to mlstmt 

males, yet there mrnalnsd In her ktt a yearning to love 
and be loved. At age seventeen, she mat a young bard 
named Plater and was fascinated by hls gM for verw and 
recltatlon. Even more interestlng to her, Mer loved cnt 
above alt else and swmed unlmpmsed by Ivena'r 
startling beauty. She began to woo hbn in earnest, but to 
no avall. At last, attempting to understand the power art 
and poetry had mer  hlm, she became smkten wkh the 
purity of his artlrtry. She MW in It a charm and gmee that 
she could never hope to find In herself and fell madly In 
love wlth Pleter in the process. When lvana learned to 
love hlr art, Plater finally began to love her beck. 

It might have been a happy edlngforthe pair, but 
CamlUe jealously put an end to the young love" bibs. She 
came to Pletsr's bad In darkneaa and bickad him lnto 
belhvtng she was her daughter. A. they b y  together, kma 
came upon them and waa hsttarrd by Iha percdvad 
betrayal of her true love. Camilk hlhtad that Pl.tsr had 
seduced her and expetted kana to follow In the hmlly 
tradition and kill hlm. She was no( dhppolnted. 

necromancer, which became toxk when mked wkh the 
natural flulds of the user's body. L had no effect on her 
when she wore It, but It was horribly noxlous to anyone 
else. She applied It to her Ups and then polmed her 
lover wlth a klss. Camllh sneered st PIqtar'r 
'unfaithfulness" and told lvana that murdering blm was 
the rIght thlng to do. She Ignored her dsughter'r 
resentmtnt toward her in the matter, and H festered untfl 
lvam at last polmed Camllle In the year 7 1 1. The dark 
powers were well plea& with the depth of h a  wrath. so 
they rendered her mortal k h  permenant and made her 
lord of Borca. 

Current Sketdc kana Is bluer to the core. She deakoys 
relatlonrhlp whemver she gow and pobon# all men rho 
court har. In the meenthe, she l h  an exceadvdy 
lwurlour Ufestyh, wpportad by her p h a h  of "rent 
collectors," who are nothing mom than thugs wining a 
pmtectlon racket. She rtrlng. them dl along by pmmblng 
thbt theman whomakesher weslthlartwlli be her co~olt. 
whan MY Ofthem becomes troublsrome, shc declanr 
him to be the winner. She then po*oM hhn and tells the 
others that he wea untrue to her. n a y  believe her h a w  
they each want to be her next lover, Ignorant of the fact 

Due to her cum, kana Ups and fingem& am a deep 

Ivane bought a magkal contact polron from a 

-we - 



kana pub)kly dlsdahs romance and love, yet aecmti, 
she #till long for companlonshlp. Her  curse Is to forever 
pine for anolher Pleter, but Inevitably polson avery man 
she loves. 

prior loth$ Qmnd ConJunctlon, lvana had but one 
pancn she qomtedas Mend She first met Ivan Dlllsnya 
when they wpre both chlldren and had steadily 
comspondqi with him over the decades. When the Orand 
Conjunction pame to pass, Ivan sought her cut. He was 
frlghtqned b the apocalyptic earthquakes that shook the 
land, so he &&t her comfort. lvana, fearful that her 
subjecb d M  take advantage of the chaos to r l ~  up and 
kill her, welcpmed hls soothing presence and took hlrn Into 
her arms. Aa the Qrand ConJunaion collapsed, the two 
lords were Id c l o ~  proximity, so their domalns combhed. 
Ivana’s Is thq more dominatlng penonallty, so the maim 
retained the game of Borca, while Ivan’s domaln of 
Dorvlnla dls~$ppaamd. 

lord.. live In their m o m  at opposite en& 
two would exchange letters 

the her points of creathg 
new venoms and the sadktic Joy they both felt in 
poisci~hg th i lr advensrlea, they now constsntly bldcer 
and plot aga*st one another. Thelr dHfcmncea start4 
when Ivan i hted that lvana share with him the sacrat of 
her appareJy eternal yo- aecret whkh kana truly 
docs not k n w n d  deepened when she Insisted that he 
make h h e l f  u d  as head of her poke force. Each of 
them constaritly seeks a n- polson that will kill the ather, 

yet both remain Immune to every Wn, leaving d y  the 
peopls of Borca (and I t s  vbitom) to scream end ccuwulm 
under the effoctsof each new venom. M -y .nd 
together, they d e  the land, ranQllng Borca dwMy 
dongarour. 
gorbro the Borders: Any drink In m e ,  even water 

from a rtnam, can h o m e  a pobon that lmprkons 
charsctsn In thb domain. hnportcd bev- act* 
=me. When e h o r  Ivan or Ivcau wuicr 
c h a n g e t a k e r p l n c e i n ~ f ~ d t h a  
edge ofthe donub. The bordersbecanc a c 
drlnk. When someone leavea h a ,  the drink turn 0 
lethal palm. Tha vicllm immQdLtdy feels fevwkh sad 
woory and will dk In a few ttnu unbshamante~b 
domain. The drlnk renuins potent foz iorty.eIgh@hounmd 
can be trlggswd a i  long as the boffkn are ac#e. 
Combat: kana Is not dcillsd in the arts d war, dying on 

hlwd  mit ton and her k l u  to dofend her. Ha? 
iMocent appearance roftenrtheheai ofeven fhe mod 
brutalmfftan. Those wh0MhMlttcenm.k aoltemd 
often &I1 fs8 vle(hn to her deadly kbr. 

The poison thattvma wad !a klll her true lova b rtw 
actin in her system. Anyme wha- hm mu# make a 
=vinguvoWvs. poisen with 0-4 penalty. S u c c e ~  meem 
thepdronad choracterdl6.a sIow,a@o~~I~hg doathe A 
fallad raving throw means that the et#raaar dlas ineta&. 
No entldote or magic can cure thb pobon. 

kana can instsntly detact any poison. For that 



Ivan Wlsnya 
0-Lavel Human, Chaotk evll 
Armor Class 10 
Movement 12 
Level/Hit D 0 
Hit pdnts 8 
THACO 20 
No.ofAttacks 1 
DamegeIAttack 81 pon 
SpeclalAttacks Pc touch 
Special Defenses See below 
Magic Resistance Nil 

mned Kllrtina as she nursed her Infant son. A mldwlfe man- 

tr I In 710, h b  ovn family c h d  Ivan tothe Mlru. Ivan war 
tex 1 1  twenty-one yearadd. EnterIngthan, harounda Iandtorult 
'on 2 
lt 1 

agedto save the baby. 

hls own tartar, and n d  the land DorvInh. tn 712 Ivan 
took a brida, Lucretia, and In 716 he took herlk. During 
thelr unh, LuwUa bore thm childrrn. IVM bakva they 
wertstlllbom, but wma raymldwlvsl lookrbp babes at 
LUCrrtia'S requsa. 

When the Qrhnd ConJunctlon occurred, Ivan's lmmdbte 
Impulse was to aeek out hla spIrltuel &In, hrm BorltJ, who 
was darklord of Boica. when the Qand conknctron cd- 

wit 
Cha 

. 
Ivan b a NMU. thin man, rtandlng R v e  feet seven Inches tall 
and barely welghlng ona hundmd twenty pounds. Hb curly 
halr, gray wlth strands of goiden blond, forms a tangled halo 
about hls face and ahoddern. Hlr eyas an  bright blue, and he 
rolls them frequently whlle conver$Ing. H b  thin l l p  are mu- 
ally drawn up In a qulrky grln. Akhough he Is slxty-two yearn 
old, he has the vltaUty of a man half hb age. 

lvan la a foppbh man who fancks hlmaelf a great actor. 
As+ from hla theatrical costume., he rarely wears the 
ram clothes twlce. HIS costumes Include the Rttlngs of a 
court jester, khg, huntsman, paladln, and monk. Twlce a 
week, he dons a costume for the day. h a t  armor and 
weaponry that he wean a n  fake-merely Mge props. 
Ivan has a soft, tenor volce and a hl&, rapid laugh that 

makes Ustenem cringe. At a moment's notkc, however, he 
can change them both. H b  laugh h t o  a guttural chuckle, 
and hls voke drops to a low, velvety waper or booM for 
dramatic dka. He enjoys auch change8 because he thwcr 
they llluatrate hls themcal talents. whcn he speak, he ge8. 
turea dmmatlcally to punctuate h b  words. At times he paces, 
waving his arm in exag+reted po6ea. Most folk find hlm 
quits m g e .  

Background Ivan's amelton wen vlsiting the Castle 
Ravenloft In 351, In sntlcipatkx~ of the great weddlng of 
Strshd's bmther Serge1 and hlr baloved Tatyana. Fecllng UI, 
some of them Mt early. As they rude away hwn the castle, 
Strahd mutdered the nmslniq guests, and Barnvia was 
drawn Into RaMnloff. The Dlllrvlyas wem spared death, but 
the Mlota were will able to grab than, so they became t~appcd 
In Ravenbrt forever. 

Bods DIIhya, Ivan's father, grew up In Bsrovh. He married 
Stehnla Septow, and they had a daughter, Krlatina. In 684 a 
dlstsnt cowin, CamUle Wsnya, became the darklord of 
Borca, so I~M's  family moved to that nearby domain. 

Flve years later, under a dsrk moon, Stefanla bore a 
second chUd-n boy, Ivan, who was dedned to become a 
darklord of Dorvlnla. 

At age sln, Ivan was torturing animab-aometlmes to 
death. At ten, he polsoned a servant's chlld after ahe stole a 
pastry. Ivan laughed as the poor waif dled. Flnally, at age 
twolve, Ivan polsoned his mother. Although he brags about 
It now, he managed to make it look Ilke an accldent at the 
Ume. Only hla slster Krktlna could expect no ham from 
him. Ivan loved her dueply, and she, blind to hh evll, doted 
on her "dearest lWe brother." However, she dld not remaln 
bund to hls evil for long. 

When K r I a t l ~  took a husband, Ivan became intensely 
jealous, and when she gave birth to a chlld. Ivan felt com- 
pletely betrayed. He polmed her husband, and then pol- 

lapsad, thelr domains merged. 
Currant Sketch Ivan har never lost M. tbndbh snd 

c h l m  InmtaHty. A3 a young man ha had ex$aIUlve crav- 
lnga, partlculariy for fine desmrts and rare -. Wheh he 
becwm k d  of Dorvlnh, Ivan loat hb sense of bate. Nar, to 
hlm all h.wu am like blle, all foodn are Wre duet. Me ladi 
the IOU keanly and would ncrlfke vktudy anyone and 
anythlng to rqlc*r hla palate. He often how ehbomta but- 
*, hoplnsto enJoy the fare v i c a w .  alestsuho 
know him well felgn Indiffmence to the food. If they appeer 
to U l k e  It, he b ollsndad, but if they enJoy Itbommuch, ha 
b enraged wlth jealousy. 

wet& dhb yews. 
When Ivan found h l m M  face to face WWI his chadhood 
Mand Ivm for the Rnt ttme In over thlrty yean and dlrcov- 
emd thst Jle rtlll boked Juat as young, fresh, and beautlfnl 

own mortaUty. Qverthe paat ten yean, lntanre hatred and 
jealousy have been femling huMa hvap. Ha thwu hrsM b 
keeplng the aecmt of eternal youth from h h  andbuSbrg 
at hlm khlnd hls back M he grow old. He has token com- 
mand o f k  rent c o l h m  In the hopes ofr~lng - to 
someday force her to meal her secret. 

It b lumoradthathran oftan wakes at nlght In a cold swea 
caUlngtohls8lskrKhtlna In Mm. Hbattendantadarenct 
mention thereeventa In hla prslance. Ha Mmo b uka pobon: 
n p t  ntohran, and he wlll make -the 

Combat: Ivan has no ccmba &Utbs, k RavadoR haa 

any object he touche Into polwn. Esch tlme, hem chooam 
me ofthree strengh for hh toxtn: A "deadly" Dxh kUb any 
vMlmwho falls a aavlnglhropr vs. polca a'- one 
lnNar 4d6 point. of damage on any charsaer who Idb the 
.avingthrow. and a '- toqdn W hold Uke a Ikk- 
ness. m an hour, V l c t h  of thb polson t6cOnlewak ad 
cannotwalk, rrmslnhg b d k k h f o r  Id4 days. 

Ivan hhndfls llnlilltlle to su formr ofpo*on, psralyrl, 
and dlaeare (lncludlng magkal dbeaaea). In sddttkn to hls 
naturd Dxlns, he can prepore a pOlson or drug with vlrbreay 
any efiect. H k f a v o r t t e r o n e o f t l a r ~  in t h e h a ' s  sya- 
tem for a day, then calmes a sudden dv lobnt  demh. Ivan 
has an antidote ofaorta, but It@ ddop the pobon for 
another day He k e e p  sevaalretalmmon a baahthh way: 
each day they need the antldotc or they WU de. As long as 
only Ivan knows the an(ldota, Uny muat m a I n  loyal to him. 

Ivan hM spent m much tlme workln wlth polronr that he 
has actually become addlcted to one 3 hls own ram 
c r e a t l ~ ~ .  As such, h b  food b usually full of thb deadly 
subatance. Thus, many who dlne wlth him do not rrvvlve to 
have dauart. 

lvan Is a h  Mrtlng to keenly fed 

a8 whan S h  W M  a @d. hrM WE8 fomd acknovkdga his 

rasl. 

grsnted him 0 asdly powSr. 'Ihrecthnar W d a K  he C M  tUm 



Bcmrtr 
Tlm Land: Baarovla msb in the BaUnok Mountains. Thmugh 
the long whiten and wen Into late springs, the peaks em 
capped wlth mow and Ice. The two highest summlta, 
Baratak and Qhakls, steeply rise to over ten thousand feet. 
In the summer,  MOW^ slip from thelr granlte crags, but the 
loRy plnnacles stay Icy year-round. Only Baratak and 
Qhaklr reach above the tree line; the other twlstlng rldges 
are densely forested. The terraln Is rough, wkh frequent out- 
croppings and small, sheer ~ 1 % .  Only the areas wrround- 
Ing the vlllage of Barovla and the valley of Lake brovlch 
are easlly traversable. 

Barovla’s dales begln to g m n  In late spring, and aspens, 
Rrs, and plms All the valleys. Glltterlng 8treama twlst 
through the steep, spongy meadows, eventually merging 
wlth the Murarde. The Svalkh woods surround Count Strahd 
von Zarovlch’s castle and the vlllage of Barovla, the sea of 
t m  bkedlng Into valleys farther east. Thc Tepurlch Forest 
Rlls the western valleys 

The Old Svalkh Roqd, one of the two regularly traveled 
routes through the Ballnoks, crows the Barovian domaln. 
The road le& to two major d e m e n t s :  Vdakl. betwean 
the two large p k s ,  and the vlllage of Barovla. farther east. 
Vallakl (populatlon flftaen hundred) llcs on the southern 
shore of Leke Zdrovich, Barovla’r largest lake. Ita lnhabl- 
tanb are mostly R.hermtn, but an equal number of fanners 
and herdem llve in outlylng plots around the lake. The farms 
are mall affairs, mort of them terraced on hlllddes. 
Orchards of hardy Barovlan appki form drlb of pink and 
whlte blouomr In the spring. Plum, wed to make the 
brandywine tuika, also grow In the valley. 

fist of Vauskl. the Old Svalkh Rosd cllmbs a pass, twlst- 
lng wlwy to ease the ascent. From the vantage of the pass, 
travelen CM observe the road as it laada to the vlllage of 
Barovia. Natlves have nlcknamed thls route the ‘Devll’s 
Descent.” 

’Iha VUrage of Bsrovia and Strahd‘r castle lle ln a valley, 
surrounded by a rim of dense fog. Thls fog, ranging from 
two hundred to flve hundred feet thkk, Is one the domaln’s 
most deadly features. The vapor inluwr Itself around a 
character’s vital organs and acta as a latent polron. It does 
not harm Its vlctin-18 as long as they m i n  wlthln the rlng 
of fog, but It kllls characten who attempt to leave thls small 
am, passing through the fog without the Count’s express 
pennkslon (and anudorc). The Vlstani have the antldote 
and wlll traneport people sakly through the choking mists- 
for a prke. However, they never assist anyone without 
ShaM’r approval. 

Once Inalde the ring of fog, the road cmaes the Rlver 
hrlls, following the river’s come toward Barovia. Castle 
kvenloft, Shahd’s home, Is perched on a one-thousand- 
fcat pmclplce north of the road. brooding over the vlllagc. 

Over ffve hundred people lnhablt the vfllage of Barovla. 
The bulldlngs an well-bulk tlmber and plaster constructions 
of two or three atorlee. Many are wen vhltewashed. The 
eaves are often adorned wlth floral or gsometrlc p s t t m s  in 
yellow and red. A few farmsn work the roll surroundlng the 
village, p w l n g  malnly potatoes, tumlps, and cabbage. 
Shepherds llve outskis the rlng of fog. tsndlng thelr anlrnals 
as best they can. At Wt, the vlllagera r)omaimcr hear one 



the world. The Qundarakites, who M d y  knew freedom 
immediately Mowlng the death of Duke Gundar, find thls 
an appealing belief, even If the Barovians do not. 

The Rnal mf[arsnce between Bamvla~ and QundaraMs 
is one of language. BWOVIOM speak Balok, a language full of 
u n d  corlsoMnt combinations, while the Oundarakltes 
speak W r ,  a sing-song language of soft, U M g  sounds that 
B s ~ i a ~  fkd hard to master. There is only a 10% chance 
that M individual from one of these ethnic p u p s  speaks the 
language ofthe other group, whlle there is a 20% chance per 
lndlvldual to speak the languagc of another Core domain. 
B s d ~  ore currently trying to force the Oundarakltes to 
swak the 'clvllked" Bsrovian tonme at all rlmes. This law 

lng the town mllltlas. Still, like the peasants, the boyars end 
burgomasters bow to Strahd. The lord takes what he wants, 
be it gold, labor, or Uvea. On rare occasions, Strahd has 
established laws. The most notable of these states that an 
one who enters hls castle un 
coune, many lnvlted guests 

Natlvs Flayer Character.: 
Barovlans, Oundarakltes, or 
In RavenloR can be found In this domain, although WLardS 
arc extremely rere. The only s p e l k h g  priests of this kind 
belong to the Cult of the MMnlnglord. They have major 
access to the spheres of all, elemental, healing, and run and 
minor access to the spheres of combat. wards, and areethcrm 

v ; o U ~  bin others that the boyan Lave racenuy agreed upon, 
includhg those that prohlbit Oundarakltes from purchasing 
anv lands bevond what thev currentlv own. Ilvlna north of the 

The prlests of Neruil do not receive any spells. 
Barovlena have an irratlonal fear of the dark. A B s r o ~ l ~  

character must make a succesd~~I fear check before he EM - 
Luis, and a;ning b oriaga webpons. 

Zaroven Vlatani maintaln a permanent camp at the base of 
Castle RavatloR, near a pool formed by the river Ivlls. Mo8t 
Barovlana conslder them to be amoral thieves. though they 
still condud trade with them and pay to watch their shows. 
However, vlstani are not often allowed to jolter wlthin town 
Ilmlts. 

Strahd albwa the Vlstanl great freedom in Barovla. They 
offer hlm informatlon about hls land and the rest of the 
Demlplane. In exchange, he grants them safety wlthln h b  
domsln. Anyone who encounters a Vlstana in Barovla can 
be sure that Strahd wlll know of the rneetlng within a day. 
Lkcwlse, anyone who harms a Vlaana within Strahd'a 
domain Is sure to incur his wrath. Many a Barovlan blgot 
has &.covered this fact; the lord doea not mind the vlllagera 
dlncrhinatlhg against the vlstanl, but whenever that dis- 
crimination c~ooes the line to physical vlolence. the penalty 
is death. Some even speculate that Strahd and the Zarovan 
V i s t d  h a w  a familla1 cmectlcf& the simllarltles between 
'Zamvan" and "Zamvlch" are hard to miss. However, no 
scholar has uncovemd any such evldence, nor has anyone 
dared to ash the darklord or the Vistanl. 

With the exception of the Vlstsni, the people of Barovla 
bear the burden of Strahd'a yoke every day, 80 they tend to 
be surly or g M .  They keep to themaelves and by not to 
c a m  problems, because troublemakers tend to end up 
d e a h r  WCKM. Most of all, the people of Barovia dread the 
nlght. Before the sun sets, all natives are In their homes, 
with every entry b a d  and sealed. Neither pltlful begging 
nor chllUng crles of agony will open thelr doon after nlght- 
fall. These folk do nof emerge from their homes until the sun 
has cleared the mountains to the east. 

Tha Law: Count Strahd von Zarovich rules this land. He 
has lived much longer than any man should, and it Is wldely 
recognhd ouwda Bsrovia that Strahd is a vampire. How- 
ever, natives of Barovia still believe he Is human. They call 
hlm the 'devll Strahd," but that refers to his personality, not 
hls specles. 

Strahd Is a cruel tyrant, but forhmately. he rules from the 
shadows. He rarely appears In pul~Ilc, though m n  of his 
"vlsits' a n  common. Strahd does not govern as would a 
king or prince. He makes few f o m l  commandments, and 
ha does not even collect regular taxes. The latter task is per- 
formed by the few boyars (landholders) and burgomasters 
(mayors) of Bamvla, who are a h  respodble for maintain- 

The third ethnic group of Bamvla Is the VlMni. The 
go outslde b e e n  sundown and sunup. However, Bsrovla 
Is a hotbed of supemtltlon, end all Barovians have a base 
5% chence of knowlrig something about a supernatural. 
creature's weaknesses or vulnerabitltiw. (For exampie, if a 
party Is being pursued by an ,elf vamplre, any bmvlan In 
the @roup has e 5% c h a m  to know that flourer petals can 
ward off the creature.) 

Gpdaraklte characters are QO used to being o p p m d  
that they must make a Wlrdom check whenever faced wlth 
an authority figum. If the check falls, the character leap to 
obey the order blindly. (However, he wlll not n s c e ~ ~ d l y  
place himaelf in harm's wdy or attack hls own party mem- 
bers.) On the other hand, the Iong-suWg Oundarakites 
have acquired a Iceen mse of how to deal with thelr 'bet- 
ters." Qundaraklte characten gain the - nonwaapOn 
proflclency wlthout needing to devote a dot to R. 

Ruks for playing half-Wstanl characters are pre&nted 
elmhere In this voluhe. 

Persoruiltles of we: Jezra Wagner, the Ice Qecn, a 
spectre forever seeking ths warm embrace of the living, 
haunts the slopes of Mount Baratek. Her story is detafled In 
RAWnrorr Monsnwus C a w m m i  Appendlces I E U. 

Addltlon~ly. a young firebrand by the neme of Ardonk 
Szerlars has begun to agitate the peoples of Zeddenburg an 
Teufeldorf against the boyan. He clakns that the Om- 
darakites had more freedom under Duke Qundar and MYS 
that they could raturn to that ststs if they support the rebeis 
who seked Castle Hunadora. 

Encounten: h n t u r e m  who linger or wandcr c a m  
through Bsrovb are bound to meet up wlth smral dlf&ent 
kin& of crashrrs~. Wlh%fe thdvw in the w-iaiiy 
deer and rabbHksnd songbirds Rit through the trees. Rats, 
whkh replace the usual peeping Ibdents, are strangely abun 
dant. Common predators Include the wolves tha thickly 
Infest the h s t s  and small, Mack bean. Ravens and ha 

enccunter wlth a native Barovlan creature. By nlght the 
chance rises to 33%. These percentage chances apply only 
to the villages and countryside. lntrudcn who spend time In 
or around Castle Ravenloft can expect to encounter virtually 
any form of undead except Ilches, whkh are not tolerated 
by Strahd. 
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Further Reading: Strahd and the land of Barovia are fee- 
tured in the novela Vampire ofthe Mkfs, Knight ofthe Black 
Rose, and 4 Strahd. AddlUonaHy. Strahd's castle b pre- 
sented in minute h l l  in the adventure House ofStrahd. 
More lnfonnstion about the Zarovan Vlstani is contained in 
Van Richten's Guide to the Vfstani. 

-4- 
Count8tnhdvonZsrovich 
16th-hval iAndsnt Vampke Necromancer, Lawful M 
Armor Class 1 Str 19 
Movement 12, R la(C) Dex 16 
LecnllHit Dlce 16/12 Con 17 
Hlt Points 62 Int 18 
MAC0 10 Wis 17 
No.ofAttacks 1 Cha 16 
Damagc/Attack ld6+7 (Stmngh bonus) or by weapon 
Spcclal Attacks Charm gaze, energy draln, spells 

(6/6/6/6/6/4/3/2) 
Spsclal Defenses Contlngoncy spell, vampire abilltles ' 
Magic Redntance 20% 

Strahd ls a thli man at just over rlxkettall. His body ls lean 
and hardened from long years as a walrlor. His gaunt face has 
m g  f e a w  and promlncnt cheekbma. Hls eyes are dark 
and hypnotic, Uke deep pods with wbtle rdectlom of red 
light, butwhenhe l a d  M mragcd, they bum like red- 
hot coals. Hls skin is usually pale, but it becomes flushed with 
each ieedlng and ntalns its healthy cdor for several hours. 

when he became lord of Bamvia, Strahd's cars developed 
points, like the ears of an elf. The deformity is subtle, how- 
ever, and he can readily disgulse it by combing his hair over 
the tips. In order to expialn them, he sometimes claims to 
be a half-elf, but this is untrue. 

His flngen are elongated and thln, with long, sharp nails. 
if he wishes to conceal the nails, he wears soR. gray, lamb- 
skin gloves. Like most vampires. his fangs are not obvious 
unless he wints them to be notlced. H e  can speak and even 
yawn without attracting undue attention. However, when he 
is attacking, the fangs lengthen untll they protrude over hls 
lower lip. 
Strahd tends to wear black wlth touches of whlte and red. 

His dothing utyle la the tallored, layered look common to 
Barovlan nobles. He also wears a large red stone on a heavy 
gotd chain around his neck. 

Background Strahd calls himself the "Rrst vampyr," but 
the claim wems unlikely, glven the diversity of these crea- 
tures. WII, + was certainly the Rrst vampire in Ravenloft. 
The details of his story are set down In the Tome ofStrahd, 
prebented on page 15. 

It is not known exactly how or why Barovia entered the 
Demlplane of Dread-whether it WM Strahd's pact, the mur- 
derous rsmpsge, or a curse on the land of Barovia Itself. 
Perhapa it w g  a combination of ail three. Nonetheless, 
Barovia diu enter the Demlplane and was the flrst domaln of 
what became the Core. 

In tlme, the land changed to reflect Strahd and his curse. 
Barovla expanded, encompasslng several valleys in the 
Balinok Mouptains. A rlng of choking fog encircled the town 
of Barovia and Castle Ravenloft, and Strahd's control over 
the creatures in Barovia grew even stronger. 

11 
A 

Prlor to his fall from grace. StnM had ban a mage of 
medlocre skill. After his tranrformnfpn. he dedicated him- 
self to death, becoming a powerful MEIORIMCW. (He had 
llttle el- to do with hls tlme, being trapped in Barovla.) He 
explored his vampirlc nature and powers. In 470, a band of 
Vlstanl, led by Madame Eva, entered Barovla. She and her 
kind had a natural resistance to the powers of the land, and 
Strahd was In awe. Eventually, Eva and Strahd struck a 
deal. Strahd would keep them from harm (his own) lf t h y  
would agree to search for a portal that would rakeone him 
from the Dcmiplane. Strahd even gave Madame Eva the 
secret to CounteracUng the effect6 of his d e w  fog. 

In 542, Azalln the llch entered Ravenloft. Reluctanuy, he 
agreed to serve the vampire lord. Strahd requlred two thln@s 
of the Ilch that he teach the vampire great msefc and that 
he use his powers to find an escape h m  RavenloR. EvenOu- 
ally Azalln became lord of Darkon, which was recently 
transformed Into the domaln of Necropolis. The Ilch's hetred 
for Strahd is unendlng, and he very nearly managed to 
destroy the vampire in 740. 

Aside from that near catastrophe, the years have p a d  
and Barovla still stands. In the wake of the Grand Conjunc- 
tlon, Strahd found himself lord over the Qundarakltes (sub- 
jects Of a previous rlval, Duke Gundm), and he has been 
encouraglng the Barovlans to subjugate them. 

Cumnt Sketch Strahd is 8 ruthless, cold, calculating 
genius. Everything he does Is for some ultimate goal. Strnhd 
also never takes anything at face value. H e  always has a 
contingency plan (or two) for any altuatlon. As an udmd 
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creature, tlme means nothing to hlm. He b more patlent 
than any mortal. He always plays hlr card8 close to his 
chest. H b  plat18 should usually Include anythlng the pla@em 
may thlnk up, and he never glves away hlnts or clues. 

He has only two weaknesses. Flrst. he has bacn powerful 
for so long that he underestlmates the abllltles of normal 
humans. He Is deRnltely egotlstlcel. though he doer not 
ORen k t  fwllsh prlde endanger hlm. It doer not bother hlm 
In the leaat to retreat before an opponwt. 

The second weakneaa Is hls eternal love for Tatyana. Her 
body was never found after she plunged from the tower 
battlements of Code RavenloR, and through the years there 
have been repeated slghthgr of w m  who so closely 
resemble Tatyana that they could only be her mhcarna- 
tbns. Findlrlg one of these women, obtainhg her, and Rnally 
wlnnlng her love Is Strahd’s obaeralon. Strehd would do 
almost anything to regain Tatyana. He wlll not act blindly or 
foallshly for her, but he Is wllling to take calculated rlrks. 
She alone can brlng emotlon to h b  soul. 

a a h d  malntah relations with the V i i  and a few of the 
other domain Ionla In RsvmloR, but he mats them like plccas 
on a chascbpard, to be manlpulaad toward hls goals. ThC Vis- 
tan1 are hls primary m r c e  of lnformstlon fmm other lands, 
but they dw conduct tr& and make prurhacs for him. He 
c a m  nothlng for hlr descendants,  ants, or mblons. 

CImIng the Borders: Strahd b able to cause the choking 
mbt around hlr cartla and the vlllage of Bsrovla to spread 
out over the entlre domaln. The vapor Infuees Itself around a 
character’s vital organs and acta as a latent poison. Once a 
vlctlm has h a t h e d  thlr fog, he can never leave Barovla 
wlthcut Strahd’r express permlsslon (and antidote). If a 
character aWmpt8 to leave, he begins to choke. For aach 
hour he spends outside the ring of fog, he loses a polnt of 
Conatltution, When the victim reaches 3 polnts, he falls 
uncmlous.  Each polnt lort below that requlres a savlng 
throw vs. death magic, fallure indlcatlng death. No known 
spells or magical Items can prevent or othenvlse affect the 
polson. If thc saving throw at 0 Constitution Is successful, 
the character has fought off the poison. He recovers one 
polnt of Constitution per day and regains conaclousneaa 
upon reaching 3 polnts again. 
Combat: Strahd is a formldable foe. He has all of the 

common vampire abllitles such as dralnlng levels by touch, 
charm by gem, etc. (see the Monsmocls MANUAL tome). As 
a vampire who Is over four hundred years old, however, he 
Is conslderably stronger than his common couslns. He Is 
lmmune to gadlc, holy symbols, and mirrors. (He may still 
be turned by powerful pr!a& and does not cast a reflection, 
but the mere presence of a holy symbol or a mfrror docs not 
bother hlm.) He can withstand up to ten rounds of sunlight 
without sufterlng damage, although the eleventh round 
would destroy hlm. 

Any vlctlm of his charm gaze must make a ruccessful 
Mvhg throw VI. spell with a -4 penalty or fall under h b  
power. He may even charm vlctlms In a simllar fashion with 
hh yolce alone. 

Weapons must have a +2 or greater magical bonus to 
harm Strahd. When he wields a weapon hhnsclf, he is not 
restricted to hls character class of ndromancer. A. a vam- 
@re, he can wield any weapon. HIS htgh Strength glves hlm 
a +4 bonus to attack rolls and a +7 damage bonus. He also 
regenerates 4 hlt pint. nor rnund, up tp hln rnaxlmum 

62 





and a aimt open V ~ 5 f g p h l  bmcade. 
In h a l f - d  fOnn Harkon Sttandr ~m h t  tall. Hb 

clothea, whlch flt his human form IOOM~Y, con stcommo- 
date the change. HIS head become8 that of a wolf, and h* 
body remains humpn, though covered with fur. Jk sprouts 

Background kdras amw UD In Cmnrr. whem he w u  a 
nodem, but anq. caanlnc fa- ollret the lou. 

bmthren, he made 

throu#~ thefamrlands of Gmnyr, vent@ hb wmth on the 
innoMt when Ms rage codad, hedacl&d t~ enterthn 
~ k l a f m m ,  fer- extremaly exprwaive cmawesfas- 
c l n a t b d b .  Ha trsveld ea a wancbrhg mbatrd for many 

DWridI(#rrlur y a ~ ,  kWng nmtly farm animala and v@mts.,He feIt 
Harkon Lulws ~Upaatohkklnd, but helacked purpweorsigniRc~.  
7th-hval Wolfwere Bard, Neutral MI 

the dmt(lmsklng dl pbnr. H e w  d&lncdfor 
-that he was a m .  If he could not command h b  

Armor Class 8 (3) 
Movement 12 (15, 18 

M o w  v+veras, he would become a ruler of men In 
Level/Hit Dlce 7 Int 16 C-. Lost h hughta oftyranny, he failed to notlee when 
Hit Points 35 1 10 the fadcdwray endthelandncepa of Bamvkcodr its 
THACO 17 (13) 18 place. The y w  was 610 on the Bnmvion cakndw. 
No. of Attacks 1 (2) 
Damage/Aqack 0y weapon or 2d6/2d6 
Special AYCks Slnging, spells (3/2/1) 
Special Defenses Iron or + 1 weapon to hlt 
Magic Resistance 10% 

As a wolfwere Lukas can assume three different shapes at 
will: humanold, half wolf, and dlm wolf (each trmaformatlon 
takes one round). Dlm wolf Is his natural form, but Harkon 
does not favor it as do other wolhveres. As a humanoid, he 
can choose yhlch race to Imltate and can assume both 
male and female forms. HIS appearance In each race and 
gender Is ahvays slmllar, however. In the stat descriptlon 
above, the numbem in parentheses reflect hls half-wolf state 
unless otherwise noted. 

In human male form, Harkon Is a bard of exceptional che- 
rlma and physlcal beauty. He stands SIX feet two Inches 
tall, and he Is well muscled with perfect proportions. He has 
thlck, wavy Mack halr. a flnely trimmed black hard, and a 
long, polnhr mustache !+ frequently wears a flnr -"%me 

OM twtnwwt in a unsn village, UM 
14 (18) 
16 

as a wolf) COn 15 (le) 

Lukm Mtthattha fates had cunedhlm. Had thsy not 
swept hlm tohk annge place In an affcmpt to rob him 
h b  denthy? He was angry and dapemte, and d y  Lhs 
w m .  famsLutwta of blood raclmcd to c.bn hlm. For e 
long tlmc, b~hrnted and kllled the wohrea and warrudvsl 
that *ted the mountainous landscape. 'Than, QK * 
he come face to face wlth Bsrovis's vamphe lord, and 

domsln to ruk, yet t>h  nothhg of conaequance for hlm to 
control. Kartakess has only a few mall Mllsgea, and the 
foreats are Rllcd wlth normal wild&. In his eyes, belng the 
darklo~I of Kartakam Is a pale shahadow of what true ruler- 
shlp means. 

Most wolhvem are chaotic, but Harkon's allgnment b 
neutral. Perhaps some veatlge of normalcy m h s ,  how- 
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Harkon Is a jovlal creature with an evil twinkle In hls eye. 
h a u b  and $nbre-rstUlng leave him unperturbad. If 
thwarted, hgwever, he is subject ID extreme mood swings. 
lib fits of ruge teault in horrible vlalence that a n  last for 
days. Ha b blways qulet andvccluslve after iuch a fit, how- 
ever. Durinq these perlods of calm, he produces hls most 
auQsckus plans. 

Harkon has an abldlng he(isd of werewolves and vam- 
p b .  He has becn knawn to hunt and m y  these crea- 
turea, even if the hunt takes yesn. He has an a M t y  for I 

humans and elves but gets along well with any of the 
humanold races. (Stlll, he never lets such emotlons get In 
the way of a good meal.) 
Closing the Borders: When Lukas wants to seal hls 

domain, thoae who try to leave hear a sweet song that hrlls 
them to sleep. No spell or aav+ng throw can prevent this, 

The charactem awaken 

7th-level b a d  and a wolfwere (see the player's Handbook 
and the M O N S ~ S  MrrnuM tome for full details). Only 
wwpans of +I or greater enchantment, or wesponr of Iron, 
CM harm wolfwerea. 

If he dies in combat. his splrtt cMt+n the body of the 
nearest dlre wolf. The wolf immsdlately galm all of 
Harkon's abllltler and attributes, lndudlng tatal hit points. 
Harkon lnhe#lts the current state of the wolfs body, 
including inJurles and spell &&a. No one knows If Harkon 
can dle of old age. It has nothappened yet, and he Is 
almost two kndred years oli), 
Lukas can command any bormal animal In his land, but 

he usually reaerves thls abllrCy for the wolves, which are hh 
favorltes. 

He carrles an ellxlr ofmadness, whkh he brews himself. 
It Is a weaket form of the normal potlon, and lts effects can 
be countered with a neutralla porsOn spell or the equlva- 
lent. His favorite tactic Is to tFkk or entlce a parson to 
drink It. Once the victlm is mad and confused, the wdf- 
were slowEy eats him, trylng 0 keep his vlctim consclous 
as long as pdsslble. 

The sword he carries is a cwnd berserker +I  that came 
horn the land ItMLf when Kar!lakase was born. When faced 
by enamies In melee, the sword forces I t s  wlelder to flght to 
the death, atrschlng itself to his hand. When Harkon is not 
In combat, ha can drop the a y r d  and even leave It mlles 
behind. When he faces an ehny ,  however, the sword 
Instantly appears In his han&and he b forced to fight to 
the death. The sword only Is way If Lukas Is In 
human or half-wolf form 1 he hss no hand to 
hold the sword. If Harkon !a using the weapon, he cannot 
change to wolf form untll thd *$ht is over, 

oped strategles to make It w& for him. For Instance, 
when he dles and his We for& lnhablts the body of the 
nearest dire wolf, he can run away, leaving the blade 
behind. It wlll appear when hc: ne& It agaln. 

Lukas often usea the sword to play an evU trick When 
he fint meets a group of wanderers, he voluntears to leave 
hls sword in the branch- nf d tree I* I--=* -w hundred 

The dark powers have g lvcnAuh one additional abllity. 

Harkon has learned to Ilvdwfu1 thls curse and has devel- 
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yards away (M a slgn of hls good wlll and -1 inten- 
tlons). If that does not calm h b  victims, he ofkm to let 
them hold the sword. He knows the4 it a ffoht 
if he .tsm M e  sword wU1 appear instar@ In hls W. 
The harp he carries has a rlmple maglcsl plopcrty. 

When Lukas plays certain mebdh of his own compdtk&' 
upon the harp, the music draws 3d4 dire wolves kom the 
outlytng ami. The beasts arrive in 2d6 round& Once they 
are wfthm slxty feet ofthe wdfwem, the* rokar mcqp 
nlze hls scent and o k y  hlr commands. Some of t)ma 
~11mCl0dles he has composed *rill sumon ld6dke 
even without thp magkal harp. As a Nsted Joka, Lukes 
somathnas teaches these mkdles to how i t  b6vsi(m 
and lets them summon thsh own fak. 

80% detect n d r ,  50%; pick pockets, 309k and mad 
Inngum, %%. He also csn cast a thr &nph m. 
whkh are llstcd Wow. The mk Mdom and 
raplannsd; ha nquim spells as the wbxb of mune pklw 
thcm before hlm. 

8pdIu.t: IstIcveknbrllr,@wse,tnaglcmkrlls, 
phantasmal bnx, 'ILnscr$ fliWng dlsf. 
2nd Iwecdodcna 15-mradliU, kspek. spectmthand 
3rd level-gwf cofutlnd WmpMC touch. 

As a bard, Mss has tke fobwing abUwSr: dh9 wok.  

Harlan In the Bsllnok Mountalns. The land Is famtxed and 
lush, but few nom1 anlmslr Uvqhsro. fcrlon, hu no 
vlllegcs, and the only obvtaw dgn d dvfllrruon b the 
decaying, seemingly abandoned C a s h  Trhtendra 7M1 
structum stands perched upon the redgranite cliffs that 
surround the M e  of Red Tears. 

Those who have visited the domain tell tales of sea 
monsten lurking In ths lake's ImpentraMe depths and of 
a vampyre calkd Trlsten ApBbnc, who rular Forbrn horn 
the castle. h e  a h  claim he cen alter the appearance d 
Csstle Trlstenoha, changlng it from a deceyed ruin to a 
bustllng. elegant home In the Wnk of an eye. SUI, most d 
these tales are dlmnlssed as the ravings of mad men. 

Cultural h i :  Iron age, although Castle Trbtenolra Is 
evldence that a more advanced society once existed hers. 

T h  Pour: Forlorn Is largely populated by goblyns (see 
the RAm~om MavsTRous C- Appendlea I E lo. 
who systernatlcally raze the forests and play strange, 
violent games. A few tiny conclaves of human d r u b  
valnly attempt to deliver the land from evil. but the goMyns 
hunt them. Fearlng for thelr Ilves. these drub am careful 
to remain hldden from sight most of the tbno. 

NaUve Player Quncteru k are no nrtkcpbyu 
characters from Forlorn. 
EnCoulltM: l!cmbiekohs (Bum* ~ F a l o r l l  

box) and (mw ttm RuaruyzMwsnwus 
c ~ ~ ~ I B ) m o y ~ a i o n a l y e t t c l c k  
travelers, but ODblynr em the melnthreat Md most 
common-M-thbdarUllr. 

and the traglc W y  o f b  lard, -the Ca&aAw(a 
boxed campalan b$venture. 

Further R w  For mom Hanvtbn o n t l r * e  

. .  ... 



DULIdrlhtbt8 
M h n  ApBbnc 
Pourth-M&de QhoatIVampyre, Neutral Evll 
Armor Class 0 Str 18/76 
Movement 9 (ghost); D e X  16 

12 (vampyre) Con 12 
Level/Hlt Dlce 11 Int 16 
Hlt Points 88 wis 8 
THACO 11 Cha 19 
No. of Attacks 
Demage/Ntack 

Special Attacks See below 
Speclal Defenses See below 
Magic Resistance 

Trlsten ApBlanc hlmsalf le far from legend. He rules Forlorn 
from Castle Trlntenoira, but he ls trapped there by several 
unusual circumstances. Primarily, the castle exlata at an 
unstable point In the. Castle Thtenolra and Its Inhabltants 
constantly shift back and forth amom temporal reality, relMng 
the same eventa over and over. Further, due to an unusual 
curse placed on hlm by a dmld who was killed by Trlnten after 
alternpthg to cure hlm of vampirism, he exlsts as a Idghly 
charlsmatlc vampyre during the day, but as a ghost by nlght. 

Backgm&. Trlsten’5 fether, Rlvalin wes killed by a scav- 
enging vamplre, who drained hls life away efter he was 
injured In battle. Rlvalln died with hls wife’s name on h b  Ups. 
When he arose es a vampire, he Immediately flew to her, but 

1 (ghost) or 3 (vampyre) 
Age ld4x20 years (ghost) or 
ld4/ld4/ld6 (vampyre) 

40% (ghost) or nll (vampyre) 

his conflicting feelings of loveand hunger rnaddanad hhn. Ho 
fed on hlswlfe, but hecarldnotbrlng hlmselfto kill her. 
Thus. hlltcn was born with vamplrlom lnhls veh. 

Eventually, Triaten’a parents were kllled by a mob, and he 

cxhlblt signa of vnrnplrlsm. He detmmtmd tha he must 
actually be a vampyre (not a vampire), since he was rtill 
alive. Tdsten become ObKUed wlth thls obacum race of Uv- 
Ing Moodruckcn, leamlng everythhg he c d  dmt them. 

when hls adoptive mother dlrcovared hh secret, ’Msten 
kllkd her and drank her blood. h drc d&d. ahecumd hLn 
mncm leavathe M c d  grove snd to uvs aQndlytonm 
hls evll. By coincidence, aha had Jurt Imbibed holy water, w 
Msteh dled akmgdde har. 

Trken’s curie c a d  hlm to rlre that night as a ghost 
onchorrdtoths gmve ofaacmdtroes Mound themurder 
scene. Strangely, he regained mortal form the next momlng, 
thoughmhewasatruevampyre. Durlngthe day he 
walb tha halls of hls c a s h  (butlt on the ske dthe UICIUCI 
grove) as a vampyre, but each night he& a marlno death 
and becomes a ghost once agaln. 

Currant Sketch For over &e hundred yean, Triaten haa 
been trying to break the cum that blndr hkn to hb ccutls, 

commanded the goblyns to dastroy the forart end &hy the 
druid8 as nvengcforwhat has happard ta Hhn. 

Closing the Borders Rumon claim that thoaa tryhg to 
leave Forlorn WiuIOut the darklord’s approval fbd them- 
sahrea paralyzed, unable to move even ttuwgh the ald ofa 
remoue para&& spU. 
Combat: Trbten’s battle c a w  depend on hh cvmnt 

form. Aa a fourth-rnagnltuk ghost (see b h  Rb91tm’s auMc 
to Ghosts), ha has the roUowlng sblii(kr: He can scdaadc 
aghgin mortal. who mest hb g.ae; he can keen Mca per 
nlght (forty-foot radhu, -1 panslty to saving thmw n. 
death): he can ULWK mukbn In tlrow ha touchaa (- 
fully save vs. paralysis or suffer a 4 penalty to dl attack 
roll., saving thmws, and pmAckncy checks for one wak): 
wdhecsn domlnatevlctlmr astlnyehp, tsk&lgcartrol of 
thsirbodkr untU dawn tfhe chooses (negetedby a duccen- 
tu1 saving throwvs. paralysirwiw a-2 penalty). AU attempb 
totumhlm aremade with a4pmalty.  h a ghat hemay 
be rbudr only by weapons of +3 or barsr emhdmmt, 
although ahcrrol be8 need only *1 weaporm. htnbht, 
Triaten can a b  ~uucnateto Mt hltpohrtl in one rmd, but 
he must have complete rest for two full turn dtsr dohg 10. 
Whlk resting, he le completdy hdpkss. 
A. a vampyre, Trlrtcn’s mcrtn atUlty Is to charm (as per 

the spell) vktimr of hh *. ThevlGtlm’s 
modwad by -1 for wery 2 poms d dunage hkbm hllleb. 
Durlng the day, M a c n  also enjoys a few vsmph(c &Ilties, 
lnhaited from Ms father: He racelwr a +2 bonw on attsckr 
and a +4 damage bonus dwto sbangth, weaponr of at 
least +1 enchantment are required 0 h t  hlm; he can run. 
mon 2d6 wolves or- thm tlmar per day (they arrive In 
Id6 rounds and remaln under lib conttpl for 2d4 munds); 
and he can take tha form ofa worg at wlU. 

Tristen’s worg form: AC 2; MV 18: #AT 1; Dmg M12: 
SZ L ML 16. (All other asCr are as a vampym. lnthh 
form, TrlrtmcaMot chum with hr eyas.) 

W M  r e S d  by drulds. At the Of-. TIiMltan began to 

but nothing has worked. Aa darklonl, he hal ev* lnertwllly 

thrm b 
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The land: Hazlan lies south of Barovia and Nova Vaass, In 
the southeastem corner of the Core. The eastern half of this 
domain spreads Into lazy, rolling hllls that are grassy and 
easy to travel. In the west, the Ballnoks rise up, maklng the 
terrain rocky and rough. The northern part of the land Is 
largely uninhablted wikkmcss, although a mall village has 
sprung up on the estate of the land's ruler, Hazllk. 

Hazllk ordared the d r s  to bund this remote vnlage at the 
base of hls mountain, so that he could teach the arts of mglc 
to a few chown ones. The village. named Ramulal, Is cur- 
rrntly home to HazUk's apprentices and roughly two hundred 
Mty others. Should Harllk continue to trdn msger, Harlan 
may well become the center of amane tuts In the Core. 

Hartan hes two m4or towns, Toyalls and Sly-Var. Toyalls 
houses elght thousand people, and conducts llmlted trade 
wlth Immol in Barovia; lmmd produces pottery and finely 
crafted bowls and other implements needed for certain 
maglcal rituals by the gruwlng number of wizards In Toyalls. 
Sly-Var Is home to about forty-five hundred people, mostly 
farmers and herders. Both towns consht of slmple, whlte- 
washed wooden homes wlth red tile roofs. 

The vlllage of Ramulal Is somewhat more Impresslve; 
bullt to the apeciflfatlom of Hazllk, It is a compact settle- 
ment of stone bulldlngs with slate rwfs. The stones are 
quarrled through magical means on the nearby border with 
Barovla and Forlorn, and the constnrctlon of the town Is an 
example of the practlcal appliclnions of maglc. 

Cvltun1 bwl: Medkval. 
The P o k  The folk In Harlan are sharply dlvlded Into two 

groups: the rulhg CIMS and the lower class. Thls dlvlsion is 
made primarily along racial and ethnic Ilnes. 

The majority of the population are of Rasheml stock. 
They are a tough and sturdy people. averaghg a Uttle over 
five feet In helght. with dusky skin and dark eyes. The men 
oRen wear bushy beards. The women tend to be slightly 
shorter than the men, and they wear thelr black hair long, 
often In elaborate braids. The Rabheml dress slmply-ln 
baggy trousers, tunics, or smocks. Jewelry is rare, though 
an occaslonal earring, bracelet, or ring can be seen. Both 
genders are hard workers and make good warrlom-a 
necessity, as they are 
ent to the other ethnlc group In the domaln, the Mulan. 

The Muian are tall and ha-boned. with sallow complex- 
ions. They shave whet llttle body hair they have, usually 
replacing it with elaborate tattoos. By traditlon, men's tat- 
toos comht of geomeWc shapes and s+qlized repmsnta- 
tionr of dragons and legendary monstem. Women are 
tattooed wlth cryptlc runes and abatraa designs. Recelvlng 
one's first tattoo is a sign of adulthood among the Mulsna. 
Due to the Mulan afflnlty for tattoos, Hazlan Is home to the 
Core's flnest tattoo artlsts. 

As mentioned above, the Mulan make up the ruling class. 
They own most bushesees, pay more knknt taxes, and are 
the only ones who may sIt on HarUk's ruling councll. None of 
thh Is surprlslng If one nalkes that Harllk, himself, Is Mulan. 

Unlike domains with slrnllar spllts between ethnic groups, 
no llrgulstlc or rellglous barrlers divide the Hazlanl ethnlc 
groups. They all speak a tongue knom as Thayvian, which 
Ares aidlar hgulstk roots with tht language spoken in 
Nova Vaasa. A Vaasan and a Hdanl can understand each 

working class of Harlan, subservl- 

other's native tongues as long as both partlea speak claarfy 
and slowly. The only legal rellgbn h that devoted to the god 

n k  -, they d p  in separate churches; further, the 
heads of the church are all Mvleno. (fiota: ' M a e  fsmiUar with 
the Fo~oorren Rew@aetting.houldbeawamthat~ 
prlerts o f b w  &Ill raceive the spdb, despite hb dant.e.) 

There are two things in Harlan that Mulam and Rsharni 
are perfectly equal In. The flht k that they bsucdly davorc 
ail their efforts to pleasing Hazlik, and he Is a tough man to 
saUsfy. The governorb relay hb commands, and the folk 
obey each o m  instantly. NoncompUance means death or a 
trlp to "the tables;" a simple miaunderstadlng m y  wen 
mean the same. "The tables" are whem HazUk end his 
apprentlcei perform thelr evll experiments. Fear of thb fate 
makes Harlan1 natlves parmold and dlstnmtfd. Second, 
Hadk's apprentices are drm lrom both ethnic groups. The 
only raqufrements to study magic under H d a n  appear to 
be an aptitude for the art and stetus as a n s W  Hdml. 
Thh has sent shockwaves thmugh Muhn rociety. They do 
not undemtand how thelr leader could betray Mulsn sup&- 
ority in such 0 farhlon. 

Natlva Player Characters: Players may choose to be 
elther Mulan or Reshemi. Mulan heroes r8celve the read- 
inglwriting and etiquette p r o f i i c k s  for free. Rsrhami 
heroes receive half the normal starttng money, but they 
each receive a + I  bonustothelr Stmngth score8 (to a maxi- 
mum of 18). 

AI1 classes are permitted, thdugh wfzards from this 
domain are &I1 very rare. (Until Rve years ago, Harllk had 
outlawed sorcery In hls land.) 
The only priests who can safely serve thek god8 openly 

are tho- of Bant. 
and It preaches +hat those who rule do so through divine 
provldence. Bans punlshes moa severely an who wodd 
attempt to rasch above thelr rtstkn. It should coma of no 
surpi'k that the doctrine &Bane holds that he b the hlgh- 
est qf all gods m h l p p c d  in the Danlplane. HIS priests 
have major access to the rpherar ofall, combst, haaling, 
n e c m n t k ,  and wn and rnlnor IICCGM to the s p k m  of 
numbers and wards. 

During the Grand Conjunctbn, Bsne ceased to grant 
spells to hls priests. 'Ihe debate over why this hsppawdhr 
caused a minoraplit in the church. Some bellwe Bsnswclr 
pmlahlng hls priests for not preventing the csrcl- 
mohaplng ofthe world, while others balleve thet Bane w m  
somehow Incapacitated by the event wh.tsvcr the mwn, 
however, the Church d Bane ls actJvdy watchlrg for sigm 
that another such event Is shout to occur. If Umy kUws 
someone orwmethhgmightbe attempting to forcesueha 

Psnolulltbs of N d c  Hszlik, the Red W k d ,  hr bean 
the moot Important flgure in this rwlm rhcetheMi\irrr 
revealed It over thirty-Rve yeam ago. However, in tha(r am 
way, hh mall, facdesa councll of Mulans are perhap just 
as important Slnce M o m  Is sure who sltr on thls c m n .  
powerhi M h  are generally carelul about speaking UI of 
their der. They never know lf they are speaklng to ope of 
his inner clrck. 

A young Rasheml woman has come to the forefiunt 
recently. Elen1 Is the moat ddlled student at Hszlik's acad- 

Bane. Vmk pleats andwonhlpsn EN dram Imm both ah- 

Is the only dowed chuFch in Hazlan, 

cataclysm, they WtU move swwy toBtq¶ itImmh.ppentng. 

m y .  ExnadlnglY fsk of VIMge, dm ha$ Ih0C)led 8*rhrrtl 



and Mulan allke by shavIng her halr and tattooing herself In 
Mulan fashion. The deslgns on her tattoos are unknown to 
all, thought by some to be magical slglls known only to 
Hazllk. Uenl has even ken seen around Harlik’s court, but 
the &spot’# business with her has not been revealed. 
The h w :  Hazlik, an evll wizard, rules thls domain unds- 

putedly. Every lnhabltant knows that he Is the absolute dlc- 
tator, Hh small councll of governors (baskally klllers) 
enforce8 hlp ruks. Most of Hark’s enforcers are 1st-level 
fighters equipped with scale mall and war hammers. 

Encounters: Hazlan Is a comucopla of strange creatures, 
many of them mhhapen by magical experlmenta. Charac- 
ters have a 33% chance for an Incldental encounter twlce a 
day and three tlmes at night. 

DuUrrjd4rn 
Ha* 
12th-Level Human Invoker, Chaotlc Evll 
4nnor Claur 10 Str 
vlovernent 12 Dex 
rrvcl/Hlt Dice 12 Con 
ilt Polnta 45 Int 
rwco 17 WIS 
Yo.ofAttacks 1 Cha 
>amage/Attack By weapon 
Special Attacks Spells (5/5/9/5/5/2) 
Special Defenses Splrlt transfer 
Yaglc Reshtance Nil 

a 
17 
10 
17 
11 
9 

Hazlik Is a man in hls sbventles. He Is completely bald, and 
his head Is tattoocd with many strange and arcane symbols. 
He somdnma wears a goatee, but no mustache. HIS left eye 

out In a crowd. 
H d i k  wears the rad, long-sleeved robes that are common 

to the Red Wtrards of Thay. The collar i)l nbRed, but the robe 
is opan In front, m ~ h g  hh hdrless, tatooed chest. He 
alao wears a silver chaln bearing a heavy, ccund, rilver pen- 
dant adomad with a single, y e h  gem-. 

IS brorm, end hlS &ht eye Is blue. N d k M  to MY, he StElldS 

hlm. Instead, they humlllated hlm. They kidnapped H d i k  
and tatooed hls head and body with designs that only 
women wear. 

HarwC swore vengeance upon hk enam*r and devoted 
himself fully to hls cnR. (Thls was easy, becarw the tattoo- 
ing left hlm a soclal outcast.) One night, Hdlk was search- 
Ing the woodr for an Ingredknt vital to hh experhnenta. 
There. he came upon one of his rivals engaged In romantk 
pursuits. Catching them unawares, he slew hh rival’s lover 
and forced her to drink her sweetheart’s blood. He than slew 
her as well. Mists m e  fromthe ground w he left the Mane 
of hls brutal crlme. As he walked onward, he found hlrmef 
In the Nlghhnare Land% Daunted by Ita allen nature, he 
qulckly retteated Into the Mlstr. For months he dwelled In 
the fog, nursing hls hatred and msWng plans for hls enemles 
In Thap When the fog Ilfted, Ravenloft granted him the 
domaln of Harlan. 

For decades, Harlan was the moat dangmua place a wL- 
ard Could find hlmrdf. W h d ~  kcm & of hh dir- 
grace, 10 HdIk WMted all magkal artr wiped hwn hls W. 
However, durlng the Cirsnd Conjunaion, Hazllk was briefly 
returned to Thap There, he dlrcovared that the children of 
those who had humlllated hlm were rlatng to power, For m r  
thlrty years he had been trying to obliterate the msg[cal arts 
hwn hk dght, a l e  his cncmks had ken foundhg new 
dynaStk9 In They. He began plot&hg 8galnrt them, but 
before he could turn hh plorSto d k y .  he found hbndf 
back In Harlan. 
cunsnt 8kadc Hazllk dl hates .u$ards and thek magk, 

but he ha8 decided that m e r y  h the only way he wlU ever 
galn hh revenge. After more than thirty ywrs of htmapec- 
tlve h W ,  he began taking on apprsntlces. HIS hope h that 
one day, one of hi8 apprentices will return to They to wreak 
hll revenge. 

For allhbgrand plans, each nlght HazUk sull ham of 
Thay and h b  humNiation at the handr of hk emmkr. In hh 
dream, he Is always weak and c o w d y ,  while they abide 
bddy acCIoI0 the ThaYVIM mountsb. Thw, HarWr dme& 
deep and uses pOUOM and p h h  to dday the hevltobk. 
Thank8 to this magic, he sleeps only once every few days. 

C0mb.t. Hadlk has all of thaobvkur aMlitk. of a 12th- 
level Invoker. In additkn, b can detect the caMng of any 
megkal spell In H ~ M .  He can also dacrmlne the location of 
the c d h g  wlthln ten mlla, mlnw one mlle for each level of 
the spell. For example, he would know a 3rd-kvel spdl had 
been cast somewhere In a clrde with a sewn-mtle rad~us. 

If Hazllk h kllled, hls llfa force rube& Into the yeuoW 
gemstone ha weam, and only powerful magic can destmy 



thls stone. Anyone who subsequently toucbs the gem must 
make a succeaoful saving throw VI. spell or be compelled to 
wear the pendant. Once the pendant hangs arbund hi8 neck, 
the character will defend It to the death (although nothing 
else prevents Its removal). Each night, the wearer of the pen- 
dant dreams that he Is battling Harlk. If Harllk wins thls 
nlghbnarlsh struggle, the dreamer dies, and the evll lord 
invades the victim’s corpse. Within a month, the body Itself 
ls slowly transformed to fit the descrlptlon of Harltk, and the 
evll wizard is completaly reborn. 

SpeU W. 1st level-akrm, burnlng hands, detect magic, 
!nlarge, mugic missile, message, phantasmal Pm, nad 
naglc, shleld unseen seruanL 

2nd Ievel-alter self8 mntlnusl llghl detect lnulsblll~, 
h h g  sphere. Inulslblllty. knock, web, rulzard lock. 
3rd level-/7reball, fly, hold undead, Item Ilghhnlng bolt, 

4th level-dlg, dlmenslon door, flre trap, Ice storm, phan- 
asmal killer, pdymorph other, stoneskln, wall of Pre. 

5th level-cloudklll mne ofcol$, dream maglcJar, p a s  
uall, sending, wall o f m e .  

6th Ievel-BlgbY’s forceful hand chaln llghtnlng, 
sntlngency. 

. ’ 

lpecbal hme, wralthfurm. 
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The Land: Nova Vaasa is a fairly large domain on the east 
side of the Core. Next to the Ballnoks, the terrain Is rocky 
and ateep. but It qulckly spreads eastward into a vast. 
grassy plateau dotted wlth occasional rock outcroppings. 
Adde from the trees along the rivers, woods are scarce, and 
nearly a quarter of the land is devoted to farming. The 
weather here Is temperate year around. and fanners can 
harvest their wheat, oat. and rye crop5 three or four tlmes a 
year. The toll Is rocky, and fields cleared for fanning are 
bordered by crude stone walls. Despite Nova V ~ ~ M ’ S  
relatlve youth as a Core domain. many of these walls 
appear ancient. Abandoned. roofless stone huta grouped in 
clrcles mark the habitats of forgotten famillea, and the 
tombs of a forgotten civlllzatlon are carved into the bluffs in 
the northern part of the domain. 

Even newer buildings in Nova Vaasa are commonly made 
of stone. Nova Vaasan lumber often rots in Just a few yerin. 
An a result, Umber for construction Is usually imported from 
other domais. 

Thc city of Kantora lies near the center of the domaln. It 
rivals b k a r  in size, wlth slxtecn thousand people, mostly 
peaiants livlng in squalid conditlons after being driven off 
thelr h& by exorbitant taxes. Egertus Is about half that 
sire, being home to nine thowand. Egertus has been the 
termlnatlon polnt for merchant caravana from Falkovnia 
and other nations further went. This cosmopdltan clty Is the 
center of education in Nova V a a ~  and rlvals Port-a-Lucine 
in culhye. It Is the location of mme of the flnest boardlng 
schools, colleges, and msdlcal inatltutiona of the Core, 
Including a Cllnic for the Mentally Distreaaed. Although 
much of I t s  staff-lncludlng medlcal pioneer Dr. Qregorlan 
Illhousen-recently vanished mysteriously, the facility 
contlnues to be on the cuttlng ed@e of treatlng insanity and 
mental disorders The smaller towns of Uara, Arbora, and 
Bergovitsa house about two thousand people each. 

Thls domaln Is known mostly for its horses. The best 

mounts In RavanloR come from Nova Vaasan bloodlines. 
Many of them run wild, particularly along the eastern 
ranges that spread out Rat to the horizon in grassy plahu. 
Commonly, herds of twenty to Rfty black stccd. thunder 
across the open range, splrlted and fry. 9 rkhr tbat 
by night, herds of nlghtmares replace the m0rt.l cme- 
turer of the day. 

Cultural bvak  Medleval, tho& Egertus k more 
chivalric due to outside Influences. 

The Fdk: Nova vbasans are shaharply dlvided 
aristocracy. Impoverished -, and a vagw mkidle 
class, which consists of tax cdleaon, marthsntr, snd 
clever thugs. The rlch are very dch, WMk the poa wa wsr)r 
poor and generally miserable. Vke and violence are ran- 
p n t  in the domaln’s large cltler, and each town hm an ha- 
dlnate number of gambling howar and t a v w .  
The peasants and the working poa In the citkr drsu h 

plain, brown clothlng that is usually heavlly patched. Tha 
men wear looae shirts end cotton trouren, whlka the woman 
wear b l o w s  and W d e d  akirt-pants, which dlov 
cornlortabla rldlng for those wealthy enough ta a hma. 
Most peasants go barefoot though a hsndful wow boots. 

The nobles of the domain dmas In daborstcly cdond coo- 
turner, a brllliant contrast to the clothe8 worn by the pear- 
ants. The men weor bag@y pant8 tucked into shiny, bbck 
riding bootr and shM sleeve$ avlg colkn trimmed wlth lace. 
The women dress in elaborate riding drh.fr made ofvelvet, 
soft cotton Mouses trlrnmed with lace, and rkhg boaa 
Their halr la c o d  with beautiful scarves, trimmed whh 
small gold c o b  and bells that Jingle upon thek hehead. 
The men of Nova Vaasa, from peaqant to noble, prkk 

themselves on thelr mustaches, letting them grow long 
and bushy and waxlng them into tlght curls. A thkk mw- 
tache Is taken as a sign of maturity and vlrllity. 

The law: The domsln’s arlntocracy cMIlhtr of five 
famllles. Four of these families (the Hfregsudr, the Chakh, 
the RMoffs, and the Vlstlnr) Uve in c& on the grauianh 
and have the rIght to tax the peasants who h e  akag the 
Dnar, W e  Borcheva, Volgis, and lvlb rhren mpeahdy .  
Each family pays tribute to the wtfi family, the BoWmlk~, 
who live in a castle in Kantora and cartml the Borch.vs 
River farmlands, RLnce Othmer Bdrhnlk h the current 
polltlcal M e r  of the domain. Them was a tkne whar the 
noble famllles would each rule the dDmaln for five y m  at a 
tlme. However, Othmar came to power twenty-two yean 
ago and has tnken several step to hure that hi. family 
remlna In power. He commanda a d r a b  cavalry, 
consisting of 1st-kvel fighters equlpped with rbq mal and 
club8. In addition, he ha8 mcruked ~OZGM of lycanawOpe 
mercenaries that serve as hh spacial mfommmt aqwds. 
The ocher nobk families pay their trlbuts to Othmar, 

though soma grud@ngly. The Hlregaardo and Chdrhr 
familks support Othmar’s rule; they feel that If Cthrnar dtd 
not have Bane’s blerslng, he would not be r u b .  The 
Rlvtoffs and Vlntlna are lesa pkaaed wlth Othmarandwhh 
to return to the tmdltlonal roMbn syatem. Neither family is 
strong enough to oppose OIhmsr and hk forcer, however. 

Natlva Phyer ch.naar.: Nova Vwron heroes divkk 
along the same lines as thelr ccuntrynmn. When a hem ir 
created, the player must roll percdle dlce. Any reed of 
89 or l e u  means the character k from the lower class and 
receives half hls normbl -tartinn ~llobnm* 4 gold. 

a smell 
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characters are accustomed to paor accommodstlons, so 
they can always manage to find food, lcdglng, and clothing 
for half the prke listed in the Pbpzr's Handbook. Wlth a 
result between 90 and 95, the hero is a member of the 
domain's merging mlddle clam and recelves normpl 
stacthg funds. If the result is 96 or h-r, the hero Is a 
member of the aristocracy and receives five times normal 
rtartlng money: further, the player must then choose whlch 
of the flve ruling famlllcl, his character belongs to. 
Characters lrom the upper class are requirsd to puwha6e 
goods of extnmely high quallty. Thus, thelr weapons, 
armor. and mlscellaneous equlpment wlll always cost 50% 
more than lkod In the player's Handbook. 

H e m s  may be drawn from all classes permltted In the 
RwenloR setting. The official rellglon of Nova Vaasa Is the 
Church of Bane. The tenets are the same a8 the church in 
Harlan (see the "Hazlan" entry on page 67), but the Nova 
Vaasan church has no schism. Althouah these prlests also 
lost their spells durlng the Qrand Conjunctlon, they 
unlformly belleve that it was merely a side effect of the 
catastrophe, not due to Bane's disfavor. As such, they are 
also keenly interested in preventing any such event from 
occurring agaln. Nova Vaasan priests of Bane have major 
access to the spheres of all, combat. healing, 
necromantlc, end sun and minor access to the spheres of 
numben and wards. 

All Nova Vaaran natives have an innate understanding of 
horses. Thls ablllty functions llke the 1st-level prlest spell 
anfmal jWendsh@, except that the character must spend 
Id6 rounds attempting to convince the antma1 of hls good 
Intentions. Addltlonally, Nova Vaasan nobles recelva the 
riding proficiency for free. 

P e m d t l e a  d Note: A beastly creature known as Maken 
plagues this land. He Is known to rtak and brutaka young 
women and thek husbands OT I-, but he always seems to 
escape town guardamen undetected. 

One of Nova kana's meat famous residents Is a grim-faced 
wanior namled Weathermay. He rides a black wamOna and is 
alwaw clad eotlrsly in b k k .  He FWIM Nova Vaasa on a 
MIOII~IGSS qwat against cmaturea of the nlght and other evil- 
doers. He h to the common man what the famed schdar 
Rudolph van Richten was to scholars. His fame is not for his 
great InQht Into the natum ofevll creaturss, but inateadku 
his talent at dmtmylng them. 

Eneountsrs: On the plains of Nova Vaara, the traveler Is 
bound to see thundering herds of deek black horsts, pernap. 
M many M brty or fIfty rollowlng the lead stalh.  After dark, 
niehbnms take their turn at nmning across the opcn 
axpanws, and the very unlucky may hd themselves faced 
wlth ten or twenty of the wll creatures. 

predators am the plains cats. These black, tailless 
creatures live In the crevices of granite outcmpplngs and 
hunt on the plalns by nlght. The females hunt In prldes, 
dragging d m  horses and other sizeable mammals. The 
chance for an encounter la 25%, once durlng the day and 
twice durlng the nlght. 

Further -ding: The game adventure The Aroakentng 
offers more detalls on Nova Vaasa and a look at some of 
the ancient ruins of the domain. The novel The Enemy 
Wtthtn focuses on the darklord of Nova Vaasa and hlr evll 

Most other encounten are with bandits. The only serlous 

counterpart. 

~ r t l 9 o c l p u r r  
8LrM.tMlihamWhlken 

krmor Cla 2 str . 17 
Move t 12 DOX 15 
Level Dice 8 Con 12 
Hit Points 59 Int 13 
THACO 13 Wis 14 
No. of Attacks 312 round8 Cha 1 el3 
DamagelMack By wespan 
specla1 h c & E  Weapon rpecbuIstkn 

Magic Res'-'---- NII 

Slr Trlsten Hlregaard is a tall, muscular man with du&y 
skln and @ay-streaked black Hair. He waxes the end8 of 
his thlck mustache into stlfl points. H1s lace h set In a 
stern expnsslon, but compurlon flkkem In hlr dark eysr. 
He appears to be In hls early tlxtkr due to h h  dark halr; 
In fact, he k nlnety yean old. He remains as VHSl as men 
half his age, however. 

M s k n  dresses In loose, black trousers; WI, Mack rldlng 
boots; and a brlght red shirt. The yellow ocarf he weam 
around his neck is embroidered wlth red end Mack homes, 
and addltio~l scarves wkh diagonal bands of red and 
black are folded and tied around hls upper arms. 

Background: Trlsten Hhegawd was the flrat son of 
Romlr Hlregaard, a princely knight of Vow. H b  father 
taught hlm the arts of riding, weaponry, md war, as well 
as the nobles' d e ,  whlch proacrlbed strkt N~OS for 
Interactions between peasants and nobles-and b e e n  a 
noble and hls prince. 

Rmk Hlrcgmard was an honest, falr bier,  but he had 
one fatal flaw. If he even lmaglned h h  young wlfe WM 
unfaithful to hlm, he flew into an lmne rags. Om day he 
caught h h  wlfe In the arms of another man, and In a fit of 
passlon. Romlr killed them both. Only latw did he barn 
that the man had Innocently bean teachlng hh wife how to 
wak. 

Wlth her dylng breath, Romlr's wlfe cursed him. From 
that day on, he would klll any woman he fell In lave wlth, 
or any men that c d  hlm. UnoMe to face up to hb 4 
deed, Romlr killed himself, and the curse WIU mndcrrsd 
to his son. 

The cumedld not manlfest until Tristen flnt feU In love 
at the age of flftcen. The vlaim was a falr-halred peasant 
girl who waked as a sewant In the famlly castle. The 
crlme was quickly hushed up (for Trbten was the head of 
his noble household), but It left the young boy wlth deep 
emotional scan. He was by nature and tralnhg both 
honest and compasalonete, yet he had e w r d  klHlng the 
girl, even though he fait great remorse a b u t  It later. 

Ski yean and nine kUIRgs leta-each of whkh gave 
hlm greater pleasure than the wn$atlon of kw&Trbten 
was pulled into Ravenloft. A. he waa drawn in by the dark 
powen, his personallty split. 

Sir Hlwgaard h of lawful neUtr.1 allgnment. His alter 
ego, known to the people of Nova Vaara as Maiken. Is a 
chaotlc evll klller who feads upon Slr Hlrepard's secret 
jealouslee and angen, savagely brutellrlng the women 
Msten loves and murdering the men who rtand In the way 
of hls dedrp.  

to 



Current Sketch Sir Trlsten Hlmgaard rS head of the 
rilmgaard famlly, whlch controls and exact8 trlbute 
from the faplands along the Dnar Rlver and the clty of 
Wars. UnUbe Nova yaars's other noble famllles, the 
Hkregaards beat thelr pearants with falrneas and 
dignity. On occasion, Slr Hirsgaard he8 even been 
known to show kindness, but he rarely has an 
opportunity to put hls charitable Impulws Into 
practice. b u n d  by a strlct set of rules that demand 
obadlence to hk ruler and h k  laws. he collect8 every 
coln of tax due. He 11 never brutal In hls collection 
methodr, but he Is always very thorough. Further, he 
argues for lower taxes at every yearly Councll of Lords, 
even though hls arguments always fall on deaf ears. 
Some of hi8 peasant8 revere hlm as thelr champlon, 
whlle othem despise hlm as much es they would any 
other overlord. 

the ladles' man, and many women-peasants and 
nobles allke-vle for his fa+on, for he showem them 
wlth expenslve glfts. Still, others do thelr best to avoid 
hls attentlon. After all, several of hh past loven have 
died mysterious, violent deaths, and even more have 
been leR malmed end scarred beyond recognltlon. 

Slr Hlregaard llves In Castle Faerhaaven wlth hls 
sons Yorgl, Sasha, and Myar (all In thelr eorly Rftles) 
and thelr wives and families. HI# wife of a forty-year, 
lovdeu marrlage dled three yearn ago when she gave 
blrth to yet another son, Mlkhall. The young boy Is 
belng ralsed by hls older brothen, who dote upon him 
as one would expect old maids to do. 
To all appearances, Slr Hlregaard Is slmply the heed 

of a noble household that pays allaglance to Prince 
Othmer. Not even Hlregaard himelf reallres that he Is 
the darklord of the domain. 

Whenever he baglns to fael the atlrrIngs of jealousy 
or anger, Slr Hlregaard orders hls guards to lock hlm 
into hls personal chambers, hlgh In the master's tower 
of Castle Fabrhaaven. There, sometlmes for days on 
end, he waltr untll hls passlons have cooled. He 
balleves that for seventy yean he has controlled hls 
lust for murder In thh fashlon and that he has made a 
new Ufe for hlmself In Nova Vaasa, but he Is wrong. 

trmformatlon when the rages strlke. Hls hair becomes 
stark whlta, hls frame gnarled and mlsshapen. HI8 
pockmarked face twlsts Into a hldeous leer, and his 
eyes bum wlth fury. He becomes the flend Malken. 

Malken Is devlllshly clever and frequently escapes 
his tower prlson. He takes great care to return there 
before the rege subrldes and Slr Hlregaard emerges. 
Recently, despite Malken's precautlons, Trlsten has 
begun to realfre that perhaps hls carefully lald strategy 
has been less than sucqessful. Too many murders have 
colnclded wlth his self confinement, and one af h k  
guards has wen admitted to enterlng the chamber 
early In vlolatlon of Mstcn's orders and flndlng It 
curlously empty. Recognfring the clever nature of the 
beast wlthln hlm, Trlsten Is saeklng supernatural 
means to dd hlmself of thls evll and quell hls 
murderous passlons. 

Even In hls twlllght years, Slr Hlregaerd Is very much 

In fact Slr Hlregaard undergoes a hldeous 

Closing k.= drders: The dual nature of Sir 
HIregaaWMalken makes it impossible to seal the bordem 
of the domaln. Sir Hlregaard Is rtruggllng agalnst the evll 
within hlmself, and In doing so, he robs hls darker slde of 
some of the powers enjoyed by most darklords. 

Combat: Sir Hlmgaard Is profklent In four uraclpo~: the 
long sword, composrts short bow, honunan's pick, and 
honeman's mace. MdltibnsHy, he Is apecblhed in the 
mancatcher. When uslng thls unusual weapon, he gets two 
attack8 per m d ,  g a b  a +I bonw to hls attack rolls, and 
adds a +2 bonus to his damage dls  (In addltbn to hh 
normal Strength bonus). Malken sham thew Prdfda- 
although he pr&p to attack hla vMlm (who M usually 
far weaker than ha Is) UrHh hls bare hands. 

Slr Hlregaard's long sword Is a defender +4 wlth a hlk 
shaped like a rllver horse's head. He also wean chaln 
mall +2. 
The Hiregbard famkly commands slxty foot aoldlem 

(1st-level flghten) equlppad with rlng mall, short words, 
and rhlelds. He also commands twenty knlghb (3rd-level 
flghtem), who Rght on horseback with horseman's plcks 
or maces and wear scale mall. 

Should Slr Hlregaard ever be WUed, hls cume will attach 
Itnelf to hls oldest son, Yorgl. A new "Mdkeq" wlU be born, 
and hb flmt act will be the kullng of Yorgl's d e .  Should 
Yorgl dle, the cum will be transferred to Saaha, than Myar, 
and Anally little Mlkhall. Should all brothen be dah, UW 
:me will transfer Itself to Sasha's 25-year-old son. 

' 





hls sectlon contains information on the Sea of 
Sorrows and some OF Hs malor lalands, lncludlng 
Markovla. 

The Land The Sea of Sorrows Is a mlst-haunted body of 
water to the w a t  of the Core. These dark waves are 
traveled by Captain Pleter van Rlase In the ghost shlp 
Relentless. 

The waten of the Sea of Sorrows are bltter, stormy, and 
cold. Dense fogs constantly shroud the surface, and 
terrlfylng nqr’westers can materlallre wlthout warning. It Is a 
ram day when a lookout can see mom than a d e  ahead of 
the shlp, and none can truthfully say that they have seen the 
sun or stars while Mlllng on this haunted bcdy of water. 
The fogs of ‘the Sea are extraordlnarlly thick and 

clammy. When a ship salls into a fog bank, time seems to 
stop. An uwervlng silence sets in as the Mlst deadena all 
sound and ahllls voyagers to the bone. Vislblllty Is reduced 
to a few yards. forclng all salllng vessels to drlft helplessly 
at the mercy of the wlnds and currents. 

Effortd by mariners and explorers to chart the Sea of 
Sorrows are hampered by the fact that most of the sea Is 
hldden by eternal fog banks. No two captalns have been 
able to chart a consistent course to the lands that are 
rumored to exist there. One captaln who holds a course 
through the MI& will reach the bland OF Domlnla, while 
another (or even the same captaln) wlll flnd himself 
r u ~ l n g  agrmund on the barren shores of Bluetspur when 
trying to plot the m e  course. (ruota. Thls Is because the 
Sea of Sorrows actually gives way to the Mlsty Border.) 
The Sea of Sorrows is one of the Demlplane’s largest 

domains. It Is so large, In fact, that at least SIX other 
darklords have domalns wlthln It. 

A few aWteredJdan& I& hidden In the Mists of the Sea 
of Sorrowa Few landlngs have been recorded on any of 
these Isles, qnd It  Is extremely unusual to encounter the 
same Island~twlce, no matter how long one searches. Most 
seafarers keep the coasts of the Core In sight when salllng 
thls sea. 

Cultural @vel: Vales by Island or shlp encountered. 
The F o k  The Sea of Sorrows itself has no native 

human inhabltants, but mariners from Lamordla, 
Necropolls, Dementlleu, and Mordent often brave Its 
dangerous wters. Fishermen, sealers. and traders ply the 
sea betwemthose realms In small numbers. Martlra Bay 
Is home to a shlpyard that bullds some of the finest 
vessels of the Core, whlk Port-a-Luclne. Ludendorf, and 
Mordentshlre serve as major ports. 

Many of the scattered islands In the ocean am Mablted, 
however. Tho mort prominent of those (except for Markovla, 
which ir desulbed later) include the following: 

BkUsteh-This small Island Is ruled by the Iron flst of 

. 

a madman. Known as Bluebeard, thls handsome, gray. 
bearded f l h d  dwells In a castle perched over the 
Island’s &le v h g e  Uke a vklous guard d q .  Thme 
Mps that hwe landsd here have been either chased off 

by club-wieldlng vlllagers or have bean commanded to 
appear before Bluebeard. The villagers am fanatically 
loyal to their lord, although the gallows on the edga of 
town always have at least one fmh corpse swtnglng on 
them. Strangely enough, the clthens of the vUlage do 
not seem to recall that the executed pcnon was once 
one of thclr neighbors. 

Qne VI& to Blaustein Is generally all any crew needa 
before decldlng nevet to go back. 

Cultural Level: Early medieval. 
The Darklord: Bluebeard. 
Further Raadlng: For more information on Bluebeard 

Demise-One of two &able Island In the Lamordlan 
and hls Island, see the Darklards accessory. 

Island chain called the Flnger. Demlse Is home to a 
traglc creature known as Althea. This meduaa Is 
trapped wlthln the conflnes of an exteruhre labyrinth 
made from w h k  stone, and ahe has been driven Insane 
by lancllness. 
The Darklord Althea. 
Further Readlng: Althea and Demise am described in 

the R A V ~ O F S  M o ~ l s m ~  CI~~FENWM Appendlccs I G k 
Domlnla4r. Daclaud Helnfroth’s Asylum for the 

Mentally Dlsturbed Is the only aettknd on this tlny 
Island, which Is located about fifty d a s  weat-south- 
west of Markovla. Orlgbally from Qundarak, Dr. 
HeMroth Is recognized as RavepWs W n g  expert on 
mental disorders. 
The Darklord Dr. Daclaud Heinfroth (also known as 

Dr. Domlnlanl). 
Further Reading: For full detalh on the ~ y l u m  and 

the horrible experiment$ Dr. Hdnfroth perform on h b  
patients, see the boxed campalp Bfeak HbUse. 

Ohastrio-The Island of OhastrIa Is home only to the 
village of East Rldlng. The aettiement I*. four mlles 
Inland along a well-marked road that leads from a 
natural harbor. Roughly slx hundred people Ike here, 
and they are all the tenbnts of Easrquls S w a n  
D’Polamo, whom merchants MY r u l u  the Island wlth a 
benevolent hand. 

Crops on (ihastrla grow healthy and pkntlful, but 
ships who carry vlctuab and fwdatuffs to the Island wrlll 
flnd eager curtomen. Those who have spent any huts& 
of t h e  on Ohastrle understand why: Although tha 
produce and meat here appears whdssome and d I s  
delectable when prepared, It Is, In fad, utterly tartclcls. 
Only fwd imported from the rnsWand has any flavor. 
The Darklord: Steren D’Polsmo. 
Further Raadlng: For more Information on Enst 

Rldlng and k e n  D’Polarno. see the Darklords 
accessory, 

lsle ofAgony-The second of two sizable Islands in 
the Lamordlan Island chaln Is reportedly home to either 
a man-eating sea monster or the dwll himself. Thou& 
It Is the location of one of the few d l m d o n a l  gates that 
wlll allow heroes to trawl beyond the boundarks of the 
Demlplsne, no one wlth any sense lands upon this 
Island wllllngly. 
The Darklord Adam (as thls Island Is actually part of 

the domain of Lamordla). 
Further Readlng: The lsle of Agony Is dcscrlbed in the 

adventure Adam’s Wrath. 



Native Player Characters: No locatlons In the Sea of 
Sorrows lend themselves to the creation of player 
characters. Stlll, a hero can easlly be from one of the 
mainland port towns in Mordent, Dementlieu, or Lamordla. 

Peraonallttes of Note: Each lnhablted island features Itn 
own cast of chilling characters. 

Encounters: Native creatures of the Sea of Sorrows are 
scarce. Seals, whales, and schools of cold-water fish are 
hunted by daring captains. The mariners of the coastal 
domalns have an unwritten code of nonaggression on the 
sea; all seafarers are brothers In the face of such a 
weacherow and changeable ocean. 
The Sea of Sorrows has several monstrous denizens. 

Among these are bowlyns, reaven, and sea spawn, all of 
which are detalled in the three RAVENLOIT MONSTRWS 
COMPENDIUM Appendices. The most terrlfylng encounter, 
however, Is a sighting of the Relentless, the ghost shlp of 
Captain Pleter van Riese. It Is said that any ship 
unfortunate enough to meet the Relentless wlll never again 
return to port. 

I)rrclffi ct Ih 0m rt B m r u  
Captain W e r  van Rlese 
WUl-Magnitude Ghost, Neutral Evll 
Armor Claso -5/0* su 18 
Movement 12 Dex 15 
Level/Hlt Dice 14 COn 17 
Hlt Points 62 Int 14 
MAC0 7 WIS 9 
No.ofAttacks 1 Cha 16 
Damage/Attack 
Special Attacks Ghostly abilities 
Special Defenses 
Mnglc Reslstance 50% 

Thc flnt number applies when Yan R i u e  is ethereal and his 
opponent Is not the seamd number appliea when &her Van R l u e  
is corporeal PW hir opponent becomes ethereal. 

Pleter van Rlese Is a powerful apparition who sails the Sea 
of Sorrows In his spectral shlp, the Relentless. He and hls 
shlp appear much as they dld in life, though they are now 
translucent wraiths. 

strong jaw, a close-cropped beard of iron gray, and deep- 
set eyes that smolder like coals. He wears a dark, hlgh- 
collared brldge coat and a battered sealdrln cap. 

Relentless Is a square-rigged brigantine that always 
appears to be in full sail, regardless of the actual wlnd 
conditions. She carrles no crew save her captain. who 
paces the quarterdeck like a caged anlmal. Van Riese Is 
capable of wllllng the Relentless Into a corporeal state, and 
when she is solid, she cannot be distinguished from an 
ordinary vessel. 

Background For almost.all of hls Ilfe, Pleter vah Rlese 
salted the seas of his home world. He stowed away on his 
ilrrat voyage and worked hls way up from cabin boy to 

iwain's mate. After many years, Van Riese saved 
gh money to become master of his own hlp .  

Van Rlese had a dream of flndlng a northern passage 
from the seas of hls home to the exotlc, treasure-laden 

Id12 and drains 3 levels 

+4/+2* magical weapon or better to hi? 

Captaln van Rlese is a tall, broad-shouldered man with a 

Isles of the east, 10 he searched the arctk waters endleuly, 
supporting his expeditions wlth whalMg and seallng. Tlme 
and time again, he was defeated by the icy seas and 
treechcroua fogs. 

Oraduslly, Van Rlese's dream h m e  an obse..kn. The 
wealth and fame he would galn In findlng a pa- maMt 
nothlng to him; It k a m e  a personal battle agehat the 
northern seas. Van Rlesa drove h b  crews m e r c ~  
bellevlng that their weaknesses kept hlm from reach@ 
his goal. 

than tvo 
months to round the ke-bound northem Mend.. R d e n t h  
was bettered savagely by howling gales and tnomWWw 
saas. The crew bepged thdr c e  to turn back, but Van 
Rlese could not be swayed. He exemtad the crew's 
spokeamen and continued hh war sgalnat the sea. 

At the helght of ?he gale, the Rdentkss har8elf was 
flnally defeated. Her foremast WM Io&. and 8ha b q p  
taking on water. Captain van Rtme's was awful. In the 
moment of hls defeat, he promlard hb IHa card l ime of hb 
crew to any being who could hdp him focce the pau;.o.. 
HIS ofter was accepted. 

The gale abated, the shlp righted herself, and Captaln 
van Rieae found hlmself salllng In the fog-shrouded watm 
he thought he had wught for w long. However, hb crew 
was gone, and hls beloved R d e n t b  had become a 
spectral apparition. 

Curmnt Sketch: Van Rleae now d i a  the Sea of Sorrows, 
chartlng the Islands he fIn& there. He wish- to return to 
his homeworld eventually and pmve that the he 
sought for 10 long h i n d d  tmveraable. The mere sight OF 
the RelCnNess i i  corulderd a dim emen for waf.nh on 
the sas of Sorrow. 

Captdn van Rlese is growhg incrasrlngly FnutmW, 
howwar. It meems that the Islands of the Sea of Sorrovr 
keep moving, so his charta me never accurate. The Mlrtr 
confound him at every turn. He cmseus and maosses the 
sea, double-checking hls charts, forever msklng 
correcttons. 

Captnln van Riese bellevas It Is hb crew that k e e p  
falling hlm and that a new crew will enable him to flnally 
escape. He saurches for coura#eous and sklllful 
marlners, luring them aboard the Rclentlesa with 
promlses of far ports and great dches. Those who Uaten 
to him vanish when the Relentkss resumes her g h ~ &  
state. and those who refuse Van Rleae's offer provoke hia 
Inhuman wrath. 

Clo8bg the !dordera: Pieter van R k s e  can c h  the 
borden of hls domain by cawing an impenetrak fcg to 
arise, becalming any vessel trying to leave. Plyem shk 
slowly Into the mugh. shark-lnfwd waters. 

Combat: Captain Pieter van RLeK has a number of 
unusual powera. HIS touch doea not age hh vlcthu, kn 
In- & a h  Ufe energy (upariem Isvelr) trom them and 
causea ld12 polntr of clrllllng d a m .  Van RLeK Is ab0 
able to d o n d ~ t e  any llving p c ~ n  who meets his gam 

The sight of the R e l e n t b  Forces living chsnctan to 
make a ruccasdul ~ ~ l n g  throw VI. spell or be paralyzed 
ww1 Fear for aa long as she nmalnsln sight. V.n Rlarecm 

of Fog at wlll withln five hundred yards ofthe RJentlisa In 
addltkn, he can summon 2d4 bowlyru to aid him. 

In h b  h i  voyage, Van R h e  struggled for 

also create fog cloudr, shadow monmra, mud fcg, or W d b  
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Van h b  weakness Is hb bond with the ReIentlLU. 
ever be destroyed. Von R i a  would be 
Ot come, t Q not easy to slnh a 

W W .  ' 

dllrrhaoir 
The bnd. Although m6st scholars of the Core reJect the 
idea as foolish. some clalm that this, the largest known 
Island In the Sea d Sorrows, was once located at the 
center of the Core where the Shadow Rift now exists. 
Discovered My-flve miles due west of Ludendorf by a 
loa merchant vessel eight yearn ago, a growlng number 
of map-makers are labellng it Markovia, despite the 
unlikelihood of It actually being that land. 

Markovla is a lush, yet apparently uninhabited island. 
~*qlKiepldmy ""!-u- 

LnrOhhbMaman. 
Two years ago, an attemptwas ma& by Lamordians to 

Cultural bvei: Stone age, though Markov and his 
iettld it, but the colopists vanished mysteriously. 

home are medleval. 
The POW Except for the beast men created by 

Markov, thh domaln is uninhabited. Lord Markov 
believes visitors are glRs from the dark powers-more 

w partr for hls abomlnablc creatlons. He attempts to 

a h t n d i n  to Metkov's mm8,.krt they &,,not 
evan,4&apamh(hrvL*ani.:Th. w man Nwrtto 

hdfectlve. 

adventure MleeFMan nor&ast., ' 

~ ~ o n ) y ~ p k 4 t d l # b W h $ k S l B a d ~ k n  @H 
, . ,  , 

Further Reading: For daslls'oh Mark&, MI) mC ' 

' 



Dmd4D~bdc 
Frantlssk Harkov 
D-Level Human, Lawful Ed 
Armor Clam 6* 
Movement 12. 
Lcvel/HIt Dice 5* 
H t  Points 24 
rnAC0 15* 
No.ofAttackr 2’ 
Damagelhttack ld4/ld4 
Special Attacka See below 
Special Defelws See below 
h g l c  Rerbtance NII 

‘ Varlable &ora 

S 19* 
D 18* 
Con 16* 
Int 17 
Wla 9 
Cha 8 

Frantkk Is a large man. with thlck bones, broad features, 
green eyes, and straight, Mack hair that he wears sllcked 
back on his head. Hls bmad, twthy smlle Is far from 
easaurlng, often appearing threatenlng and predatory. He 
wears a heavy, hlgh-necked robe, which he sometimes 
idorns with e necklace of animal or human teeth. He 
ippears maslrive and lumbering, with a sllghtly hunched 
>ack. unusually long arms, and vislbly bowed legs. 

8.ckgmund: The Markovs llvad in Barovla when Strahd 
became a vampln. Some of them dled in Castle RauenloR, 
but the others fled to nearby Vailakl. Frantkk grew 
up on a small pig farm outside that vlllage, 
wnwhdad by the forested slcpea of Barovla. 

F~ntbdt  evenhmlly married a young woman from the 
village and o w e d  a butcher shop there. Soon, however, 
he tlred of slmple butchery. He began to aperlment wkh 
the animals, perfonnine surgkal amputatha, grab, ond 
glanduhr InJecbw. Of course, t h y  aUdkdwuhk a h  
days, butthe hobby coat hlm nothing since he could rWI 
sell the meat. 

when hh klnd-hearted *e, Ludmllla, dlrcovarrd hla 
ghastly pastha, she was revolted md threaanad to 
leave hlm and tell the villagers about the meat they wem 
buying. Ftlrtous at her betrayal, Fnntinek made her hb 
next experiment. LudmtUa ltved f a  thm days. When her 
body waa Ant discovered, fhe vllbgen thou& It war th4 
body ofa beaat. When the truth came out, thay exlted 

MarkWb. 
CurW Sketch Markov baa the power to operata on 

any creature ~d c o m b h  It with the aspects of any otha 
specias.Mostofhlaexperknsntrhnncmatedbrokan 
ones (see the R.wwm Mmsniws Ccwuunuw 
Appendices I & I/). 

Markov has been c u d  by tha lund to have the body 
of a beast. Markov despera(sly wantn to be a normal 
human agaln. He spends bnghoura ln hblab vlvlmdng 
anlmals and transforming them In& SnlmCLt  ma^ hoping 
to dlscover a maans to untangb h b  twIeted genes. h 
Markovla was transpatmi Into the Sea of Somnn during 
the Orand Conjunction, bat subjects hare been h abort 
su(5ply. He stlli cartinuen to experiment, hoping to find 
themeanaofcurblg his condition, buthekfonvM 
doomad to failure. 

Qorfnotha 0orders: when MsrlrorwantStQ8eal 
Markovla, the seas rise and tumble In vtdant bums 
againat the shores, and shadw clrck In the wstan, 
seeking the obJect8 of Markov’s wrath. It k still poslbb 
to enter and leave Markovla through the Miab during 
these times, but they usually do not rise. 
C0mb.t Markov is a shapechanger who can auume 

any animal fonn. The tr- rsauirw a MI 

hntlaek to the MlSta, and he becam8 the darklord of 

round, but he can do it at urlll. Each c& a h  heab 
2d6 polnts of accumulated damage. He takes on the 
physlcal characterlstks of the anlmal he renembh, 
Including Hlt Dice, Stmngth, Dexterity. and CautRutlon, 
but hls mental attributes nmsb, the%me. 

The dark powers have Imposed some lntemttng 
reatxlctlons on Markov. He cannot wautne a tnre human 
form, nor CM he take the shape of any humanoid 
creature. He can only assume the form of a -1 
anlmal, not a magkal or enchanted creature. &matter 
whlch animal he bec-, however, Franthek always t 

retains hls own human head and face. Among other 
things, thla mean# that he never gaiw a bltln(l 
attack. He can thoow urhahar to retain h h  own 
handa or a m m e  the p a w  of the animal he 
bacomea. Usually, Frantlnek chooses the form of a 
gorllla because he can stlll appear human, though 
bulky and Iwnbarlng, beneath h b  loose 
robes. The numban above m!hct hh 
abilities as an ape. 
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his rectlon contains informatlon on the Noctumal 
&a, =me of ita palm islands. and Vechor. 

%?lis Qloeftlrerl @en 
The Land,The Nocturnal Sea is a filgld body of water east 
of Nova Vqase and Necropolis. Until three years ago. It was 
completely Mdden by the Mists that surround the Core, 
although darlng ships had been settlng out from hertus 
slnca shortly after the Grand Conjyctlon. Still, even before 
the Miat8 retreated, several Islands were dlacovared, and 
new Island8 are actuallv being dlacovered in the Nocturnal - 
Sea continually. 

Although the Nocturnal Sea is no longer hlddm, It Is still 
hazardous to naviclate. Pemtual cloud cover hanas over the 
dark, choppy waGm; M sin, moon, or stars 
these cloudwlthough some of the island# enjo 
days. At night, the sea is plunged Into an Inky bl 
seema to dull the Wravislon of the demihuman r 
the Nocturnal Sea Is even more dangerous than 
Sormw. The clouds make navlgatlon all but Imps 
&Ips that do not carry magnetic compasses, and banks of 
fcg rlse From the cold waters almost wlthout warning, com- 
pletely engulfing vessels and causlng them to lose thelr way. 
Further, Jagged rocks hide beneath the waves near virtually 
every Island, and sometimes In what appears to be open 
water. The skeletons of great ships mark the locations of 
some of these hazards while others remain undiscovered. 

Nonetheless, the lands in the Nocturnal Sea have all 
pmven either Interesting or profitable enough to spur both 
the adventuresome and greedy to keep looklng for new 
lands across the sea and in the Mists. Some explorers 
k l k v e  they have found the eastern shores of the Nocturnal 
Sea with the domain of Vechor, but othars maintain that 
Vechor Is Just another large island. Othen claim that the 
sea has no boundaries, and that If a brave sea captaln plots 
a straight courre east into the W, he will eventually 
emerge In the Sea of Sorrows. However, no captain who 
piles the Nocturnal Sea Is known to have attempted this, 
and certainly no one is known to have succeeded. Most 
consider the idea wishful thinking on the part of the 
merchantn In Martlra Bay and along the Core's west cmst. 
since more Islands wlth Inhabltanta wlliing and sager to 
trade have been dlrcovered in the Nocturnal Sea In a few 
short years than have been discovered In the Sea of 
Sorrows for a century. 

the Nocturnal Sea are the following: 
Among the most noteworthy Islands discovered so far In 

Graben Island4ccated about seventy-five miles off 
the coast of A h r a ,  araban is the second largest Island In 
the Sea of Sormws. It is home to four vlllages and ruled 
by a family of nobles who share Wr name wlth the lsk. 
The largest vlllage on the Island is the village of Qraben, 
whlch boasts about one thousend people. The other 
settlements are home to roughly three hundred each. 
The paople of Qraben are an Insular lot, so no steady 

trade has been eatabllshed. 

F'urthar Reading: For dasll. on Orakh Island, sea 
the adventure module Shlp OfHomr. 

lsle Of the R a u e W  this laland conma Into 
sight, Ita prlmary InhabWtnts make themaelvea known 
to qpproachlng ships: Lsrg. ravena rwoop around the 
rhlp and puch upon the 
s d n g i y  rtudylng the ship's cmw and pa- wkh 
cyea that gutter with lntelllgence. when the Wand 
caner into view, c m s  sea a he4vlly forestad bland that 
roughly covers one square de.'At Ita center k a tall 
tower maching into the cloud cover, amund whlch 
hundredn of large raveno mbl Ma black cloudb. 

and in pOId lOh ,  

Cultural Lmval: Unknown. 
The Darklord: Though her nome is not known, the 

laws darkkwd is reputed to be a mage of skin and 
is the Iaiand's only known human inhatat. Thb peWe 
womanwlth pale* and stmi&d black hair lhnr h the 
tower at the canter ofthe bhnd. RqmrWiy, a d 
sellon landed on her Idand, and when they blad b tab 

into  rave^. Tha sellom took fllght andJolned the drcting 
blrds ovahad ,  vhUe the mnahblg OM lled b tell the 
world ofthedangaarous w o m ~  on the We ofthe RsMnr. 

Knammcn--lmmcdlstely vcb of Q r h .  this island 

Further Reading: For more fnfurmatbn, sea the 

L'lle de la Twnpctc--Th* ten-mlk long. kldnnay- 

&antage d,her hoapltBIlty, rhs aMIIfcnned an butme 

c o ~ h t h e d l f i s h l n g ~ ~ o f ~ .  

adwnture module Shlp ofHwmr. 

shaped Island Is o m  ofthemoddangerwr locatJonsIn 
the ploctumal Sea. It is summded by lomcofthe maat 
trwcherourhb so far dkcatersd. However, a kqp 
ilghthoub standi at ttr center. Tha 
does not sweep a- the w a r n  as a ncmial 
llghthouw would, but is Instead constant, so c.ptsinr 
who do not realize what It Is wU1 lull gmmd th& &Ips 
w the jagged rocks just b e k ~ ~  the surface. 

The Darklod The Wand is in fact home to Captain 
Alaln Monette, a werebat. Onca a cruel wa-crp(elnl he 
is now the darklord of this tlny island, c u d  to never 
sell his belored sea again. 

Further Rea- For details on ,CeptSh Monaae, aee 
the Darklords accesmry. 

LWr-TM large Island contoha several cmia farms, 
rolling Rcldkalthouah the corn gmwa sickly here. due 
to the scarcity of suntight-and thm wttlwmw 
Armelkor, which Is home to thrsc thomend paopls; 
Moondale, home toonethousmdpop*; adthcamll 
vlllaga of Claverh (located on the eatate of Baron 
Evensong), home to four hundred psopk. W e e n  
theta three rettkmentn and the Wand's fanns, LMe Is 
completely Selt-SuItlcknt. 
The pcopla who llve hem are firhaman, fumsn, ad 

artlaam. Th6se commonan 8Wwa andl nobwy, *kh 
Is graduw king replaced by a mtddle clam thathar 
roppad up dwto bsde wlth Nova Vaaw. hthelrthimt 
for cxotlc ltern?.from beyondtha dark waters, the W S  

am creeahg the clws that wUI some day replace them. 
The deep-water harbor of Annelkos, as well as the 

shlpyardr there, are making LMe a fmquent4y visited 
bland, desplte m&Iw of a Iawuaaa barrier. k #erns 

beem 

the tongus.spoken by & people a Uka k c k d y  
related to the I.llcluaae known by the &aa d srm(ew. 



Domains 

ultural Level: Medleval. 
he Darktord. Baron Evensong. 
urther Readlng: The game accessory Book of 

erupts features adventures set In Armelkm. Claverla, 
Md Moondsk. 

The Nlghbwc L a n W n  addltlon to the Islands 
rnentloned above, rumor has It that romewhen w M n  
the Noaumal Sea la a pIace known as thc Nlghtrnare 
Landa. This hlmd reportedly Is a poht when dreams 
and reality intersect. So far, no mariner has been able to 
MV~@O to It, although Captaln OnM Rhelarian clalmed 
to have rolled the famed scholar Rudolph van Rlchten 
and Dr. Qmgorlan lllhouwn to that place m e  time 
ago. (Saa Chapter Four for daslla on thh domain.) 

Todsteh-&cated sixty mlles oust of Graben, 
Todstein Is forever surrounded by icy storms, and no 
one is known to ever have safely landed there. It 
appcan 90 be llttle more than an Ice-coated rocky 
knoll. ThI6 Is the lslqnd upon whlch the new lord of 
the Nocturnal Seb dwells, Meredoth the 
Nacromancar. 
Further Reeding: For more lnformetlon, see the 

adventure module Ship ofHorror. 

N a t h  Player Characters: There are no natlve player 
characters from the Nocturnal Sea, though they EM be hwn 
lndlvldwl Idsnds. 
Encounters: Them a n  wveral monstrous denkens of the 

Nocturnal Saa. Among thew are bowlyns, raavers. and sea 
spawn, aU of whlch an detailed In the flm three RAVENLOFT 
MONSTROUS COMR~DIUM Appendices. Other encounten vary 
by Island. 

Further Reading: The darklord of the ploctumal S a .  
~errdoth. 18 daalied in the advcntwr mod& .smp or*. 

-d I l r l zwtmaw 
M.radou1 
ZOth-bvel Hunun Nacrommncer, chsotk @vO 
Armor Class -2 Str 10 
Movem 12 , DeX 17 
Level/t :e 20 Con 15 
. 'it Points 50 Int 19 

HAC0 14 WlS 12 
o.ofAttacks 1 Cha 5 
amage/Attsck By spell or weapon 
pecial Attacks Spells (6/6/6/6/6/5/4/4/3) 
p i a l  Defenses 
agic Resistance NII 

Immune to attacks from undead 

Meredoth Is a wizened old mage who 8tSndr Just over six 
feet tall. He has piercing, cloud blue eyes. and flowing, 
frorty-white heir, beard. and mustache. His skin h pale and 
always cold to the touch. Hla long fingem end In twisted. 
clawllke nallr that have a purpllsh tlnt, like that of a corpse. 
He typically wean black or purple woolen robes 

Background Meredoth llved on the world of Mystera 
(from the M ~ A R A *  campaign setting). There, he was 
granted a barony in the Alphatian provInce d Norwold. 

Mcmdoth was not much of a d e n  He accepted the land 
grant because he knew Norwold was a wild and untamed 
land and a68umed that he would be able to work on his spell 
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research undisturbed. He settled on an 
island off the cocut of hls terrbry and 
ordered hir retainen to deal with eatabllshlng 
sultable cobnlaa for AlphaUan Lmmigrants. 
The Rnt winter In Nonvdd was harsh, and 

Maradoth lost many of his retainers. However, It 
was a mail matter to simply anlmate them and use 
them for menial tasks such as clear-cuttlng, Meredoth'r 
chief retainer, however, objected to this, so the mage 
killed hlm as well. 
h M lncrearlng number of his retalnen and the 

lmmlgrants arriving from Alphatla sought audlences with 
the baron, Memdoth found le88 and less time for his magical 
studies. He knew he could not klll everyone, so he devoted 
tlm to their concern. However, what time remalned 
for his reaearch was devoted to a way to Improve both 
retainers and coionlsts so that they would not constantly 
bother him wlth such concerns as defense of the settlements 
and fwd shortages. 

In the dead of winter, two yeara after Mmdoth had bssn 
made a baron of Nomold, he dlacovered the solution. It 
could not have come at a more opportune time, because 
the colonlrts were all on the verge of dying from stawatlon. 
He poisoned them all and made them Into unique rombles 
that retalned thelr former intellect whUe making them 
slavl.hly loyal to their master. The colony would contlnue to 
exlst, but there was no need for food, and no one would ever 
bother Mmdoth agaln. That wme nlght, however, a vlolept 
storm raged. when It cleared, Meredoth found that hls Island 
sanctuary WM no longer off the coast of Norwold. Instead, It 
had become part of the Demlplane of h d .  
Meredoth dM some exploring and found that hh Island 

d a t e d  In a body of water with a handful of other Islands. 
W s  wnounded It ail, and thosa MIrts prevented any 
escape. However, there were pcopk llving on nearby lslandr 
that would wwe nicely as test subjects for hm necmmnUc 
magic. After a century In the Mlsts. Meredoth was finally 
rewarded wJth ndcnhlp of the Nocturnal Sea. 

now draw test subject8 from the many hlands of the 
Nocturnal S c w n d  even the Core. His attention remalns 
focused on the Islan& of Todstein (which Is en exact 
dupUcate of his Island home on Mystara, although It Is 
forever locked In severe winter weather), Graben, and 
Knammen. He has turned the noble f a d y  of Graben Into 
undead, and they are presently his prlmary minions. 
Memdoth has come to view life as an enormous experlment, 
and the livlng as experiments welting to happen. He has no 
regard for the value of life, and conslders humans to be 
nochfng mwe than crops walting to be harvested. HIS 
undead minions afd in this harvest, by abducting merchants 
who spend any time on Orsban, and hls own Island of 
Todstcln la riddled wfth a varlety of traps set to catch those 
who manage to land there. 

Closlng the Borders: Meredoth can generate such 
turbulence around the Idands of the Nocturnal Sea and 
along the eastern coast of the Core that the water becomes 
lmpsslble. Fifty-foot-high waves and Ale-wide whlrlpools 
enam that those wlthin do not escape wlth thelr lives. 

Combat: Meredoth has the spalkastlng ablllties of a 
20th-level necromancer. He h lmmunc to attacks hum and 
effects of undesd of fie or fewer HIt Dke. 

Cumnt Sketch Mersdoth has not yet rwllzed that he can 

If Meredoth's home or Island Is 
infiltrated, he conalders it to be an 

"extermlnatlon ppblem." His traps are 

experlmentntlon aubject~. He typhlly arrlves 

4 
1 ~ ~ t o ~ r e ~ a l  

at a trap to ensure that It Is sprung, then Ntreata 

M e M  h h t h  to enter melee. Although NLhlcu 
to anothsr part of h h  home. 

in bath.  he maintains a salbdktance 0s h W  M 

posswe, casting spe~b a maximum range. HC &eys 
casts protective spells upon hknrelf behe  combat ba@ds 
(unless the urgency of the sltUs(i0n p m h l b  such 

The IKeromancar has a vedety of mogkal Mns that he 
wlil have wlth hlm at all Umcr, and most of theaa are 
potent in combat. Thew ftMlr include the folkwhe: ckak 
ofpmtectlon +3, btacaa ofdelbwe AC4, ring ofshootlng 
stars, rod ofsmltlng (1 1 charges), atu#ofUlc sapenf 
(pythonJ, wsndofRamcedwumlng (16 chwes),  b48 
ofhddlng, broom ofwlng, and a decanter ofendlesa 
wakz Muedoth's homeworld of Mystara Is a very mgk- 
rfch world, so whan he entered Ravenldt, his spell books 
contained every ape11 in the prclyer's Han&ook. Ravenloft 
hns granted him the power to know and C M t  any ape11 that 
was once in hls swll bodu, which 'were not 
wtth him when he was ssfnd by the Mlata, up to hlsddly 
llmlt of spclla. He need not spend time memMirlng rpeh 
each day, but may Instead cast thew spellr whenever they 
are needed. 

Note: Many of the Islands In the Nocturnal Sea are 
danakn of other darklorda. Mueijoth has no contrd over 
tkse tmkories. However, any Island wlthout an 
independent darklord h part of hls domain. 

PWCaMOM). 

, me#w 
llM h n d  Untll recently, Vechor was surroundsd by the 
Mi-, eo~lpletcly cut off hum the rest of the Dcmipisne. 
No% L b h only domln thus far to be dlicovered enst of 
the N ~ c t m ~ l  Sea. 
h vechor, tha marshy coastline btves way to a folntad 

domain where the weather has thus far bean conshtently 
muggy, although the locals clalm the weather changes at 
the whim of thak ruler, King Easan. Almost any physkal 
actlvlty lmmedlately results in a drenching sweat, and 
unless adventurers are cardul to drink lots of water, they 
wlll soon find themselves suffering from dehydration and 
heat stroke. 
The Nostru Rlver winds Its way lazily from the Clffi of 

Vesanls In the east to the e a  in the west. For the most part, 
thb river Is lnfeated wlth large, eggresslve morquitoas that 
force those traveling along its ahores to cover themselves 
completely. Luckily, the morqultoaa do not come near the 
clty of Wok, caphl  to Khg Easan and the only Wement 
known thus far In this domain. 

Abdok Is a atudy in contrasts. The people am well-fed 
and happy, yet the clty is a ramshackle maze of bulldlngs 
seemingly on the verge of collepse and narrow streeta 
littered wlth mfuae. Easan's dwelling, by contrast, Is a 
sprawling structure of whlte and pink marble at the cltw's 
heart, I t s  oddly twhted splns sparkling In the SUI 

uu 



Thc wouttrcm border of Vechor b merked by the Cllffi 
of Vemb. the head of tha Nootnr Rlver b mmewhen 
beyond the i~lith, although no one in recent memory has 
acaled the c$iffs and returned to tell of h l r  Andings. 

The drastkally changing weather patterns seem 
normal next to wme of the afmnge wcurrencea 
Vechorltes must deal with. spveral times a year, the trees 
of the forest rearrange themselves, causlng loggem to @ 
lost and forqing local rangers to reacw them. The dead 
riequently leave thelr graved to joln In wedding 
celebrations. The walls arouird Abdok often turn to flesh, 
remaMng so untll the stench of the dacayIng meat 
becomu unbearable, at which point they revert back to 
stone. The rky changes color uveral time8 a week, and 
the moon a M  sun randomly chmge &e. Vlrtually 
everything In the domain Is fkrld-all cauud by Klng 
Easan the Nod, ruler of VechQr. 

Cultural hval: Clasdcal. 
The POW The people of V&or are Oh-SklMed, wlth 

halr color ranging from honey-blonde to black. Eye colon 
range from a startling rllver OM gold to more comrnon 
shades of gpen or blue. They elthr keep thelr hair short 
or wear It In neat braIda. The favored clothing style for 
both men and women Is a belted tunic that leaves the 
right shoulder and part of the cheat bam and a skirt that 
enda just brlow the mid-thigh. Sandab are the moat 
common footwear. Though cloaks are worn only 
occasionally) they am virtually always kept near at hand, 
dnce the wwther &en shlb wlth no warning. Also, 
Inhabitants of Vechor all bear the brand of an 'E" on thdr 
foreheads, in honor of their king. 

Vechorltea ply a variety &mdas and crafb, and 
harvest the natural reeourcd&f the domain. Vlrtually any 
Item that b gppropriate to tha 'domain's cultural level can 
be purchased In Abdok for hatf the llrtad price In the 
Ua&w'a Handbook. lncreaaed trade wlth Necropok urd 
Nova Vaasa may change that however. 

Vechorltes are aware that thelr land b tied Intimately to 
thelr ruler arld his whim. They acknowledge hlm as a 
god, although thelr wonhlp Is one of the fewrthln~~ he has 
never demanded. They am also ewam that he 18 
hopeleasly Irpane, so they just go about thelr lives, taking 
the welrdnesb in strlde. ThC chaotic nature of life hem has 
resulted In the extinction of many of the soda1 matrlctions 
om fln& elsewhere. Nonetheleas. manlagen are still 
consirkred s b c d  and pennokcnt. 

Native Playor Characters: Any clanaea and races 
allowed In Rovenloft and appwprlata to a cladcal 
cultural level can be bund h&e, wlth one important 
exception. The only form of w h r d  magic allowed by law 
In Vechor Is wild ma~Ic. All 0 t h  kinds of mopes am to be 
hunted and kllled, by order d King Easan. Whlla playen 
may choose to create wirardYather than wlld magas, they 
mu8t practice extreme ceutloh 

characten h n  thin realm rMeke a -1 penalty when 
attempting to dlsbelleve Illuslons. They am famlllm wlth 
strangenens and are prune to accept It. Additionally, every 
character from this realm bean the Mark of b a n ,  a rune 
branded onto the forehead of all Vechorlte Infants (the 
equlvalent of "E" In thair written language). 

Due to the fnquent ahhlfts In malRy In Vechor, 

l 

e 
PersotuMm o! Note: Ahml V-0, a ran* who 

was transformed into a mechmkd gd.m by WG of 
Easan's twbted whlms duMu. new @e Clyk B( hamla. 
He burna wkh & a h  for revane8 
The law: Khg b n  the M d ( h  known n a b  

the Eternal) Is the abrdutewhr dab darwln. Ha 
reportedly dwells In the rpked p.l0ce at the heart d 
Abdok, but he la rarely wen. othsrnnnon hdd he 
spenda moat o f k  ttms In a mmbn beyond* Clllh 
of Veaanb. HI1 only effidlal Isw torbkb the pmcUcedaU 
but WHd ma*wlthh hls damsk. 
th&q is nowgmbadrnuWe m police h c a  In the 

dunlnbl. whsnnasded, theyyounemnof4bdak attain 
ddcnre ofthatown or to huntdown vlolart crhhnla. 
The hhorltejuatke syatam b lenpkmolpN1c.Tbgm 
enceptlon to thb  seema to bo thoae who damspeak ad 
agohat huh Bmpite the fact that he has no obvfour 
police fora or mllltary, myom w h ~  apeaks of mbelllon 
vanlrhea In rhort order. No one know# what happens to 
them, and no one knows how they v d h .  

and all manner of strange want. mq occu. It d 
depend. on h. 

history b described In ~~~~ 

C m  A p p ~ d l c e 9  I E It. 

Ea-. 

encount.rr: Anything m y  be ancount& In v.char, 

Further Rudlng: Mmi br@ko and p.r2 d m ' r  

' Y  

E a r n  h short, even for an elf. He atads just over four 
feat In halght and welghr Jwt over nlnety pounda. He 
h w  fine. polnted katura, and the OHve akln ad dslk 
halr that mark hhn a wood elf. Hb eyes are dark, 
glltbrlng with ddater ddlght. Hb -e b soft and 
melodlc, although he rarely rpsa*r mom than two 
consecutive aentencea that make - together. 

Easan's clothhrg varier. Sometlnm ha appam 
dressed as a wilderness mnv, metimes he wean a 
black toga and e wreath of wlthend burel leaves, and 
yet other tkms he wean a w h b  laboratory smock 
stalned wlth blood and unidenttflaMe substances. 

8.e-d. bsm Is orlghally from the world 
known as Oerth. He was a whard of some skill In a 
small elven kingdom on the borders of an evll klngdom 
known as the Land of lur. 



Easan was constantly arguing In favor of arming for 
war agalnst lur. It was hls bellef that lur’s forces would 
try to absorb the kingdom sooner or later and that It was 
Important for the wood elves to be able to defend 
themselves. Eventually, hls arguments convinced his 
fellow elves, and they began to prepare for war. 

lur, the‘demlgod who ruled the nearby nation, would 
not tolerate thls hostlle act by the elves. He sent forth 
flendlsh mlnlons to abduct Easan and bring him to his 
capitol, the Clty of Skulls. lur made accusatlons of 
warmongerlng agalnst Easan, who clalmed that lur could 
not posslbly understand Easan’s mlnd-or that of any 
other wood elf. lur agreed wlth the elf and decided that 
he needed to learn. In order to do so, he placed the spirit 
of a Rend (telepathically linked to his own mind) within 
Easan. The two beings shared the same body and 
constantly overlapped In thought and outlook. Easan, 
unable to dlstlngulsh his own mlnd clearly from the 
flend’s, soon began to go Insane. 

In his more lucid moments, Easan searched for arcane 
ways to eJect the fland from his mlnd, but all efforts failed. 
Not even the priests of St. Cuthbert, the eternal enemy of 
Iw, could help the elf. The mystlcs of a land known as 
Vechor managed to keep the flendlsh Intellect dormant 
wlthln Easan’s body for several decades. Unfortunately, a 
strange cataclysm destroyed these Inyatics and their Island 
home. b s a n  was the only survivor. 

Easan, driven hopelessly Insane by the sudden return 
of the fland, decided to rid hls mlnd of the bwat throu@! 
rclentific means. He bullt a house far away from ail 
chrlllrstlon. (The flendlsh belng dlctatad the appearance 
of the house, while the elf part of Eawn c m  a 
living barrier of nasty brambles around It.) There, he 
e n g m  In experiments to determine the nature of 
apirlts. Any llvlhg cresturea he could flnd became hb test 
subJects. Eventually, the dark povars pulled Ensan ihto 
Ravenloft. 

Months went by before Easan mallred anyth&ng had 
changed. When he did, both he and hk AendiJ! rlde 
dlscovered they were In a foreign land whme the people 
worshipped hlm as a god. Their phydcal cha- 
and clothlng reminded hlm of the myotlcs, so he named 
the domeln Vechor. in faldy short order, Easan 
dlscovcred that the land responded to his (and the ~ 

flend’s) wery whlm. 

rpirftr, although ha her long stnce forgottm why he k 
conducting them. He spmda mod of hls tlme ln the 
manor house beyond the Cllffs of Versnls, venturing out 
only when he needs new test iubjects. On rwe 
occasions, he will spend t h e  In the palace he dm8med 
lnto existence at the heart of the domain’s onty Dvn. His 
only amusament is tranrtormlng parts of hls domaln 
when an urge strikes hlm. For the nmt part, howwer, he 
rem(rlna focused on his experhmnu. Hh mesons for 
conducting thorn change dally, but he Is invariably 
rearchlng from some secret rebthq to the rod. 

RecenUy, the Mists retreated from the boundaries of 
Vechor, and allowed the r e a h  to Jdn  the Core as the 
eastern boundary of the Nocturnal S a .  

Cioslng the BOI~CM: When Ensan wishes to MSI the 
domaln, those attemptlng to leave without hie permlsskm 
are haunted wlth the unbearable round of mad laughter, 
drlvlng even the strongest characten quite Insane. kny 
character hearing thls round losea one polnt of Wlsdam 
par round. This attribute IOU ceasea if the character 
moves back toward the center of the donuln. These 
characten regaln their lost Wlsdom polnu a$ a rate of 
one per day. Cheracten that contlnw toward tha border 
wlli always reach a Wlsdom of 0 and collapse long before 
they aver exlt the domain. These characters become 
hopelessly mad and never regain any of the losf pdntr. 

Combat: Easan ha8 the combat abllitiw of an elf (as 
described In Appendlx ”ha Character Racer at tha end 
of this book). In addition, he cutr spells as a 12th-level 
wlld mage. Although Eawn WW a far mom 
dlrcipllned form of magk on Osrth, the dark powers 
hava granted hlm thls new form of msglc. He need never 
marnorire spells, as he can cad any wlld ma& at will 
(rolllng appropriate checks on the surge table In the 
7bmc o f k g k ) .  

killed, his body regenerates all wurlea (lncludlng 
dlslntegmtlon) wlthln two weeks of tplr death. 

sentient belng In hls domaln. 

Current Sketch Eawn contlnws hls axperlments wlth 

Additionally, the land h u  granted Earan lmmortallty, If 

Flnally, Easan can also reed the thoughto of every 
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any of the domains in Ravenloft float Indepen- 
dmtly in the Mlsty Border, forinlng Isolated 
Ialanda of Terror. Esch is permanently surrounded 
by the Mists and has no physlcal Ilnk to any other 

domain. These Islands are continually forming and d k p -  
I pearlng, so no complete llstlng of them can be established. 

Thls chapter contains Information on Bluetspur, G'Henna, 
I'Cath, Kalldnay, Noaos, Odlare, Souragne, and Vorostokov. 

he Islands of Terror are some of the most unstable 
domalns In the Demlplane. In time, most Island 
domalna stabllkc. Sometimes, however, the 
domaln lord Is eventually deemed unworthy of 

belng a lord. In these cases, the Island ceases to exlst, elther 
&mlng to the Mlsts or to the plane fmm which it was 
matched. Wternatlvely, if the lord proves himself sufficiently 
foul, the Island mlght stabilize and joln the Core or one of 
the Clusters. More infrequently, a Core or Cluster domain 
may even be reduced to an Isolated Island In the Mists. 

The Grand Conjuncllon seem to have had Its greatest 
impact on the Islands of Terror. At its concluslon, many of 
the older lslanda were drawn together to form Clusters. 
Solitary l s l~da  stlll float In the Mlsts, but some of the 
famlllar onea have changed. 

The Land: Formerly a Core domain, Bluetspur Is now a 
barnn Island domaln floating In the Mists. Thls unearthly 
place appears to have been physlcaily broken off from the 
Core. Along Its mountain chaln (formerly part of the 
Ballnoks), massive spurs of rock Jut from the peaks at 
lmposslble angles, defying gravlty. Stone arches bridge the 
summlts, and corkscrew spires rlse from the rock as If they 
were violently drlven up through the surface. 

The sun never shines In this land, so It has no distinct 
day or night. However, the entlre horlzon glows wlth the 
ruddy hue of dusk, carting a reddish tlnt over the land and 
constltutlng "day." When 'nlght" falls, the sky becomes 
completely black, and lightning begins to strike wlth elec- 
trifying frequency. Those who remain under the open skies 
during these storms cannot hope to survive. However, 
those who take shelter underground must deal wlth the 
mlnd flayers. 

Though varlous streams drain from the mountains, v e g  
etation is alinost nonexistent due to the absence of sun. 
light. A few specles of stlcky fungi grow In the cnvlces at 
lower elevations, but the land Is otherwise barren and 
stony. 

Cultural Level: An alien form of dark-age domain. 
The Fdk No people live above the ground In thls 

domain. The only Inhabitants of Bluetspur are the lllithids 
(also know as mlnd flayers), their slaves, and a growing 
number of vampirlc llllthlds. 

The L W :  Thls domain Is ruled by a powerful being 
known only as the god-brain. This creature uses mental 
domlnatlon to control his subjects. 

Natlve Pliyar Characters: There are no player charm 
!m natlve to Bluetspur. 

Pemonnlitks of Note: The HL@ Master rmthld, a ZOlh-IQvd 
metapskniclrt, constantly rcdu the m a n s  to uuvpthepower 
and posltlon ofthe god-brain. He and Lyssa wn zsmvlch (a 
relatlve of Strahd) were the meaton ofthe vamplre BWds that 
threatan the current inhsbitsntr, of Bluctspur. 

Encounters: The vamplre llwllds we rabidly Insane mon- 
sters, but one of them has retained enough of its Intelligence 
to become even more dangerous. h name Is Athadteethe, 
andItlsfeatumdinthe~mmMawm ocrsC~ 
Appcndlces I E U. 
The number of vamph illithlds in Blwtspw Is constantly 

Increasing. Thus, charactem who ramaln above ground in 
this domain have a 25% chance twlce per day of 
encountering Id4 of these vile creatures. 

Vampire Illlthld: AC 1; MV 12; HD &3; TliACO 10 (8); 
#AT 4: h g  ld6+4 each (tartsde plru Strmgth bonus); 
SA V ~ P W  Strmeu, (WW, a ~ n e y  drain, mhd bknk 
SD mr(ly -, rroareratkn (3 hphound); MR 
OOX; S Z M  MLW Int non (0); ALCE; XP 10,OOO. 
Notes: Once per round. wlth a nrmrlul tentacle .ttsck. a 

vamplre Llllthld can draln two life enargy lev& from na 
vlctlm. lflt succeeds. it a k  m@utVo Hit Dlca worthof hlt 

Mhd bled c m m  e cone M)' long, 5' wkk at baae, and 
20' wldc at end. Thli can be &i?e once par mund. vlc(lm 
must save vi .  wand a 4  or be stunnedfor ld6 munb. and 
ha mwt meke e r n a d n ~ a  check wlth -4 pendty. 

PerSoMllty: Inwne. 



Due to the electrical storms, any character who remains 
above ground during the “nlght” must make a succewful 
sevlng throw VI. rod, staff, or wand each round or be struck 
by a bolt of ilghtnlng. Faflure to save indicates that the char- 
acter suffers 8d6 points of damage (save agaln for half 
damage). Characters may take refuge under the rock out- 
cropplngs, but they wlll have no rwm to flght If attacked. 
The llvinq mind flayem gppear at the surface only occe- 

sionally. Hokrever, the use of maglc here creates an arcane 
resonance yhlch can attract their attention. Each time a 
character costa a spell, he has a percentage chance equal to 
twice the level of the spell to draw the attention of the mind 
flayers. If thp detection roll Is successful, 2d6 mlnd flayers 
teleport lntd the area ld4 rounds later. They always attempt 
to subdue vlsitom and add them to thelr slava pool. 

Each night spent In Bluetspur also brings horrld 
nlghtmaresi The dreamer imagines dark, foul creatures 
sllnking out from the rock and devouring all that is good. A 
horror check Is required when the character awakens. 

Further Readlng: The adventure Thoughts of Darkness 
provldes mgre information on Bluetspur and details the 
events surrounding the creatlon of vamplre illlthlds. 

Complete Pslonlcs Handbook). All psychic contest and 
saving throws against any of the lord’s powem are mad- 
with a -10 penalty. The lord’s prlonlc p w ~ l  contad la 
always ma& aqtomatlcally, and no tslepoulrc dafenm 
powem, or devlces cqn prevent It. 

w4maa 
The Land The dying Island of G’Henna Is ruled by pries@ d 
Zhakata, the beast-god. FormerIy in the center d thc Cae, 
this domain was tom free durlng the Grand ConJm&qn an8 
now exists in tots1 isolation in the Mi&. 

It Is rumored that Zhakata, a de& womhlpul only in 
G’Hanna, recently walked thew banan plana h hb gubs .I 
the Devourer. He apparently left gnat dsvertabn h hb w&e. 

The climate of Q‘HeMa b dry and chilly. and the d is 
mostly rocky and thin. The land here is trussed by two 
rivers and a handful of stream that fkod in th. spring. dry 
to a muddy trlckle in summer, and h e  d l d  In winter 
Peamnta struggle to grow crop. of any klnd, and hard 
animals contlnually mom In search of adequste grazlrq 
land. in the winter, whlch lasts for Rve months out of th~ 
year. many animals and msenta fmre to death. 

G d  d Blrrtrpr 
IMthld God-Brain, Lawful evll . 

10 
18 (Sw) 

:e 20 
99 

rmor Class 

i Zhukar,-the princlpal i t y  of G’tlenna, Is the religioua end 
cultural center of the realm. Yagno Pstrovna, Hlgh Rterr of 
Zhakats, rules here from the grand cathedral towwtng 
above the clty. The city once WM home to roughly ten 
thousand people but now homes banty four thousand. The 
rest of the population either fled fmm Zhaksta’s wnth or fell 
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ack See below 
:ks Psionlcs 
nses Psionlcs 
ance Nil 

Little Is knom about thls strange life form, except that It 
rules the Island of Bluetspur. Ita lair Is believed to lie deep 
beneath Mount Makab, where it floats in a deep pool of 
brine. Supp@edly, It resembles a gigantic braln, although 
some sages Insist that It Is a mass of smeller bralns merged 
together. 

B a c k p u n d  How this creature earned Its own domain 
remains unlqnown. 

Current Sketch Those few who have escaped Bluetspur 
claim that the god-brain constantly intruded on their sub- 
conscious minds, drawing forth thelr darkest thoughts and 
ban. It may be that the lord lives vicarlously through other 
sentient belqgs, very few of whlch exist on this Island. 

The lord of Bluetspur is keenly aware of the Hlgh Master 
Illithid’s plot$ to usurp It and seems to enjoy its rebelllous 
servant. The god-brain knows that It possesses the power to 
crush the High Master at any t h e ,  so It does not worry 
about these plans. 

closing the Borders: The closure of this domaln has 
never been wltn-sebor at least reported. However, physl- 
cal exlt. from the underground colony of the mind flayem 
are rumored to seal with rock. 
Combat: t h e  god-brain has unlimlted Psionic Strength 

Polnts and always achkver the result of having rolled the 
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vlctlm to It. Further, the town's maln trade Item, a h e  beer 
brewed wlth barley and rare herbs found north of the city,' Is 
no longer being produced, since grain shipmanta no longer 
arrlve fnnn,Falkovnla. 

The only other city In G'Henna was Dervlch. Once a 
bustling trade city, It Is now all but abandoned. Ita trade 
vanlshed along wlth Ita llnk to the Core, and those people 
that remained here were all slain by the Devourer. Now, the 
city Is a deserted ruin, home dnly to phantoms. 

The barren Outlands In southern G'Henne are home to 
scattered farmstead8 and communities of mongrelmen. 
Many of these communltles were also destroyad In the 
recent calamlty. 

In wlnter. G'Henna Is so harsh that rlvers freeze solid, 
and entlre herds of cattle dle of exposure. Spring brings 
even worse condltlondloods and mudslldes from the 
mountain thaws. and famine and pestilence a8 the wlnter 
stores come to an end. The people call It the 'Saason of 
Zhakata's Banquat." Yagno preaches during thls season 
that the blessed dead feast eternally at Zhakata's slde and 
so wlll the falthful. 

Cultural Level: Classical. 
The Fok Q'Hennan natlves are pale and thln, and most 

have sparse, black halr. Adult men wear beards. each 
wlng wax to twist his Into a long, single strand. Married 
women cover thelr heads at all tlmes. Esteemed brethren 
of the church wear garlsh colon, partlcularly red, but the 
peasants uniformly wear drab rags. The only language 
commonly spoken Is Balok, although a few residents of 
Zhukar know Falkovnlan. 

All aspect8 of Q'Hennan life revolve around the wonhlp 
of Uakata, the only rellglon permitted In thls land. Wor- 
shiping this,& i. hn exercise In extreme sacrifice. Starva- 
tion Is considered an honorable death, as It proves one's 
devotion toZhaksta. Famllles who would flnd favor with 
the god must chbore one of thelr members to starve to 
death In homage whlle the rest eat. 

A typlcal home Is flllad with religious artlfacta. The 
gwstlng cup Is one of the most valuable penonel items a 
famlly can own. Thls drinklng vessel, made from the skull 
of a f m l l y  member who wllllngly starved for Zhakata, Is 
offered to all vlslton. 

Q'H~M~Iu are a numb and cautlous lot. They have seen 
so much death that they have become hardened to It. They 
do not wen name chlldren untll they reach the pge of SIX. 
.fnce many do not survlve that long. 

Q'Hennans treat outslders pdlteliy, provlded they adhere 
to Ulakatan etlquette. Regular faatlng Is expected of all 
vlsiton to the Island. Because It lo okcene and 
blasphemous to be overwelght, fat strangers suffer 
reactlon penahlea. varying from -1 to 3 depending on the 
degree of okslty. 

Netbe Player C Hems natlva to Q'Henna can 
belong to any chmafrcr ciaas. Wests, however, must be 
devoted to Zhakata the Provider. Theae characten still 
believe that Zhakata the beast-god Is both the Devourer 
the hwlder, though thls balef was declared heraikal by 
Yagno somb yean ago. As a result, priests of the pmvkk. 
&en flee the clty and live In hldlng. WHemn characten 
recelve the +ert survlval proficiency for free. 

ai 
onalltks of Nota: Although Y+o and the prlesthwd 
the UndbpUtaMa maatem of G'Henna, a cunnlng 

bandlt leader known as the Jackal has gained control over 
portions of the O u t l ~ d s .  A 6th-level thld weathered from a 
Ufetlme spent in the O'Hannan Outlands, she kscb a mixed 
bandr of humans, mongrelmen, and kobokh from a base 
mer the heart of G'Heya. %a hates prksta of all kinds. 

The Law: Yagno Petrovna, hlgh prlelt of Zhakst., ruler 
Q'Henna. Hc Is both the @plrltwl md the pdlUcal lasdcr of 
the domaln. The prlcsthood controlr moot upacb of -1- 
ety, and they zealowly carry out Yagm's canmand.. RLartl 
are generally squlpped wlth kather armor and scourga. 

All food grown In G'Hsnns i. Iminadlotely surrandaed to 
the church. The food ls then offered tothe beast& In a 
private. runrlse ceremony known as Uaksta's (In 
reality, the p r i e b  sacrifice only a 
Zhakata's altar, dlvldlng the rest amongst them- ad 
the soldlen.) Whatever Zhakata does not take by the and of 
the day i. doled out by the prkh In a sunsst cenmony 
known as Zhakata's Dole. It Is Megal fo buy 01 dl food In 
Q ' H ~ M ,  punlshabk by a mere flne, Imprisonment, and 
heavy labor on mlnlmal ratkms. RLsoners wuaUy dk bdore 
completlng thelr sentences. 

The p r k h  also are charged wlth soeking out thore who 
preach of Zhakata the Provider. Yagno believes that thew 
heretlcr have angered the Devourer, causing tho Fecent 
devastation. 

Hemtlcs are turned Into mongrelmen when Yap10  
performs a speclal ceremony on the hlgh towen of his 
cathedral. The rite captures the vlctlm's human -ca and 
trandorms It Into that of a beast. To date. no fmlgner has 
d r e d  thls atroclous tranrformsth, nor has It ever been 
reversed once It has occurred. 

Encounters: Molt encounters In Q'Henna are &WSI 

always wlth humans and monqnlmcn, not unlntcnlgent 
monrtcn. H u m a ~  are elther peasants (90%). prkh (5%), 
or some of Jackal's ban& (5%). Occ~lonaHy. 
changellngs. glant Insects. and small packr of wolves CUI 

be encountered in the Outlands. 
Q'Henna Is &n swept by severe wIndstormr. Travelers 

must take shelter against  the^ plea. though It Is rumored 
that the mongrelmen seek them out. Further, the hareh sun 
and lack of trees make sunburn and windburn a perpehrd 
hazard. 

Further Rssdlng: Q'Henna Is explored In g m t  dscdl h 
Clmk ofl)arkner* Thi. adventwe focuses on the tbne of 
the great devastation. when the creature beUeved to k 
Zhakata walked the land. 

poruOn at 
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Polymorph touch (see below) 
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Yagno has a long, pale, narrow face wltb feature$ that are 
more llke thin lines than three-dlmenslonal protrusions. 
HL bloodshot eyes are ruually apSned Just a sllt, and hls 
thin Ups spread Into a wide, flat grlmace. Yagno always 
wears prledy garb, usually red or orange .Ilk robes llke 
the othu clergymen of Q'Henna, and a tlght-Rttlng hood 
that leavea only hL face exposed. Over the hood he 
weam a cap wlth strange, stiff folds. A bralded cord 
worked wlth bead8 drapes over hls left shoulder and rum 
under his rlght arm like a sash. The smallest of them 
beads era human teeth. 

Backgmund The Petrovna family lived In pamvla 
when the reglon was pulled Into Ravenloft. Some of them 
are burled In Castle Ravenloft. taut others managed to 
wrvlve In the mountalns. staying away from that evil 
castle. However, this Isolation led to Inbmdlng. 

Yagno was born In 674, and even as a child, his famlly 
thought him deranged. HL brothen often humlllated and 
beat hlm. Alone 01 skulking In corners, Yagno babbled to 
Imaglnary people and cowered before make-believe 
beasts. At age twenty-two. he bulk an altar In a cave and 
began racrkflclng anlmalr to Zhakata, a nonexlstent god 
to whom Yagno began devoting hh life. At twenty-seven, 
he attempted to do the same to h b  sister's newborn child, 
so the Petmvna f a d y  chased him Into the Mists. 
Ravenloft walcomed Yagno and made for hlm a land in 
which he could continue where he left off In Barovle- 
worshlplng a falw god of hh own creation. 
Soon aRu coming to O'Henna, Y a g ~  began to be 

plagued by doubt6 about Zhakata. He wondemd why hh 
deity had never dkatly conununlcatad wlth him. so he 
hlmd a w l r d  who claimed to have the power to summon 
W t a .  In truth, the wirard summoned a nalfcdmn, a 
&nd named M a h l .  Mallatmi clalmed that Zhakata was 
false and had never exlrted. Yagno k a m e  e n r a g e  he 
klllad the wizard and left the Rend bund In a magical circle. 

About Rve yean ago, Mallstmi escaped and attempted 
to take over Q'Hanna and kill Yagno, destmylng a greet 
deal of the ClOmeIn in the proceas. Yagno narrowly 
defeated the Rend, but Q'Hennd still bean scan from the 
encounter. For a whlle, Yagno believed that hls vlctory 
was a sign of Zhakata's approval, but hh confldence was 
shortJlvad. 

Current Skatch Yagno belkves that he 1s the prophet 
of Zhakata, so hls entire domaln Is bulk around the wor- 
ship cf thls falsa god. However. the continued lsolatlon of 
Q'Henna froan the Core of Ravenloll has magnlfled 
Yagno's rellgloru doubts. He still fean that Mallstmi's 
taunts were true and that Zhakata doei not exfat. To hlde 
hls gmwlng doubts, Yagno has bacome even more fanatl- 
cal and desperate In clinglng to his mlsgulded faith. 

ClosIng the Bordars: When Yagno wants to seal his 
domaln, a wall of Jeerlng anlmal skulls appean before 
any character wlthln one hundred faat of the border. Thls 
wall extends far Into the heavens, and no amount of 
maglc or muscle can move It. As mon as the character 
head8 back Into O'Henna, tha wall &sappan. 

Combat: Yagno Petmvna is an 1 Ith-level priest of 
Zhakata and a master of the dagger. (Zhakata is not real; 
Rpvenloft grants Yagno hls spells.) HL spheres are all, 
charm, combat, elemental. healing (reverse only), and 
summoning. 



The rest of hlr abllltlei as lord of Q’Henna are de 
from the gqat Altar atop h b  temple. In ordar to use 
abllftles, helm& be wlthin one hundnd yards of the Altar 
(or a piece pt it). To uae these powers upon an unwllllng 
subJect, Yagno must perform before a flock of worshipers. 

masses. Anyone UstenIng to Ms sermon for more than one 
turn must make a succesnfd saving throw vs. spell or suffer 
the effects of a charm person spoil. For natlws, the dura- 
h doubled, but for nonnatlves, the duration ia reduced: 
Montha become weeks, weeks become days, and days 
become hours. 

He also has a apeclal abilky that allows hlm to change 
humanoids Into mongrelmen (see the Mommu MAsKlM 
tome). He can do thls three tlm per day merely by raklng 
hb flngem ucmaa thelr temples and cheet. HIS vlctlms 
receive no qaving thruw. At any tlme, Yagno can reverse the 
BIUCOM wlth andher touch. but he never does. The onlv 

Land: I’Cath b a domain of ahadowy woc& w h m  the 
with threatening CW. Tden hes In the 
h w  csrtk bdkfmnthe bomsdher 
She even mado carpat. from lhe4 bok, 
flesh, and palnted the w d b  with thalr 

, which ddlghted her three evil daughta: sn#m, 

From the Altar, Yagno has the ability to charm the 

are tbur Blbrar. each 
towhichanbandthe 

are calted the B c l l o f D o q  

nt HT&n and her evil da- am to be kiUe$, the 
&Wed Ant. htonlr a dldntegatcrpdt, 
or wWI wlll destroy them. If atifow bedb M 
Len becomw mqrt.1. The fba  thmabelb begin 

to wal if anvone but Tslen aDDIwchea withln nin& ket. 

T m s c h c r y , a n d ~ k s o f  

ways to reatom h b  vlctlms am by casting remove cum- 
durlng a wind aOnn or wlth a polymorph other spell. Thb 
power cannbt trmisfonn anyone who does not believe In 
Zhaktlta. The mangmlmen nested by thls procws are 
subsequently drlven Into the wlldcmeu. 

gains a three-point bonus to both hb Armor 
Class Lsrtly* and a saving throws when within range of the High 
Altar. The Altar wlll ala0 ngenente Yagno at the rate of 1 hlt 
point pcr turn. 

‘ I 

bui a s l k ~ p e l ~  WIII pnvi i th ia .  M ofthe w imve i s  
16 HD monsws. 

The pes1 ofthe BeiiofDarn unnmoru OM hdl each 
r o d .  Ifthlsbellbdestroyed, Scrsammaybe dah. The 
peal of the Be11 ofDlscord rhga with a claahlng cecophony 
of mismatched tones. Anyone whhh nlnsly feet beamw 
filled wlth hatmd qnd mud mako a mccedd awhg lhrow 
vs. spell with a -2 psnslty or go banerk and .tt#k the 
nearest Uving creature. Ifthia bdl bdesWoyed, Hate nnty be 
slain. The Beit of7h?achq ckugr wkh a cold, hard kmU. it 
Is guarded by four Ravenloft eiemntda (em the RAllrnuxr 
MawsRocls CoMwDKMAppendlcee I &  a) that nmgkauy 
appear when the bell baglns to ring. Each ped MstUrda tan 
hit point. to &ny InJwd aIemmMs, while lnfktbq thma 
p o w  of dsmsgc to all cnamk. with nlnay fwl.  Ifthbbdl 
is destroyed, sprta may be S h .  

The Bell cfbnent  contabu the apirit of Tden’s good 
daughter, Nlghtlngals. Thh ball pab If any cmmm not d 
goodaligtmmt(addefromTdenCktsng)comarwlhh 
ninety fee. Itmpeal InNcts3d6 polnbofdamege per round, 
doubkdagdnstundeadandbwar-pha~.%ebdl  
dwr not damage those of g w d  dIgnment, however. 

The mortal body of N-, M h o s  becanehtd 
a nymph, b locked at the munmIt of a hbhtava qded a 
weblike Htbrtance. (Wen cbim to b e  mdc tha Dwa 
f m m t h e b r o k e n p r o m i n s d m , ~ o r # ~ t k a  
the world hao In limltleu abund.nce.”) Nlgh?4ngab’s song 
forever manetea fmm the tow$, casting wanchrrlmant d 
delight and WRPW on ail who hem It. she can dlo pmject 
hanalf, thrwgh fom of will, to bscanc a lMng rong. In thb 
ahbhdng ethereal form, ahe dten w a n d m  I’Cath, 
rnnvwnoly ruringmen Lntoherrnoth&s Drhmwdutchw. 
Thestain totheTpmrof Broken Prunbesuaadaas. 
Thus, the only way to climb thbtowq b to meet 
Wanderlng In her song form, parwda her to chan@a blbe 
giant blrd, and then rida her to the top ofthe tower 

Bayond the shrlnaa, four gmvw dtmas guard the 
mtmnca to I%&. A spectelly enchanted fiult ba m s  In 
eech m v e ,  guafded by four evil tmants. The liae ofthe 
Raucnoua causes any who parteke of Its hIt to either make 
succsulul saving throws vs. pohon or become so okaued 
that they will fight to the death anyom who trkr to stop 
them from eating It. Under the tme, dozansofwarrionfWt - 



resurrect&. The Tree of Unending Lammtatlcm causes 
those who come within ninay feet of It to either make 
succeuful laving throws M. paralyzation or be overcome 
wlth grlef. These p e o p l e  sit here weeping pitifully forever, 
wrtalning themselves only by eatlng the IMWS of the tree. 
The T ~ E  of Venom Is an extremely polsonous orange tree. 
Thoae who eat Ita frult must make successful saving throw 
vs. poison with a -6 penalty or die Immediately: even those 
who succeed lose 1 d6 hit points permanently. The Tree of 
Make caures those who eat its fruit to be R I M  with evil 
thoughts. Wctims must make succemhl saving throw vs. 
spell or become chaotlc evll for four days. An addltional 
swing throw must then be made for each evll act the 
characters eommlt. If one of these saving throws faile. the 
alignment change becomas permanent. 

Cultural Lev& Classlcal. 
Tho Pok No one lives In I'Cath except for Tsien Chlang, 

her four daughtera, and anyone unfortunate enough to be 
trapped In the groves. 

The Law: The maater of thls land Is Tslen Chiang, a foul 
meress, whose name Is almost synonymous wlth evll In 
the realms of Kara-Tur, on the world of Torll. 

Nathw Playar Charactars: There are no native player 
characters from I'Cath. 

Encounters: The four groves are dangerous to any who 
enter thh demaln. The evil treanb are sure to attack any 
who damage the groves or interfere in any way. All 
charactera who enter I'Cath must pay homage to Tsien, 
bringing her great glRs, 01 she will try to klll them. ORen, 
she will atte?npt to klll the men anyway. 

islands of Term. 
Further Reading: I'Cath Is detailed in the game accessory 

IPkrddf'W 
T8kn Chlang 
20th-hwl Human Necromancer, Neutral Evil 
Armor Class 7 Str 11 
Movement 12 Dex 17 
Level/Hlt Dice 20 Con 15 
Hit Points 45 Int 20 
THACO 14 WiS 18 
No. of Attacks 1 ~ Cha 15 
Damage/Attack ld4 (dagger) 
Special Attacks Spells (6/6/6/6/6/5/4/4/3) 
Special Defenses Spells 
Magic Resistance Nil 

Tshn Chlang Is an evll and powerful sorceress determined 
to either bend all men to her will or dwtroy them. 

Background: The evll of the powerful sorceress Tslen 
Chhg was matchad only by that of three of her daughters. 
The fourth was so good of heart and pure of splrlt that her 
mother and slatera could not bear her exlmtence. They 
attempted to beat her to death, and then imprlaoned her In 
the Tmei 01 Broken Romlres. It was thls act that made the 
dark powers draw I'Cath into the Mists, 

pathological hatred for men and wlll not tolerate any man to 
exist In I'Cath unless he swears subservlenca to her and can 
provide her with a valuable glft. Even If a man does thls, he 
m y  not llva long, for the thne evll daughters wlll use their 

Currant Sketch Men Chlang has long harbored a 

great beauty (using c h g e  Jdn to nodwe hbn and 
eventually destroy him in harar d their mother, Then 
daughters have become hogs, and they cannot be kfl)cd 
unlaw the bells are destroyed. 

Qcslng tha Bor'dan: Thou& T h  does not Uke an- 
enterlna her domain, she s e ~ u  to haw no w w  to c&s ha 
borden; 

C0mb.t: &cause Tslen hatea vidtom, rhc wUI prob.b)y 
try to klll any rhc fIn&. Onleu all baa belb are dertraysd 
she reforms In thm rounds altar rhe b W. whh MiM 
polnto and all spells rememuized. Tlkn's spell bmkr 
contain all the spells from each d the wizard schoob ax- 
illusion and enchantment/ch.rm. 

Tslen can also transform Into an evll treant wlth the 
followhg rtattetics: 

T s h  Chiang (ad1 treant): AC .J; MV 12; HD 12; 
h p %  WAC0 6; #AT 2; Ding 4d6 (+8 Strmgh 
bonus)/4d6 (+8 Strength bonus); SA ccfmtrkrhg 
vlnes (can attack four oppommb at once each VIM 
requires an attack roll;itangbd victims can do nothing 
but try to escape; each vine has 16 hp), sap spray 
( c a w  lodl0 acid damage against single targat, 
save w. polson with -2 penalty for half damage): 
SD 

., 

d rrlaglcsl w-n- - W e r  to hit; AI. NE. 
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Kalldnay Is an Island surrounded by a basin of loose 

sand. The natlves refer to this as the Sllt Sea, and travel 
here Is very difficult. Speclal equlpment (skimmar c r a b  or 
speclally made shoes that resemble snowshoes) Is needed 
to cross the SIlt Sea. The Mists only appear In Kalldnay at 
night, rlsing up from the, silt that surrounds the domain. 

Cultural Lev& Classkal. (Not= The Paopa of Kalk3nay 
do not forge metal weapons. but Instead uae obne, bone, 

4diarlll 
The Land: ?e weather In Kalldnay Is a atudy In extremes. 
Durlng the day, an lmmenln red sun Masts upon the land, 
ddvhg temperatures up to one hundred flfteen degrees 
Fahrenhelt and hlgher. Three greenlsh moons rlse In the 
nlght sky, WhUe temperatures qulckly plunge to just shy of 
M n g .  

Survlval In the domain of Kalldnay Is a challenge for any 
character. Water cannot be' found except In the two settle- 
menta of Kalldnay and Artan-Ak. A constant w'nd blows, 
a- the sands, whlpplng It Into the eyes of travelera and 
stlnglng their skIn. 

The clty o( Kalldnay Is a spmwlIng place that once held flf- 
teen thousand people. althqugh now It Is qlllte under- 
popllated. R~ughly twenty-thme hundred wuls make thelr 
home here. In the center of Kalldnay stands a ziggurat, an 
elaborate structum over one hutidred feet hlgh, surrounded by 
a palace camplax. These are the only bulldings in the city that 
are In good repair, h&g the land's ruler and sorcerer-king, 
Kalid-Ma. Daapke the biat dlorcs of the dthna. the fields 
aromd tha city of Kalldnay codstmtly produce poor crops. 

Only two h+ people dwdl in Msn-Ak, though their 
wmmunlty Is surmunded by the best farinland In the domaln. 
Over two-third$ of the food 1p0m here Is sent to Kalldnay to 
fesd the city. The lnhabltantcl of Man-Ak are hot wllllng par- 
tMpsnls In thls process; armed caravans are dispatched ngu- 
M y  to w o r t  the haw& to the dty. Many In Artan-Ak go 
hungry every year to feed the citlrens of Kalldnay. 

The Fok The folk of KaU 
colors ranglng frum r6ddIsh 
Rttlng clothes, wlth skirts an 
clothlng for both men and wcinen. 
wear masks or vells In o 

Pslonics are common among the people of Kalldnay. In 
fact, not havlng pslonic abiUty Is considered an abarratlon 
this domain. On the other hand, wlrarda are revlled. often 
hunted down and killed If discovered. Thii is becaura rndc  
In Kalldnay saps llfe from the land Itself. 

Waterhere Is more preclous than gold. Splttlng Is conold- 
ered a grave Insult, and crying Is an expresalon of ultlmate 
sorrow. 

The people of the domain do not acknowledge any gods, 
save Kalld-Ma the sorcerer-king, who grants spallcaatlng 
abllltles to hls servants, the templam. Other prleata rarely 
exlst, and only those serving elemental powen. 

lnhabltants of Artan-Ak hate the clty dwelkn. In thla 
smaller vlllage, they belleve KaUd-Ma haa k e n  uwped by 
head templar lhakok-An. Although they have no love for the 
Sorcerer-klng, they blame thelr current problem on the tam- 
plar. Renegades and rebels are welcomed here with open 

Kalldnay. Once a week, accused criminals battle each other 
to the dellght of the cltlrens. 

' 

lh Law: Kalld-Ma Is the 
and the lnhabltant$ honor hlm w a god. 

she corrles out b dacmesvlith u lwdng  devotkn. 
Encounters: Kalldnltea may bc encountered In both set- 

tlements. In the clty, characters have a 40% chance of 
encounterlng ternplan, who wlll attempt to capture all for- 
algners 10 that they may be Interrogated by Thakok-An- 
and perhaps ba put Into the arena to do battle. What few 
wlld anlmals formerly exlsted In thh domain have been 
hunted to extlnctlon. 

the harsh world of Athas, whlch Kalldnay mlmrs. 
Further Reading: The DARK Sun campalgn ratring rktalli 
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lbkok-An 
1 2 t h . ~  twr-m Tsmpbr/l2th-hval hkmldat, hwfd eVe 
Armor Class 10 Str 9 
Movement 12 D e X  13 
Ifivel/Hit Dice 12 Con 12 
(It Polnts 45 In 14 
'HAC0 14 W 16 

Attac 1 ha 13 
&Ab Id6-1 (bone club) 

Llfe draining, priest spells (8/7/5/3/2) 
Priest spells 

r(ag1c Nil 
5 P  143 

Fsuchoklnuix tmleklmdr, baliWc attack, molecular agltatlon 
PSychamtaWbm: animal effinlty, adrenalin control, body 

Fs~chopor(atlon: teieport. dltn6ndonal door, teieport tdgger 
Telepthu (prlmary):dmlnatlon (+l), p lok,  mlnd link, conceal 

thoughts, contact, ago whlp, id inrlnuetbn, lnvl8lMlity (+I), mind 
bar, phobla smpllflcatlon. 

of iron will, intellect fortre- 

Thakok-An Is SIX feet tall and of average bulld for a female 
hatf-elf. Her braided hair Is long and black. accenting the 
twin yellow orba of her eyes. 

We many Athaslans, she wears a faclal cover. A place of 
jeweled hlde covers the upper part of her face, wlth two 
large holes for her eyes and a wide slot for her nose. Her 
headdress Is ornate, with triple rldges runnlng over the skull 
and down the back. Loose-flowlng robes of brllllant whlte 
complete her garb. She carrles a bone spear delicately 
carved with symbols and slglls, treating It as a symbol of 
offlce, although It Is not. 

Background A great clty known as Kalldnay once exlsted 
on the world Athas, ruled by the brutal sorcerer-klng Kalld- 
Ma. He was noted for his strlct laws, and even stricter 
enforcement. Even hls own templa-en and women who 
aerved both as hls enfomsrs and the clty's religious lead- 
ers-were not Immune to the law. Thus, Kalidnay had a rep- 
utatlon for being a hamh but falr clty, unusual on Athas. 

His most loyal templar was Ihakok-An. A VICIOUS 
woman, she retalned her post by zealously enforcing all 
decrees and constantly extolling Kalld-Ma's vlrtues, appeal- 
ing to his vanlty, Slnglng the pralaes of her Wng was easy, 
since she desired hlm above all thlngs. 

The sorcerer-king of Kalidnay was unmatched In thi 
arts of deflllng maglc (a type of spellcasting unlque to 
Athas, where the caster draws llfe force from the sur- 
roundlng area to power the spell). He was so strong, In 
fact. that the porcerer-klngs of the other cltles feared him 
and plotted to kill hlm. 

Thakok-An learned of their plot. Inatead of telling Kalld- 
Ma about the plan, Thakok-An Inatead chose to save him 
hemelf and thereby earn his undying devotlon. Maddened by 
the thought of losing hlm, SIX turned to the books of arcane 
lore stored In the Mng's palace, learning how to speed the 
process her klng was already embarked upon-that of 
becomlng a Dragon of Athas, the most powerful belng on 
the planet. The price would be high, but she did not hesltate 
to pay it. 

control, body weaponry, cell adJusrment 

Eefenae Mdu: mind blank, thought shield, mental barrier, tower 
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As Kalld-Ma performed the nightly ceremony required as 

part of his eventual ascension to the rank of Dragon, 
Thakok-An brought her famlly to the top of the sorcerer- 
klng's ziggurat. One by one, she slaughtered them In grue- 
some fashion. The blood of her own mother spilled across 
the stones of the dggurat as Kalid-Ma completed the ritual in 
his chamber below. Anguished cries rose from the clty below, 
as the ziggurat cracked and wave upon wave of powerful 
defiler maglc swept outward from the ziggurat. The people of 
Kalldnay were completely drained of their life force. Thakok- 
An crouched on the top of the collapslng bullding, knowlng 
that something had gone wrong. From what she had read, 
the zlggurat should not have cracked, nobody else should 
have dled. and Kalld-Ma should have transformed. 

rat after havlng been struck unconscious by falllng rock. 
The streets of Kalldnay appeared devoid of life. Cllmbing to 
the top of the palace tower, however, she saw llghts and 
smoke at the edges of the clty. Looking further, she saw that 
Kalidnay now sat on a plateau in a silt sea. No other land 
was vlslble in any direction. 

Mer a full month of cleanlng and restoring the ziggurat, 
Thakok-An found her sorcerer-klng in the underground 
corridors. Kalid-Ma's body was unchanged, though he 
sleeps eternally. 

Current Sketch: No force has yet been able to awaken Kalld- 
Ma, nor is Thakok-An certain that she wants him to awaken. In 
thls state, Kalid-Ma belongs only to Thakok-An. However, she 

Thakok-An awoke amid the rubble atop the broken rlggu- 

is also M e d  his favor. no the victmv is ash in her mouth. 



Due to hls defiler nature, as Kalld-Ma sleeps, he lnstlnc- 
tlvely draws upon the life force around hlm to prolong hls 
existence. If he was left unattended. Kalldnay would slowly 
become men ashw and bones. 
To protect the rematning arable land In Kalldnsy, Thekok- 

An holds m a r  combats In the clty's arena. She has discov- 
ered that the Ufe force of those who dle In the arena sustaIn6 
Kalld-Ma's power. So long as he Is fed these Ilfe energies, 
everything In Kalldnay Is safe, espaclally Thekok-An. 

Thakok-An fears wizards, partiwlarly defilers. Should a 
powerful defller cast too many spells, the fraglle ecosystem 
of Kalldnay would crumble. Slnce any w h r d  Is a potential 
defiler, she sends them all to the arena. 

QosIng the Borders: Thakok-An can create a shlmmer- 
Ing wall of k a t  one hundred feet out Into the sea of sllt sur- 
rounding the Island. The first ten f& Into It, each mature 
suffers Id6 polnts of damage. The next ten feet cause 2d6 
of damage, and so on. Creatures immune to fire or heat 
damage take two lass dlce worth of damage. 

Combat: Thakok-An Is an accompllshed prlest and pslon- 
:Ist. She has no other speclal ablllties. 

Is one of the fouleat domains In Ravenloft. 
arLe In this domaln, no one even notlcw; 
thcmRnerbaMdbumlngcoalmines 

compost, raw sewage, and huge 
moundr of traah choke the stmets of the cltv of Nosos. 
whb2h makds up slmort the enure domsln. EvevtJlIng Is 
coated wlth y d h - g r a y  g h e ,  and hundreds of chimneys 
pump thkk black smoke Into the alr around the clock. 

the town conslsts of more 
garbage, lncludlng the bodles of many 

deceased C ~ Z M S .  A few wdled estates contaln the only 
areas. but even thsre, the stench Is 

The FolkJ The slx thousand lnhabltants of Nos08 are 
generally $le-skinned, blue-eyed, and Ilght-halred. They 
are a scra Ilng, mlserable folk who can nothlng for the 

seekhg galn only for themselves. 
~ u l l  cruel monks slmdv 

- 
both of whom wem sworn to prvtect thesame 
reglon of forest. €fir mother dbd In chtkbW~, 
leaving the father to care for the boy. 5ha I k d a  
dnrkl bmmeunmshenied, sohbfothmrsel&m 
had Uma for Malur ovtridc d cltrclplhs and 

. .  
for their ow3 amusernini. 

attend the &squerade balls held by the wealthy k One of th ways to climb socially In Noms Is to 

bathe in order to pass 

Infectlous plbgue. 
The Law: D e  law In Nosos Is dlctated by the 

whims of the wealthy. hrc general Mte of the 
land Is near ' MMY. The ~ J I  folk keep to them- 
selves, and Fe wakhy uae them as the need 
arlses. The bodyguards of the wealthy enforce the 
desires of their em~lovers. 

chance of belng from the upper claw, In whlch caw they 
are extremely frightened of dlsease and must make a fear 
check (wlth a +2 bonus) whenever In close proximity wlth a 
sick Indlvldual. However, U P P ~ P C I ~ M  characters also 
receive double the normal startlng money. Lower-class 
characters receive a -1 C h a h a  penalty, slnce the smell of 
rotting garbage stlll clbgs to them due to their poor per. 
sonal hyglene. Because of thelr constant exposure to the 
unwholesome envlKnvnenL of NOCKM, them lower-claw 
characten are partlcularly mslstant to dtscsscs of all types, 
Thus, they recelve a saving throw vs. polson with a + 1 
bonus when exposed to any klnd of Infectlous sutstances, 
Including bacterla and vlnrsas. 

Encounters: In the tom of Nows, characters will prcbsbtv 
encounter giant rats, otyughs, rot grub, and other d*ssre- 
bearlng creatures. Near thc huge refuse p l k  outaide of town, 
characten are Ukely to find cannibal mmbles, carrion 

population of wemrats. 

glven In the islands of Terror accessory. 

twlJBsc&rh 
IEt-LSval I(unun Fl@ter* Evl 
h a r  Class 9 se 1 
Movement 12 D t X  1 
LaveVHIt Dke 1 Con 1 
Hit Points 14 In( 1 
THACO 19 Wir 1 

No.ofAttscks 1 Che 
Damage/Attack ld6 (rhat sword) 
Special Attscka Dlwaw 
Special Defenses Charm 
Magk Resistance 20% 

This recklessly handsome youth has short, nestly-trimmed 
brown halr and wean well-tailored, e m  dothlng. He 
has a camfree manner and an easy, mmetbms hita?hg, 
mlrlr whkh seems to mock the nd dthe world. 

Backaround: Malus Scalaris b the scm of two CMdr. 

stalkers, and g&ts. h, the town 1s home to a growing 

M e r  Readlng: Further datalls on Nom and Its lord are 

Nathre Player Chbmcters: All player character 
races and cl+rses a l h e d  In Ravenloft am allowed 
hem. Charwem fnnn N- have only a 20% 

I 

instruction. 
Malus grew to hate hb father and even pbaad 

brutal mercenaries and lunbqiadu (hked by 

keta W had been mapped around lapen, the 
WmInally 111, and dwd bodks. When hls father 

Malus), he lnfeded hb fathark pallet vt(h M.n. 

awoke the next momlng racked wlth pain, Malus 
mt by to watch him dk In a m v .  Malus then mt 



deforesting the entire area around Nosos, he could find little 
elso to despoil. He now focuses on hls extremely profltable 
coal mines and trade wlth other domalns. Even though thls 
domaln la lsolawd by the Mats, merchants from thls land 
w m  to have no bouble finding their way to both the Sea of 
Sorrows and the Nocturnal Sea. 

Malus Scelvls b fasclnated wlth disease and Is more 
knowlcdgCable on thls subJect than almost anyone else on 
the Demlplane. It b rumored that he fosters the dlseases In 
Noaos In order to observe their affecta on othern. Some say 
that he even matea the dlwases. 

Closlng the Borders: When Malus wlshes to close the bor- 
ders, great mounda of stlnklng, dldlng garbage sprlng up 
around the domain. These putrld heaps, atandlng well over 
seventy-Ave feet hlgh, prevent all sort of cllmblng. threatan- 
lng to avalanche down upon those who try to cllmb them. 
Keen sharda of debrls Intllct ld6 polnts of damage for each 
fmt cllmbed, slicing through even maglcal substsnces. 
Would-be eacapeea must make s u c c d  saving throws VI. 
spcll with 0-4 penaky or wffcr the effectsofthe 4abUitatlng 
venlon of the cause dfsease spell. Those who actually reach 
the top are swept back down by brutal wlnds (no saving 
throw) and 8- ad6 poInta of damage. 

Combat: Malus has no spectacular magical powers, nor is 
he eapeclally good at fighting. His only skllls Ile In his genlus, 
hls shrewdness, and hls bargalnlng powern. When It looks as 
though combat Is Inevitable, Enialus wlll UM h b  charm ability. 
The victim must make a successful savlng throw vs. spell 
wlth a -4 penalty or be completely In hls thrall for ld4 days. 
Though thls power glves hlm blinding headachea for houn 
afterward, there la no llmit to how many times he can um It. 
If necessary, he can also resort to hls disease ablllty. Thls 
abllity Is slmllar to the clerlcal cause dlseasespell (debllltat- 
Ing), but five times aa dfectlve. The rewlta begin to show 
Immediately, and unless Malus allows It, they cannot be 
revemed except by a limlted wlsh or wIsh spell. 

The Land: Thls tiny Island conslsts of a single vlllage. 
The Mlsts c ~ ~ t a n t l y  surround thb bland, and a fog 
clings to the top of the bulldlngs. Never qulte managing 
to burn away thls haze, a pale run traces a path across 
the sky for six hours out of each day before plunglng the 
domain Into total darknesa. 

Most of the bulldlngs here are two rtorles tall. Once 
they were mostly whltewashed, but the paint has peeled 
off In many cases, reveallng the gray, rotting wood 
below. Gaping holes In many of the shlngled roofs 
expose the Inside to the elements. Though a couple of 
well-malntahed gardens exlst, the frult and vegetables 
that grow here are amall and slckly. 

At the aquare In the heart of the vlllage la a fountain 
wlth a statue of a woman, sorrow etched In her features, 
holdlng a marlonette as though It were a child. Burned 
ruins line one side of this square. 

Cultural Level. Medleval. (Note: Before becoming an 
Island of Terror, the communlty was at the renalssance 
level, ao It Is posslble to find unused equlpment 
expected of a hlgher cultural level.) 

The Folk The entire population of Odlare conslsts of 
fifty-one young people, mostly ranglng In age from 

twelve to twenty-live yeara old, although a few toddle 
and Infanta can be found aa well. They are all At and 
Iean-some might even MY sklnny-and ore Benersny 
in good health. Thls domain was matched from the 
Oothlc Earth settlng, and the language spoken here 1s 
Itallan. Moat heroes who reach the l&nd wlll need to 
use maglcal means In order to understand the nmtlvea, 
01 to make themselves understood. 

Waiton who emerge from the Mlsta are greeted rlth 
apprehenrlon and whlapemd encoumgamems to leave 
before It la too late. Once the language barrler b over- 
come, they wlll explain that ten yearn ago, the toy. In 
the vlllage came to life and murdered the adulls. Tha 
most powerful of these evil toys, the camlone& Mdlgm, 
still exlsta. He hid- somewhere In the vlllege, emerging 
only to slay travelern who come to Odlsre. 

Nathm Phyer Charactarm Native odbnm haw gmm 
up withwt achoollng. For this maon, they may not be 
wlrardr or pleats. Addltlonally, any nonweepn pmfkkn- 
cles that r q u h  a great dad of .tudy are off I h b  to 
theae charactem. (Crab are avallsbla, however, as many 
chlldmn were taught by their p a m . )  Readhg/wrMng 
costs two proflchcy dota for Odhre natlvea. They speak 
only R a h  when they enter play but may learn other lan- 
guagea as a campalgn progrewes. Thc urben natura of 
W a r e  also excludes rangen. 

Perso~lltles of Note: The village 1s lad by Q~aelk 
Velutto (age elghteen) and her huabend R u d d f o  (aga 
twenty-two), who are sxmctlna thek Iimt chlkl. Both am 
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1st-level thieves. Giselle is a strlklng beauty, though 
sullen and wlthdrawn. Rudolf0 has a dark and slnlster air 
*ut him but is actually qulte outgoing. 
The sole-surviving adult is Ciulseppe, the toymaker 

tho created Mallgno. The old man ls hopelessly insane 
nd remains In the attlc of one of the homes, where he 
ontlnues to make toys. 
The Law: Once the children of Odlare reallzed that they 

would have to fend for thsmwlves or starve, they became 
wrprlsingly organited. The Rve oldest chlldnn began tend. 
lng gardens and ratlonlng what food still remained. Each 
lnhabltant of Odlare has speclRc teaks to perform every day, 
ranghg from weavlng and Rxing roofs to plcklng frult. Once 
a child reaches thirteen years of agc (the age of the oldest 
child at the tima Maligno arose), punlshment for sloughing 
duties entoib belng locked in one of the basements. Maligno 
stlll hldes In these areas, creeplng from basement to base- 
ment via the sewers. Occasionally, he days the lazy person. 
Repeated offenses prompt exile to the Mists. 

Encounters: Odiarans are peaceful and can be encoun- 
tered in groups of ld4 at any time. The domaln abounds 
with pets, such as cats, dogs, and white mlce. Odlare ha8 
no monsters, save Mallgno and a handful of carrionettes. 
(See the R ~ m o n  MONSTROUS C o ~ p ~ n r x o ~  Appendlx 111 for 
details on thls unique type of doll golem.) 

Further Rsadlng: The origins of Ware are detalled In the 
adventure module The Crpated. Some of Gulseppe's sinister 
creatlons are featured in the accessory Forged ofhrkness. 

Movement 
Level/Hlt Dice 
Hlt Polnts 
THACO 
No. of Attacks 
Damagc/Attack 
Special Attacks 

Special Defenses 

Magic Reslstance 

9 Dex is 
6 Con - 
30 Int 16 
15 WiS 10 
1 C I5 
ld3 
?'hunt and Otto's IrrrsLsdble dance, 
anlmate toy, paralyrsllon 
Immune to polrob electricity, cold, and 
most spaus 
Nil 

Maugno ls a 0na.lOot-tall wooden marlanette, carved and 
painted to look We a Mendly, happy li#k boy. He wcarskun 
green short& a whlk short-deaved shtrt, a long-rleavcd 
jacket, and a cap with a single whlte faether stuck In It. 

Mallgno's voke Is Ilke that of an elght-year-old boy, 
pitched hlgh and even a blt shrill. However, he is a sklUed 
voice actor and can sound honest, Mendly, mmwfut. nalve, 
bullying, or petulant. He Is not able to lmltstc other people's 
voices, though. 

MaUgno's body and face have dozens of dctdiled parts. Hb 
eyebrows, Ups, mouth, fingers can aU move independently. 
Thls give8 hlm great e x p r e s s i m  and @ity. 

Background: HdIgno Is the makn of the (oymcrker 
Gul~ppa. IMven by a dunanted fantaw ofmaklng a mn for 
hirrwlt, Gulleppecreatcd a nwlonae Menoother, with a 
body so Rnay crafted lt moved almoa Uke a real psrron. So 
strong wash* ddre  for a mn that some ahadowyfwcqtook 
noMe and breathad a klnd of prcudo-ltfs Into the PIPpa. 

Ciukppe's deiight knew no bounds. He named the puppet 
pUo and showered him wlth love. Delighted with hh mprk, 
3ulreppc'presented Flglio to the town. W e  the toymaker 
rdored hls m a t h ,  most of the townsfolk dld not Thalr 
lkeptlclun made Figllo mallre that he was not truly allvr. 
For c a w  that mahatlon, nglb came to hate the ad&?# 
odiare. The chlldren were another matter, slnce they 
beUeved he was real and aUve. The puppet loved the chlk 
h n ,  and they loved hlm ln return. 

To extract hls revenge, the puppet hatched a davku pkd 
o klll all the adults of Ware. Wlth only CMMM left, he 
vould receive all the adoration and love he ktt he deseped. 
:Iglio soon coerced Gulwppe Into maklng more puppar 
Ike hlm. instead of "livlng" dolb Ilke QUO, however, these 
vere cold and inhuman. To Quirappe's horror, they Oayed 
nly Flglio, Ignorhg thelr creator. 

the puppets) dew aU ofthe adulcI pment, apering d y t y I  
chlldran. Thtr act cawed the dsrk powan to draw OdImdmo 
the Demiplane of Dread, awarding Figb wlth his om 
domaln. Dum that terrible event, F!glio renamed himwtf 
Maligno. The carrfonetter then went forth to look for other 
adub In adartotake overtheir bodtea and become the new 
"adults" d odkrr, all loyal to Mallgno. 

Maligrro in turn, tried to take over the body of Gulrappe 
but discovered that he could not. He alone of all the 
canlonettes is cursed to be unable to Inhabit a human 
body. He even dkovered that he could not klU a U & p .  

During a F.mfcmMnce, Quo's canlonatter (as he died 



Any harm that befalls the toymaker Is lntllcted upon 
Mallgno as well. 

Mallgno's plan to reshape Odlare Into a community 
centering around hlm would have worked if not for the 
intervention of a group of adventurers. They freed the 
adults of Odlare from the influence of the carrlonettes and 
destroyed most of the evil creatlons. Maligno himself was 
almoat destroyed aa well, but somehow he managed to 
escape. From a hldden lalr, he commanded Ouiseppe- 
whoac already-tenuous grip on sanlty was sllpplng-to 
create yet more carrlonettes. This second batch went on 
an unchecked, murderous rampage, and when they were 
done, all the adults wen dead. Only Mallgno and the 
children remainad In Odiare. 

Currant Sketch To this day, Mallgno burns with rage 
and frustratkm. He abhors hls own body and wishes to be 
human. 

For the flrat few years aRer the adults of Odiare were 
slain, Maligno was able to satlsfy hlmself wlth the 
adoration of the chlldren, even if that adoratlon was now as 
much out of fear as love. He continued to force Qulseppe 
to create magloal toya for them and carrlonette servants 
for hlmwlf. However, as the children of Odiare grew to 
adulthood, Msllgno retreated from the community. 

Now, It has been years slnce any of the realdents of 
Odlare have seen Msllgno, so he Is rometlmn, belleved to 
be merely a legend. Only mad, old Qulseppe can say for 
certain that Mallgno still exists, for the puppet frequently 
v l s b  his father to make sura the citizens of Odlan are 
feedlng and taklng cqn of him. Oulseppe is the only being 
who can repair severe damage suffered by Maligno, ao 
even though ha haa grown to hate hls father, Mallgno 
protects the old man. 
The chlldren of Odiara have begun to have chlldren of 

thelr own. Soon, Mallgno will have a new adoring audlence, 
and already the carrlonettes are eyelng the bodles of the 
young adults as thelr own. 

Closlng the Borders: When Mallgno seals the borders of 
Odiare, the vlllage's streeta twist back upon themselves 
like the thoughts of a madman. Characters who attempt to 
enter the Mlsta will find themselves reentering tho domaln 
on one of the vlllage's other atnets. 

Combat: Mallgno carries ten sliver needles. He can 
throw them up to fifteen feet, and they paralyze whatever 
llmb they strike (hls cholce). Victlms who make successful 
aavlng throws vs. paralyzation fight off the maglcal effect 
from that smke. 

A normal carrlonette can drlve a needle into the neck of 
any vlctlm that haa been immoblllzed, tranakrrlng its OWII 
dark essence Into the llvlng body. Maligno cannot do thls, 
however. Instead, he carrles a folding stralght razor with a 
four-Inch-low blade. He slits the throats of paralyzed 
vlctims and watches their Ilfe pump from thelr bodles, 
glggllng gleefully. 

Mallgno may cllmb walls like a thief wlth 85% chance of 
success. If using string or thread to help him, his chances 
rlw to 95%. He can coat taunt and oentrfloqulsm at wlll. 
His touch has the effect of Otto's irresistible dance, except 
the vlctlm can attempt a saving throw vs. spell (not 
allowed under the normal spell description). 

bllgno'a most potent ablllty Is hls power to anlmate 
toys. He can affect any toy withln thirty feet of him, but he 

can never antmate more than six toya per round or have 
more than twenty-four toys anlmated at a the.  He cen l t l U  
move and attack whlle anlmatlng the toys. Each toy has a 
THACO of 19,8 hlt points, and inflktp Id6 polMI of 
damage. Some toys may hew speclal mttack8, but theM 
are I& up to Dungeon Maw to determine. 

those that cawe bumlng damegem affect wood. A wrp 
laood spell lnfllct8 M 6  points of damage upon Md@o and 
slow hlm for three rounds (as per the sbw spallf. 

If Ma%o la Injured, he can be repaired. OlucKppc or 
any of the carrloneltes can repair one hlt pobn per round 
on the lord. However, if he take8 more than twenty&@ 
points of damage, only qlu8epp can npstr him. 

If reduced -to 0 hit polntr, Mallgno h unabla to rnwe, 
although he can stlll talk and use h b  spell-llke abllltks. If 
reduced to -10 hlt polnta or burned to a clnder, he Is 
'dead," but not destroyed; Qbeppe can f i l l  bulld a new 
body for him, urlng the ashea to lnfure MaUgnds foul rplm 
Into it. As of yet, no one knows If lvbligno can be 

M~IW is bntnune to ail nonwes-dfecthg wdb, .rcc~pl' 

completely dcclhoyaad. 

The kind Thls h a humld, bug-lnfestcd domaln that mort 
visltom from the Mlsts try to leave as qulckly as podble. It 
Is most lrequently found by MilOrS headlng east from 
Nevuchar Springs. Stlll, due to the difficulty In n a w t h g  
thow mlst-ahrouded waten, no merchants have attempted 
to cstabllsh regular contact wlth Souragne. 

Vlsltors to this Isolated land report that as the fog lutr 
around their shlp. they flnd themseivea about e mlk from 
shore In shallow waten teemlng wlth fish. Referred to aa 
MallKHl d'Sablet by nstiVeQ, a dark, lW&g Swamp extandr 
along most of the vlslble coastlh. Oppressive humidity 
greeta the vlsltom, and the temperature urwlly hoven 
between elghty and nlnety-flva degmes Fahrenheit during 
the day, rarely dropping below alxty-flve degrees even st 
night. During the ralny aeeson, whlch lasts about three 
months. the temperatures an about five degrees lower. 
The small town of Port d'Elhour lies along the coast 

east of the swamp. This cramped town wlth low, stone 
bulldinga and winding. narrow streets Is home to about one 
thousand people. Most of these lnhabltants survive 
primarily by fishlng, but a falr number of sklkled artlamu 
ply their craft here as well. From here, a road lea& Inland 
to Marais d'hrascon, the domaln'a only other human 
settlement, Thls vlllage Is a cluster of small wood-and- 
thatch bulldlngs on the edge of the swamp, howlng about 
three hundred people. 

Cultural LevaI: Chivalric. 
The Po&: Two dlstlnct ra !xiat here- 

light-sklnned people wlth h g from red to 
chestnut brown, and dark-sklnned folk who generally have 
black, klnky hair. Souragnkna are all generally short In 
stature and llght of build. Raclal praJudlce b not evldmt 
hare, ao both races mlngle freely. 

Souragnlens, flnanclal status Is. Ownlng flclds, a fishing 
boat, or even on- ̂# * le  small bualnesses In Port d'Uhour 
placea a penon 

Though raclal differences are not Important to 

Ig the elite. The rest of the populetlon 



In the lower chases, both men and women wear baggy 
musers and loose-flfflng shirts, wuaHy in earth tones or 
ather subdued colors. The upper-class men favor 
:olorful, silk tunics and high leather boots, whlle the 
women wear low-cut, pastel colored dresws. Both men 
and womma favor earrings, necklaces, and other jewelry 
that lets than show off their wealth. It la evldent to 
visiton, hwever, that what Souragniens conslder wealthy 
Is what moat merchants In other domains would consider 
barely getting by. 

At flmt glance, the Souragniens appear to be a slmple- 
mlnded. superstltlous people. Most are llllterate, and those 
who can read atlll have little or no grasp of literature or 
poetry. In a&lUon, Souragnkns do not belkve In gods, but 
Instead wo?@lp a varkty of nature spirib whom they 
btlleve dwell In the swamp. Chlef among these splrlts is the 
Lord of the Dead. Resldsnta have several festkalr each 
year deslgned exclurlvely to appease thh powerful being. 
All but the shamans fear 
ventures into the swamu 

spirits, and no vlllager 

races In thlr domaln for thelr characten. Before .tutlng 
money is awarded to the character, however, the player 
must roll 1dlW to determine whether the character k 
upper or lower cbs .  ~f the r a d t  ~r 10% or less, the 
character Is of the upper-class, recelvlng rtandard rtartIng 
money. AU other characten recejw half the amount they 
wouM normally have to buy equipment wlth. 

Addlunnslly, Souragnlsn priests all womhlp the splrlta of 
the swamp. They should be allowed mqbr access to all, 
necnnnentk, and plant and minor access to anhal, 
healing. and w e a h .  (Dungeon Maden who have .CECU 
to the ADED accauory shaman could d h  playem to wm 
the spelkasting s y m  and prkrt kit8 detailed In there for 
Souragden prlcrt..) 

PersonaWs of Nota: Anton Mlml, the Lord of the 
Dead, Ir the single most Importarit flgum in Souregne, even 
though he never leaves the swamp. The people also 
whisper of the Malden of the Swamp, a hamadryad who 
dwdk somewhere amoogthetnngh of weeping W h .  

%me cldm sh. b a rervant ofthe Lorctdthe Dead, WMk 
othera n y  she b the only belng who can redd hlr WUI. 

The mysteriwo spdlusler known M Chickenbone k a 
slightly mora a c c d b l e  belng. For the right prke, thB 
crippled d d  man will coat spellr or parform dengem 
sup&mtn&.arker. Some fdkr n y  he can even arrange 
ul&mmulththe Lord ofthe w. He Is desdbad inthe 
-Mnmmw.m Cmmrimm AppsndW I6 li. 

the Dead, b rerpsaad 
e rarely leaven his manor, 
swamp, but c o m m w  

to hkn whenever he chocnes to makes hh 
-. 

IWsmthprmltr the people to govern themselves, and 
lsadsn through popdm election. The currant 
mepdlW d’Elhour Is a pale. spldcry man named 
Benrnd Fsquclaina. Foquelaine dro serves as the highest 
aOthotk$h Marak D’Tarascon, but the wealthy Tarascon 
fSrrmy, rOrwhDRntha v,lllage Is named, managea to keep law 
and order. Eachcoaununky has a rolstion system of young 
m to serve r -es .  They am 0-level flghtem who 
wear no a r m  and.n~W club. 

MLsrol has p e n o n ~ e s h b k h d  only two laws. First, the 
bodlei of dearly depad# are never to bc cremated, 
mutilated, or burled until a bast fow days a h  death. Ai 
dead bodks am prupetky dthe Lordofthe Dead, end he 
may ChOoM to anlmcltta- and coli It to hlm. Only 
clerks1 and necrommtfe m a g l m  allowed in Sortragne. 
The practlce of ouler klndn of m e  wfll not be tokra(ed, 
and what M&ml wlll not tdcrata, he destroys. 

Pacountem: Incidental encounten in the swamp InclwJe 
c d l e s ,  leeches, zombles, juJu rombiar, evll Wants, d i  
0’ wisp., and wffl d’ dawn. Away hwn the swamp, mch 
creatures me ram. 

\ 
Slgniflcantly, the spirit. they-&shlp are very real. 

Souragne’s pwamp Is home to many loss, powerful 
manlfestatbs of netura and guardians of the wild. Also, 
somewhere In the shadawy heart of this damp maze is the 
home of the Lord of the Dead, master of everyone In 
jouragncdead or alive, mortal or spirit. 

Natlve Player Characters: Charactma from Souragpe 
MY be of any character class allowed In the RAWNLW 
idng, end players may choose between the two human 

Hems who venture into the swamp may ala0 encounter 
m e  c4 the many splrlta who dwell here, perhap even the 
Maiden of the Swamp or the Lord of the Dead. However, 
these latter encounters should only happen as part of en 
a d v e m  plot. 

spotlights the Inhabitants of Souragm’s swamp, lncludlng 
Anton Mlsrd. The advantun module Nght # the Mlklng 
Dead features datslli on Marafs DTsrrrcon. 

Further Reading: The RAmm novel Dance of the &ad 



Anton Iru.ml 

. .  
I :: Dex 

Con 
6 
6 
45 ,',I' ' I n t  
15 <:, WiS 

:ks 2 Cha' 
.~-,. .back 2d4/2d4 
al Attacks As zMhMe lord, maglc' 
al Defenses ' As zomble lord, magic 
~ Resiqtance N11 

.. 

d d l  a n d h  Mhua o f h  dRaVd& hkr- 
Anton Mlrrol Is a tall human wlth lustrous dark halr and eves 

I 
1 

16 
P 
1 

that sparkle wlth devlllsh humor. HIS features are noble, i 
somewhat sunken, and he In the hablt of nobillty. 
when Anton Is M) Inclined, Is the very Image of gentluty, 
partlcularly gallant to l a d l a  However, if crossed or Insulted, 
hls rage Is swlft and hls nalbution vlolent. 

Backgmund: Misd was orice the master of a huge planto. 
tlon and a mlnor dabbler in a form ofmaglc known as 
"rwllsineina" (In which the wmstic and m d a l  mmuonents 
Iniolve &I& skglng or danchg). He was powerful, wealthy, 
and thoroughly ruthless wlth everyone In hk Ilfe. Anton dealt 
harshly wlth enemles and i n s u b c d l ~  (In hb estlmstion) 
servants. He commanded a gmup of brutal thugs, who 
matched v~ctlms In the night, taking them into the nearby 
wmp and feeding them to the alllgatom or m n g  tham. 

sourcygw's swamp. 
lordr EMfowl hiidomah.. krMcmarm*rrl 
roctbeYaid~heheavy~of.wlpialtul9arrr. 

One day, Mlml entered hls manrlon and found his wife In 
the arms of a neighborlng plantation owner. In truth, she had 
been weeplng about her mberable atate of existence and the 
gentleman had merely bcen'comforthg her, but Mlsrol 
aswmed that they were lovsms. He called hls henchmen and 
had the two of them taken to hls favorke murdwlhg spot: q 
patch of qukksand barely deep enough to cover a men's 
head. The murderers h e w  them In and left Anton alone to 
enjoy thelr pleas for mercy. 
The two of them went down slowly In the sh.llow pool, 

i d  the gentleman ultimataly bade Mlsrol's wlfe to climb 
~ p o n  his houlden end survtve whlla he went under. Anton 
walted untll the man had drowned and then todc a pole and 
pushed hls wffi under hlmretf. She cumed hlm as she rank, 
mud and sand spraying from her l ip .  The dark powers 
heard her ales. The swamp @mw deathly quW for a 
moment, and then the two M e r  vlctim suddenly reached 
out of the qulcksand and yanked Anton In wlth them. 

'I don't.want to dlel" he swamed as they tug@ at hlm. 
"Don't let me diel" he crled drzhe h v e n s ,  and the dark 
powers responded. They traDlfonned Anton Into a romble 
lord (see the RAVENLO~MON@WS CoMFywMoMAppendlces I 
E IO and allowed him to craw free of the pool. He lived, but 
he became a grotesque undemi creature. Anton stumbled 
back to hls plantatlon, but the slauea rose up agalnst the 
"Invsdlng monster' and drove Anton back to the swamp. 
Meanwhile, the Mlsta on the &acM watan grew thkk and 
bllnd, and the Island Souragme was created. 

Anton wandered the swamp for yeam, watchlng from the 
shadows as hls servants and former slaver clalmed his 
mandon. He used his hormndous powers to klll them when 
he deslred, but mostly he pined to mgaln hh lost humanlty 
and expanded h b  arcane knowledge by dealing with cartsin 

r 
I 
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Current SMch :e learning to control his appear 
~ c e ,  Mlrrol has reclaimed hlr manor house In the swamp. 
The servants who claimed hls property, and their children, 
serve hlm once again. though now they ere all zombies. He 
is again the undisputed master of Souragne, though he can 
never leave the swemp. 

Souragne is one of the oldest Islands of Terror on the 
Demlplane. It would have joined either the Core or melded 
wlth other domalns Into a Cluster If not for Anton’s 
absolute control. He has the power to mind-travel beyond 
the borden of Souragne, end he does not like what he seer 
out there. Thus, through force of wlll, he keeps his domain 
isolated In the Mists. 

ChIng the Borders: The Mlsta help Anton seal his land. 
Characters who enter the Mlsty border merely Rnd them- 
selves back In Souragne. 
Combat: When he desks,  Anton Ml6roi can wleld the 

full powen of a normal zombie lord as deflned in the 
R A V E N L ~  MONSrRRoos C ~ M  Appendlces I E 11. Anton 
Is capable of disappearing Into tho swemps by stepplng 
Into e tree or slnklng Into the ground as If he were ethereal. 
Doing so Immediately restorer him to full hit points, so he 
Is extremely ditficult to klll. Thls action also allows hlm to 
elther travel from place to place (asthe druld spell plant- 
walk) or tmnrfer his mlnd to any corpse wlthln the 
domaln. That body then takes on Anton’s visage, regerd- 
less of its rpecles. 

Anton’s most devartating power Is his ability to animate 
an unlimited number of bodks at will. Once per round, he 
elso can mlmlc the affects of snv necmantlc sacll 

through the dance of the dead Them spells function as If 
cast by an 18th-level necromancer. 

The Land: The vast domaln of Vorostokov Is more than 
three hundred mlles across. The land Is locked In a dlre, 
endless wlnder, and the thy villages struggle to survive on 
scent food stores and the bounty of the hunter6 who roam 
the Icy planes and frozen coniferous forests. 

Rumon tell of hlgh pesws that lead out of Vorortdcov, but 
anyone who trles to trek out of the land flndr snow 4toma 
and avalanches barrlng the paths. 

Deyllght Ira preclour commodity In thls domaln. The 
sun bemiy p e p  over the horizon tbr about six houn 
before dlsappearlng for the nlght. Sunrise and runset are 
followed by periods of twilight laahrg anywhere from m e  
to two hours. The shadows are long and cold beneath the 
mow-covered trees. 

About one thourand paople Ike In Vomtokov, spread 
among more than a &en mall vlllages. Located near the 
center of the domaln, the village of Voroatokov b the largest 
of thew settlements, homo to two hundred thlrty peo@a. 

Moat homes In the vlllages am low, one-mom buQdinge. 
The people live In one end, and what little Ilvestock they 
own (mcotly sheep) em conflned In the other end. The 
body heat of the anlmalr helps warm the structure. 

Travel between vlllages Is dimcult due to the powdery 
snow that coven the ground. Vorostokltes make UK of 
snowshoes when travellng or hunting. 

Cultural Level: Dark Age. 
The Folk Vomtokov Is lnhablted entirely by humans, 

and demihumena em viewed as either freaks of nature or 
unfortunete belngs who deserve plty. VoroaOkltes are of a 
sturdy bulld with dark halr and eyes. They are farmm, 
fomten, and hunters, wlth few crabmen and IWe 01 no 
trade. The peopk get by with a system of barter and 
exchange. Very little gold exirtr here, and when found, A is 
vlewed more as intereating decoration rather than colnage; 
after all, gold will not feed or c M e  a paraon. 

Men tend to do most of the trading and hunting. They 
usually drew In buckskin and weer thlck fur coats. Heavy 
beards and mustaches are favored by all who can grow 
them, elthough they must be cardully tended when out In 
the cold-otherwlse the h e t h  condensation freezes thrwgh 
the facial hair and causes frootbltc. 

Women are generally found In the home, where they tend 
to household chorea, the Iiveobck, occaslonel crafts, and 
the children. They wear long, w o c h  or suede h.Crw, with 
several layers of undenklrta, and small blankets are worn as 
shewb when outdoors. 

Wood and bone cervlngs, colorful woven rugs, and musk 
are the primary artlaic expmaalanr of the people. The illft- 
eracy rate Is almost one hundred percent, but Vorwtddter 
have a rich oral tradltlon of aong and folklore. 

Central to the social llfe of every vlllaga b the sweath- 
ouw. Vlllagen gather here on a regular bods to dkuw the 
events or trade stories and song In thlck heat. A wide varlety 
of belieh and ruks for social conduct govern the sweath- 
o u ~ s ,  so that even though It Ir tradftional to enter the 
rwwthouse naked, men and women w the cmaatharrer 

Impesslble p e a b  form the border of thIs domsfn. 
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dmultsnwply. Most vlllsges alro have an alehouse, whlch 
wrves es a popular gatherhg spot es well. 

Vomtokov has no ectlve religions. When the eternal win- 
ter Mttkd over the land t h m  decade8 ago, the people could 
only conclude that their gods had abandoned them. Now, 
the churches in each village elther wrve as homes or are 
used as swage. 

Native Player Characters: AU Vowdokites receive a + 1 
bonus to their Constitution (to a maxlmum of 18) since they 
su~vlve In an axcwdlngly hanh domain. Thls land has no 
native p r i m ,  but rangen are qulte common. Wizards exlst 
here, but t h y  are feared by thp normal populace and must 
have minimum Constitution scores of 15, in addition to 
meeting the norlnal CIS& requlremmts. 
The law: At one time, wch village was more or less Inde- 

p.nda(. with the boyar of h t o k o v  merely serving as an 
organlrer ofmWlas In tbnes of dslr and as tax cokctor for 
the king. Shce the eternal wlnter har seized b t o k o v  and 
the mountah pasaw have CW, Qmgor zobrlk. the mlghtlest 
hunter of thC village of kmatokov has appointed hknseif 
boyar. By mcruitlng m e  of the mort vlckus mcn (boyanky) 
In the domaln to enforce hls rule, he has extended a bndal 
rsign d tern. Some m u n n ~ e s  are hying to reslfst a-r's 
iron firt, but their h u n m  are often murded as a result. 

Encounters: Zolnik's boyanky are a constant threat, as 
are the packs of ravenous wolves who meem follow on thelr 
heels. Further, the spirib of those who have froren to death 

the Mgid wood#, yearning for the warmth of the living. 
Further Reah  : Voro8tokov 1s explored in more detail In 

the adventure moi ule Dark of the Moon 

bbd- 
aregorzolnlk 

Armor Class 2 (0) 

Hit PoInta 55 (W Int 12 
TnACO 13 (11) Wls 8 
No. of Attacks 312 (2) Cha 15 

Bth-Lavd laup du Nolr Fighter, Chaotic Evil 
Str 16 
D e X  14 Movemnt 12 (15) 

Level/Hit Dlce 8 (IO) Con 15 

Demsga/Attack 2d4+4 wlth bastard surord +3 (2d12) 
Special Attacks See below 
Special Defenses Spell and weapon Immunities 
Magic Resistance Nil (20%) 
Bloodline Ami,  minor, 18 
B W  Abilities Anlmal afflnlty (minor; serpents and 

wolves), helghtened ebility (Charisma) 

Qmgor Zdnlk is a b l - c h e a t e d  man w w ~  POWWFUI bk and 
an arrogant, imnuneM marmr. Ha has a thlck beard and 
heavy brow, and hb eyes burn Uke coals when he Is angered. 
Qmgor is a shapechanging w-if, or loup du ndr, and hb 
woIt-tOm, is d huge black wolf weighing over one hundred wty 
pocmdr. ~n pamnthweaatc rw a w s d  
form.) He cm wsume thls form W h m  he wants to. but he 
muat d h t m  R n t  or acOmetangM In whatevec clothes 01 

armor he wa# wearing at the tlma of the change. 
Background: h a young man, aregor was a proud and 

skilled Vw hunter In Qrovlnekevic Forest in the northem 
provinces of Certlla. One year. wlnter cam early to hls tiny 
viilatm af V0-v and the crops were pined. sdorer 
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We, and the couple took up residence in the duke’s castle. 
Stlll, Gregor found it caskr to speak weddlng vows than 

to ghre up the 1% of a hunter. He hid the magical wolf pelt in 
a cave neaz the duke’a caatle, and every nlght, he would 
steal away from his wife‘s side to live the thrill of the hunt. 
Ireena soon dlscovered hls absences and aaaurned he WM 

dallylng w@ a peasant girl. so ahe took e lover of her own 
to avenge her shattered pride. 

Ireena’s batrayal drove Qregor lnto a bestbl rage. Gregor 
aaaumed w d f  form, slew her lover as he kR her bed cham- 
ber, and then burst into the chamber and tore lreena to 
shreds where ahe lay. Now mad wlth the scent of blood, 
Gregor stalked through the halls of the castle and eventually 
kllled every single person withln It. 
In the momlng, Qregor awoke to find himself in Voros- 

tokov, Wlnttr had returned, and the village was again starv- 
ing. Gregor found that the forest was empty, however. The 
only prey he could flnd lived in the other vlllages and 
walked on two legs. 

When Gregor murdered hls wife, the duke, and all his 
retaimrs, the dark powers had claimed him. For a time, he 
wrestled wile the anguish over hevlng become a murderer 
and for continuing to perform heinous murders in order to 
feed hla village-although he never told the citlrens of 
Vorostokov what they were eating-but eventually Gregor 
eccepted what he had become. He decided that he had been 
granted the opportunity to serve as a mighty hero to the 
people of Vmmtokov. 

He approached other skilled hunters and warrlors, offer- 
ing them the opportunity to rule Vorostokov at hla side. Wlth 
those who accepted, he shared his giR of shapechanglng. 
Those who tefused him fell vlctlm to h b  vicious fangs and 
claws. AReq forging thls unbreakable pact, he had a great 
hall conatrukted in Vorostokov and began ruling It as boyar 
with hls bo anky at his side. He and hls men fed Voros- 
bkov and t3 hatever vlllages allied themlves wlth them. 
The others *ere consldered sources of prey. 

Qmgor wfantually marrled a beautlful woman named 
serha, whojbore hlm two eons. When Alexei, his oldest son, 
rfmchmd the! age of eighteen, Gregor declded to bring him 
into the ran s of the boyarsky. However, Gregor’s mother, 
Antonha i4-r eyed his wcret Identhy to Sashe, who followed 
them into the tvoods. When she saw her son’s transforma- 
Uon, ahe w q  horrlfkd and fled lnto the woods. The 
boyarsky b$mded aRer her, chadng her to a steep ravine, 
where she lpped and fell to hef death. When Qregor came 
upon the bmken body of his wife, he reallzed that she must 
have been cncouraged to spy on hlm. He then raced off to 
trsck down his mother. When Qragor found Antonina, he 
was unable to contain his rage; he ton  out her throat with 
his fango wI#e Alexei howled In grlef and rage behlnd hlm. 

Qmgor’s +isters, Uana and Natalya dlaappeared aRer 
their mothed’s death. These powerful wltches live together in 
the woods a/ld are feared by the common folk. More than 
anything else they hate Qregor for the murder of Ant6nina. 

Current #ketch: The boyarsky has been able to flnd prey 
in the wwdd  for a while, so attacks on nonallkd villages 
have grown more uncommon. A. it appears the eternal qin- 
ter on Vorodokov may be IlRlng. Qregor’s conscience is 
stsrtlng to phgw hlm again. In order to sate it, he has bus- 
ied hlmself &ith attemptlag to bully the vlllagea outs& his 
contrdintobmbsion. 

Closing the B hen Gmgor closes his domaln, 
snow storms howl around the mountdns. Those who man- 
age to survive the storms dlrcover that the passas k d h g  
from the domain are choked with endless avdmchea- 
one aRer the other roan down the slde of the mountains. 
kllllng all who would attempt to traverse h m .  

Combat: It has recently bcen revealed that Gregor is 
actually tainted wlth the blood of Azral (a d c d  Cedi- 
Ian god of evil and shadow), giving hlm twa blood &Utiea. 
His helghtened ability resulted In hb curmnt Chuhms 
score of 15, and hls anlmai afflnlty allows hlm to speak 
with his totem anlmals. On Certlia, this included only IKT- 
pents, but upon becoming a werewolf, thia abWy exten&d 
to include wolves. Qregor can empathically conurninkate 
with any wolf or snake within alxty feet. He wUI never be 
attacked by these creatures unless they are magkally 
controlled. (However, very few serpents actually llve In 
Vorostokov.) 

In human form, Qregor wields a bsstard swonl+3 
named llyana (“reaver”) two handed. though ha m y  a b  
flght wlth a spear or bow. llyana has the power to cast heal 
on its wielder once per day. Qregor also has the foUowlng 
ranger abilities: hide in shadows, 49%; move dlently, 62% 
and tracking, 10%. He shuns a m r  In order to fecilftsls a 
quick change to wolf form if necessary. 

Qregor can trsnsfom into a wolf at any tlme, as long as 
his pelt is wlth him. (Since he has had the pelt worked into 
a sash, it almost always is.) f h e  proceaa is acutely painful, 
taking one full round. Chahging lnto a wolf heals all 
wounds he has suffered, but changhg back does not cure 
him of any inJurlcs suffered in wolf form. 

As a wolf, Gregor may attack twke per round with his 
blte, lnfllctlng 2d12 polnts of damage with each hit. On a 
natural 19 or 20, Qregor seizes the vlctlm by the throat, 
lnfllctlng an addltlonal Id12 points of damage. When this 
happens, the vlctlm must roll a successful sairlng throw 
vs. death.magic or suffer a mortal lnJury (a torn throat or 
broken neck). The victim Immedlately drops to 0 hit 
points, dying wwln Id4 rounds unleaa alded by healing 
magic. 

In wolf form, Gregor is immune to charm, sleep, hdd, 
and other mlnd-controlllng spells. Only weapons of pure 
silver that have been blessed can injure hlm normally, but 
maglcal weapons Inflict one polnt of damage per plus. (A 
long sword +2 would inflict only two points of damage to 
Gregor.) Domage.causing spells do not effect him, 
although nordamaging spells may. (For example, Qregor 
can charge heedleas through wall ofpre, but if he fells a 
saving throw, c a m  blhdness wlll rob hkn of sight.) 

If killed In human form, Qmgor’s body instantly van- 
Ishas, taking hls pelt and sword along. Exactly I d 6  houri 
later, he reappears fully healed In the cave where he once 
hid his pelt. Should his wolf form be destroyed, he reap- 
pears in the cave twenty-four hours Inter, ab0 Mly heeled. 
He haa survlved death both ways before end now has 
almost no fear of being kllled. 

The only way to truly, destroy Qregor is to aprlnkle hls 
Wolf pelt with Salt and wolfsbane while he is in human 
form. The next tlme he transforms, he will be vulnerable to 
all weapons and spells, and if killed in this state wlll be 
truly dead. Getting wolfsbane In Vomatdcov, however, Is 

. 
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hls chapter deals with both the recehtly formed 
Cluster domains adrift In the Mists, and some of 
the Pocket domalns throughout the Demlplane. 

s the grand Conjunctlon collapsed and the 
Demlplane reaUgned itself, a strange proceca 
began. After dacades or even centuries of 
lwlatlon In the Misty Border, wme of the older 

Islands of Terror bagan to merge Into larger ma8Se8, fomrlng 
Clusters. 

share slmllar climatm and Inhabitants. Alao, several 
domaln lords dwell slde by slde In both types of these large 
land malws, yet each can Independently close the borders 
of his own &main. Known as overlords, the rulers of 
Cluster domalns enJoy an array of powers tled to thelr 
statui as both lord and pdsoner. 

No one knows what c a w s  these Clusters to form. 
Perhaps, If they are mere side effects of the Qrand 
Conjunction, then the unlon of these Islands of Terror wlll 
end soon enough. Altematlvely, these Clusters could even be 
new, slowly.hlng Cores. If so, maybe other Cores awat 
discovery In the shlftlng Mists of the Demlplane of Dread. 

At least flve Clusters are known to exkit, but thls chapter 
Includes only three. The Clusters not dctailed here are the 
Shadowborn and the StMmlng Landa. The Shadowborn 
Cluster consists of the former bland domalns of Avonlelgh, 
Nldalla, and Shadowborn Manor. In this Cluster, the lords are 
all llnked by having at one tlnm known the legendary paladin 
Lady Shadowborn. The overlord of Nldalia was even her 
comrade-In-arms at one polnt. The Steamlng Lands formed 
when S m g a w ,  Sd Rajl, and the Wildlands jolned together. 
The followlng sectlon contalns Informatlon on the Amber 

Wastes. the Bumlng Peaks, and Zherlsia. 

Uke the Core. the Clusters known thus far generally 

he Amber Wastes Cluster contalns three desert 
domslns: Har’Aklr, Phararla, and Sebua. The 
Inhospitable cllmafe of these sparsely populated 
lands does not allow much llfe to flourlsh here. 

Although the Amber Wastes Cluster does not hold the 
diversity of anlmab that many other lands do, It Is far from 

‘ empty. Ita creature8 conceal themaelves better In order to 
survive In thls harsh environment. Since few trees and oases 
can be found here, the animals and unnatural creaturas 
must llve In the harsh wastes, maklng them even tougher 
end more rugged. Usually. these lnhabltants each have 1 Hlt 
Die more than thelr ordinary kin. 

Scorpions, camels, and jackals are frequently found 
here, but sldcwlnder snakes and mummies (both greater 
and lesser) also Inhabit these barren wastes. The 
mummles roam the desert wastelanda by night, preying-on 
the travelers or refugees found under the moon’s Ilght. 
Mdltlonally, nlghtmarish desert zombies Ile burled under 
the sanda. waltlng to dse up and sehe travelers with thelr 
sun-dried, tabned hands. 

Even more ran. and hardly ever aeen (unless they wlsh 
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to be found), ere the nomads who prey on thow allkd with 
Dlamabd, the overlord of Pharazla. Experts at 
concealment, these nomads wlll light to the death rather 
than be captured by Dlamabel’s IoyaW. Thcy a n  a b  the 
only people who can safely c r o ~  the wasteland bawaen 
Har’Aklr and Pharada. 

The sun Itself b a formMaMe foe In th- dry domdns. 
Durlng the day, temperatures can rlse as hlgh aa one 
hundred twenty degm FahNnheIt, whlk they plumma at 
night to near-fmezlng. Only the wbsrt  and mort 
axparianced wandemrs con survlve for long In the rlgm of 
theae desert land. In the haat ofthe day, a trarakr must 
drink at least one quart of water per hour or suffer from 
dehydmtlon. OccamlonaUy, thunderburst8 cool the alr 
slightly before tMdng the land Into a humld oven. 

Two of the domains In the Amber Wastes Clu6ter w m  
drawn Into the Dcmlplane of Dread from the MM world, 
and even the same natlon, though wldely different time 
perlods. These two domelns, Har’Aklr and Sebua, sham 
both written and spoken languages. (Thelr written lan- 
guage Is made up of hleroglyphs, whlle the wrltten lan- 
guage of Pharsrla conslstr of Rowing runes-whlch mlght 
be mlstaken for magical scdpt by those who cannot read.) 

Ihe Land: Sandy expanses atretch a c m ~  the eaatam part 
of thb domain, *le rocky, barren cliffs cover the north. 
Pharaoh Anktepot’s tomb lies In a mdl canyon guaded by 
monollthlc stetuer. Beyond thm cliff8 ller the domain of 
Sebw, and to the eoot llve the fanatic cwaden of phsrsrh. 
The bumlng sands C M  k CTOMOd by d y t h e  h a w  of 
travelers, even at nlght. 
The single d e m e n t  of Har’Akir, Muhar, Ilea krMe a 

small, sprlng-fed pond. Roughly three hundred pwpk llvc In 
large cabanas by thls pond. 

Cultural hval: Bronze Age. 
The Fok Har’Aklrl natlver are mll, brown peopk wlth 

lhed and weathered facer. They wear loore, white rokr to 
keep the heat at bay and heed cloth that can be drewn 
a c w  the face when wind & the sand. Thaw peoph are 
wary of strangers, though not hostilq. They never turn 
travelen away from the Muher oasis, the only known source 
of water In the domain. However, they view any etoknp to 
RII wntemklnr M theft, slnce water ir both expmdve and 
rare. ’They make thh pollcy qulte clear to any fonigmr who 
c- to the vlllage. 

Forelgn slaves make up roughly two hundmd of the 
village's InhaMtSntr. ’Iheea are enher scqulmd tram block- 
robed nomadic ~I&M who wandar between HafAkfr ORd 
Pharsda. or they are captured attempting to steal w e t u  
from Muhar’s water hole. The‘daver of Muhar repmnt 
virtually every cuhre found In Ravenloft. 

The Law: Snefru, hlgh prleatess of Ollris, r u b  Mubr. 
Thlr lusty, unmarrlad woman lives In the krgsrt shcture 
of the vlllage-the Temple of 001rir--wlth.at least two male 
lovers at any given the ,  She enforces a series of strkt 
rellgbus codes In the vlllage, but characters wlth the 
rellglorr proflclency may racogniae that she Is a p r i e w s  of 
Oslrls In name only. Actually, the rltes and practlces she 
upholds most resemble those associated wlth the wonhlp 
of sa. 
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bh of Death. 

Native Player chum : ‘Har’Aklri natlvu may belong OrMm d4W’Ellir 
to any clasa allowed in me I ? A V E N ~  setting, except those 
classss beloriglng to the prlest group. All Har’Akirl na,Uves 
receive the desert survival proflclency for free. They also 
recelve a +1 bonus to all fear checks lnvolvlng mummies 
and desert zombies, slnce these threats are an Lcvel/tiRDlce 13 
acknowledged fact of life In Har’Akir. 

Anhktepot 

Movement 

PerwnaLiUes of Note: As one of the so-called ”children of 
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M o n s m  CoFwnrwM Appendices I G / I  give Further detalls 
on Senmet. 

Encounters: Few monsters Inhabit thls domeln. The few 
lndlgenous specks live In the rocky western cllffi by day 
and wander the desert after nightfall. 

Pur*”* Seadlng: To learn more about this domain, 
game accessory Darklords and tlie adventure 
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Backgroudd Anhktepot, Once a priest of Ra (see Legends 
and Lon), +sired ImmortaUty more than anything else. To 
learn the wcrets of Ilfe, he performed horrld experiments 
upon slaver for many yean. When he still grew older, 
unable to Rnd the key to etmal We, he razed many temples 
and cumed tbe powen for thwarting him. In response, Ra 
appeared to hlm and told him that for his sacrilege he would 
Indeed lke fomver, though not as he had hoped. 

To begin wkh, the fallen priest was elated, but he soon 
realired the axtent of his cupe: Everyone he touched dad. 
Rather than *pent hls tenlble goals, Anhktepot began to 
learn how to pnlmate and control the dead. When he broke 
away from Ra, the prlests of hIs renegade church rebelled 
and kllled hlm. 

However, b's  promlse was good; Anhktepot was not 
truly dead. Unable to control his new unllvlng body, he went 
mad as hls priests embalmcd and mummifled hls 'corpse.' 
When the rlQal was completed and the sun set, the MIsts 
moved In to d a h  thelr evil p h .  Thus, Anhktepot became 
lord of Har'Aklr. 

Currunt Sketch: The mummy lord now spends decades 
at a time In Ma molderkg tomb. He CM nelther truly sleep 
nor dle, but he can forget the world for a t h e  and nmlnlsde 
upon the pleawrn of the flnh or muse about havlng a 
natlon to command. An event of extreme import must caul  
In order to awaken Anhktepot. He can feel the anxiety of hla 
people, whlch rouses him from his dreams and brings hlm 
to d e  the rhattsr. Stlll, his comlng usually portends only 
mondeethalddesmdkm. 

Bp 

Anhktepot dreams of becomlng human agaln. He would 
wllllngly throw away immortality If only to llve a few yean 
as a normal man. The dark powen taunt him by glvlng hlm 
the power to take human form by dralnlng a mortal's llfe In 
a sunrise ceremony. (Thh takes one mund to complete, but 
It must be performed in the last ten mlnutea before dam.) 
For this treachery, he becomes a mere 0-level human untll 
the sun goes h, at whlch time he mverta to mummy 
form. If Wlad whlle 'human," he remains dead until 
mummlfled and entombed (at whlch tlmc he ng&s full 
IdenUty and powers). KnowIng that he wltl a@aln be 
transformed Into a mummy at sunset, ha never truly enJoy8 
hls brkf houn as a mortal. 

Qoslng the Borders: When Anhktapot W M ~  to seal hIs 
domain, the bordan radlate an Impenetrable wall of h&t. 
Charactem tryhg to push through the wall receive ldlO 
points of damage for the fht round, doubling d r o u n d  
after that. Travelers who attempt to push tIuoueh Invariably 
tum to ash before reachlng the other slde. (The first& 
the character taker ldlO point& the nut round 2d10, the 
following round 4d10, and so on. Should a character keep 
prerslng forward, he crumbles to ash when the damage he 
ruffan exceeds hld cumnt hlt points.) 
Combat: Anhktepot is a greater mummy an dacrtbed In 

the fimm MaBmcie C a r w m c ~  Appendlccs I & IL 
Those Dungeon Maatem who wbh to we Van Rlchten's 
Gulde to Ancient Dead can consider hlm a mummy of the 
flRh rank of invulneraHlity. 
The touch of the pharaoh causes a rotUng dlsease that 

kllls In Id3 days. One day after InfecUon, the VMlm 
expcrkncarconvuwOnrsovldcndtharpdlc~.nd 
weapon use are Impoulble. For each day that tb. vletlm 
lives after the fht, he permanently h s  2 pointr of 
Charluna and 1 point each of Stmngth and CawkutJm. 
Only a wfsh spell can heal thIs ksr. Recovery han the 
mummy rot Itoelfrtqulna one curedbaaacapell forewry 
day the dhease has pmgmamd. and theymuat all be caat 
withln a hvanty-four hour period. 

to damage from holy water but- Id6 polnb of 
dam- hwn n o n 4  holy symbols. The ankh around his 
neck restoms Zd6 pdnt. ofdamsgs per muad, war drc 
he Is mduced to 0 h t  polnta or below (so he -If It 
Is not nmwed). 

In addltlon to hls 25% magk mbtake, the mummy Is 
Immune to deep, charm, hold, death, and cdd-bawd 
spslls: mind-control (Including mlnd-reading spells or 
pslonlc powers); poison; and nom1 fln. H b  a m  forces 
all who look upon him to attempt a fear check wkh a 4 
psnaty. 

In life, Anhktepot was a 13th-level priest d the aun god 
Ra. and he still w l e b  the power of that posttlon (although 
Ra no longer grants hls sp4Is). He has ma@ access to tha 
spheres of all, astral, charm, cmatJon, elemental, and sun 
and mlnor access to weather. HIS addMona1 granted powem 
allow him to cast Ugh& conUnual @h& and sunray once 
per day and to control undedd at d l  (M per turn undead). 
However, he &ani-@ shapechange Into a hawk as can other 
prlestr of Ra. He also gains all the normal spell bonuMI 
imd lmmunlties that come with a W k h n  of 23 k c  tkc 
m e r ' s  Handbook). 

Anhktepot is tumedas a'rped.l" mrnuter. He Is immune 



The Land: Moat of the domaln b covered by d i n g  sand 
dunes. with rock outmpplngs bnsklng the monotony of the 
rand. These outcroppings oRen provide shelter to both 
travelen and beasts. 

Phararla has three major water holes. the greatest of 
which is in the capital city, Phlrar. The rlven of Phararla 
are fed from this spring, flowlng outward from the heart 
the domaln. Two of the rivers termlnate In watering hole 
In the lower extremltles of the domaln. Although the water 
runs fairly pure, it still tastes bracklsh from traveling 
through the land. 

The only trees in Pharezia are found along these riverbe& 
and water holes. The enlmals of the deaert compete fiercely 
for the shade these trees provlde. The human inhabitants of 
Pharazla know better than to try to use the shade these m a  
proffer since the creatues there usually present wen more 
danger than the sun. 

Cultural Lavel: Early Medleval. 
The Fok The maJority of the lnhabltants of thls domaln 

live In the clty of Phlrar, under the dlrect supervlslon of 
Dbmabel, a beeuUful and powerful creature. Some clalm he 
Is an angel, and hls appearance bears out that clalm. The 
walled city affers pmtacth from the dangcm of the desert, 
but dght)' Dlamsbcl prQtects the people from m ~ n  
homndow dangers. The city dwellen never leave Pharada, 
because they know they would be wlthout the pmtectlon of 
the angel. They follow the edicts of Diamabel and hls Iaw- 
givers wtthowt hesitation 01 question. 

Pharadans are a supemtltioru lot. They seem to be good 
people, although thelr fean and anxletles tend to make 
them acmmhat Initatlng, They are constantly guardlng 
the& words, fearful of saying aomethlng that wUI earn e 
whlpplng. They are also eager to turn in those whose 
mouths are not so closely guarded, for thls diverts the 
wrathhd eyes of thelr oppresclon from themselves. 

Pharazlanr have dusky skln and black halr. Thelr eyes 
ace genedly baown, dthough occasionally a child wlll 
enter the world with eyes as black as night. An old 
prophesy claims that a "black-eyed scoundrel" wlll bring 
about the undolng of Phararla, so residents usually slay 
such children loon after birth. The people dress In light 
robea, wearlng headdresses to pIotect thelr heads from the 
rearlng heaoof the sun. Even In the relatlve coolness of 
the city, the sun stlll scorches those who ere not prepared 
for its heat. The women a h  weer veils as part of thelr 
daily clothlng. 

The city dwellem are not the only Inhabitants of Phararia. 
In the desert llve p u p s  of nomads bent on deatmylng 
Dlamsbcl. They clalm he waa once one of them, attalnllw 
hir cmntkrm.though wanton butchery and foul mag]< 
Therefore, they are Intent on riddlng the world of hls 
corruption at any coat. They do not dldain the old of othen 
but are a shlfty, treacherous bunch. 

Thcw blaokcbd noma& always mvel on camels, and 
no other creaturen can match thelr speed In the desert. They 
nwer camp in the aame place twice end always take care to 
conceal their prusnce. They know that If Dlamabel spots 
them on hls nightly flights, he wlU surely destroy them. 
Though they claLn to know a sure method to bring about his 
desmctw, uw WHI not ahare it WWI outrldem. 

Nathw Ptayer Characters: The people of Pharazla are 
dlvlded Into two groups. the city dwellers and the nomads. 
The city dwellers receive the resdlna/wrttlng profklency for 
fm, all chlldranare taught to read IO that they m y  study 
the tomes contsinlng the wlse aay- of Msmsbel. fyDnrd 
player characters recelve the land-bsrap riding pdkimcy 
for free. 

No player character priests orlghate han phererls, and 
all Pherazlsn natfve w h r d s  are earth ekmsnrslhtr (.ea tb 
Tome oflrlagic). 
Pa- of Note: Wamakl d0mlnat.l .II aspadsof 

Ufe In Phhaz. Only the AUahn el Raahaan, leader of the 
nomadic tribe devoted to Dbmebd's dartructkn, can 
measure up to Dlamabel In statue. A powrrlul. heavily 
bearded warrlor, Allahn's scimiran .wmM like a zephy~ w.-. 
he attacks. 

The Law: Only Dlamabel's law hdds any weight in 
Pharanle. He nqulres hb pmpk to pray for at least two 
hours per day and report any Lnlroeaknr ofthb law of 
prayer. Vfflaton are svbject to Wnga or de&, depadhg 
on how M a n t  Wamakl rharld fad, 

Conf.uion Is e woy of Ufe, hndwhlte-mbed men wUh 
scourp deansethe Impurn*. frmn rhose whocanm*sina 
or infnctlons. These men, known aslaw-(lkreh mamihe 

ere ~bemdy liberal with their h p g i q a  SndouVe free ndnh 
dscidlng what consuMss crkns. ti-, the mosl W 
Phanrtsnr flnd thelr calllng M pat of M.mrb(il'a L.w-o&err. 
(A8 priests, the law-givers hsvs nw@r aecaw to lhe @mas 
ofaun and combat and minoracwto mmnmnik.) 

yone pushs oknq or w t h . M r  
dozens of nocodk smnlrig th&nwIw in 

the mud along the banks. Any n o h  or movemant new 
these fuoclous reptiles send8 them almg tRh, the muddy 
river, where they either attack the# prey In the MBr or wak 
until the threat han pawed by on the land. 

At nlght, travelera must beware the black-whgad Bend 
that makes I t s  way a c m  the derkansd sky. Th* honitlc 
creature attacks without marcy or Womkg. The d t h m  of 
Phlrar do not know that thls marma balng b'thdr kkvsd 
Mamobel, but many believe lt Is an scant d hb wngwnce. 

Further Reading: The Islands of Terrw game accessory 
glves more Information on thls domain and I t s  overlord. 

rtrsaS Of Phkar, Watchlngforcrhn8 w.h*Mpmakl. 

banks enc-2 may 

ou8rwdpi#ldr 
DUmllbsl 
16th-Imd Human ptghkr, Chaotic Evll 
Armor Class 1 Str 2 

Dex 18 
Con 17 

Movement 24 (C) 
Level/Hlt Dlce 12 
Hit Points 77 Int 15 
THACO 5 wh 13 
No.ofAttacks 2 Cha 19 (3). 
Damage/Attack 
Special Attacks 

Spcclal Defenses 

Maalc Resistance 30% 

1 d 1 O+ 12/1 d 1 O+ 12 
Tkro-handed +3 pame tongue, N, wing 
bum 
Regenerate 2 hp/round. need +2 or 
better magical weapon to hlt 



I 

Dlmsbal  was once a short, swarthy, dark-haired desert 
nomad. Upon his entry to the Demiplana of Dread, however, 
his appearance t r a ~ f o m d  completely. 

Durlng the day, Dlamabel Is an awesome tlgure to behold. 
He Is now a men-foot-tall, pa1e;skinned belng with glorlous 
wlng covered with snow-white feathen. Hls clean-shaven 
face radhtw a kind of trarucendent beauty, though marred 
by llnes of fear and fnmtratkn. His sllvery-white halr rufkcta 
the morning and evenlng light ln a ralnbow of colors, and hls 
Inlensc blue eyes range from sky blue to glaclal Ice as hls 
mood dictates. With the sUghtest move, muscles rlpple on 
hb clean, powerful Ilmbs. Despite thls divine appearance, 
hb face reflect8 an underlying hatred and qulck temper. 

When the sun llnka below the horiron, a change takes 
place ln Dlamabel's body. Though awe Inspiring, thls 
mutation Is also lntenrly horrlfylng. Dlamabel's wings 
decay Instantly, reveallng only a framework of bones with 
corrupted faathen dangling uselessly from thelr hollow 
&efts. Then, hls handaome features slough away. leaving 
the hideous face of a zombie, and his sleek skin and 
powerful muscks mutate lnto decaying ropes of rutting 
fleah. Flnelly. hi. flne, sllken clothes become Mack, woolen 
tatters. flepplng in any breez- matter how small. 

knew ha was destined to rule. From an eady age, he had 
been repuhad by the world he MW around him. Hls  nanny 
had delighted him with taka of faraway lands where people 
who lived clean and heelthy lives were convHtcd lnto 
beines of pwa linht. Thus. in hls eves. the world he lived In 

hdcgroud: The son of a wealthy desert ahelk, Dlamabel 

appeared filthy, end es he grew, he came to kl that It was 
hls calllng to cleanse It. For thlr purpose, he began to gather 
more power than any other &elk before him. Mamberr of 
hie Wbe taythat they could uw a strong leader, so they 
supported him. 

fortukolMly puad away, and th- who tvhlspered ebout 
foul play also v a n l h d .  Dlamabal pmved hlnueif an &le, if 
err&, ksdcr, and hls people kuned to bust hlm lmplkkly. 
However, the othernomadktrlkrvrouldnot follow him, so 
he set about subJugathg them. 

Afler .everel sftyurlng vktorier, his people -to 
realhe that Dlamabel planned to conquer far more thm 
the dunes. One nlght undat the stars, he dundhb vWon 
wlth hhpsople: to axterminatathow who donot bdlwc tn 
h h  H a n d  hls mad. He plombed that fathb 
deed, he and hh people wwld beailndormad into b&#s of 

He and hb loyal fdlowenthen lrHkd any ofW 
fenow W b e n  who dlhgmd with &Is poucv d gandda. 

For the next severel years, Dhmakl snd hb forces 
became the t e r n  ofthe desert, SwmpIng over the dqna on 
thelr swlfl camels, they laid wcutc to the carav.RI of 
wealthy mcrthsntr and thetroDpe rsnt to destroy the 
mutinous nomads. 
SUU, the dream to becana one dthe h d e  ch4mn 

burned tvlthln Mamabel's brasd At nlgJtt, his Q...rm 
taunted hlm, trakuformlng hlm Into a pele-skh& 
feathery.wlngad beauty, w every momlng he a m  with a 
greater fervor then befors. Hlsobsenhm led hlm to 
dlmgard aU safety for himaelf, and he begen atrscw ' 

enUre cltks. 
FIMlly, 01 he butcherad a n0rthm town. he mst hh 

doom. An arrow Arad by a hidden rnlpcr bunonnd intohis 
atomach, and he passed frah conrcburnau. XI he faded 
lnto darkness, he lamented only the fact that he wwld never 
6ee the uaht of the hMveM alive. 

when he awoke, he was Brrstly surprise he had not 
expectad to survlve the wound. lib appearance proved an 
even greater shock. He had at long last achieved hls 
childhood goal: He flnally bora a euly angelic appeuanco. 
Little dld he know thdt this gMwr hrnrfametion C- at 
a dear price. 

the world at large. Now that he har h l l y  sdrkved* 
& e m  most denr to hlm, he ha8 bund the( It b not 
everything he Imaglnad The tmndwmation he 
every night tomuus him mom then he cares to aQnlt. 

N o t o n l y d o e s h e h a v e t h e p O I n o f t h e ~ ~ t o  
contend with every evening, he elso mud accept that he 
has been totally cut off frwn hb ddty. He had tha&t that 
hls evolution into a hlgher.taevouldgmnt hlma clam 
rapport with hh god, but he ha8 found the opposite to be 
true.. Inatead of mJoying the codidmm of his dalty, he 
hda  h h d f  tryins even ha* to reach him. 

Mamabel Is convinced that he need only e W t e  aU 
lnfldels ln his land to break down the wall behwm himaelf 
and hh god. During the day, he nukes the most ofhb 
beauUful form, king the houn away heedleasly. Each 
nlght, his kNal  appearance forcibly remind8 hlm of h b  
situatlon, so he does his bert to mctlfy the slRlsuon. Any 
belngs suspected of belng unclean or p b t h g  a g d  hlm 
receive a vllltatbn from thla 

When Dlamabel was sixteen yeam old, hb fahg 

Cunont Skatck MamabelconrldenhMfkbayalby 
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slays them, their families, and anyone who happens to get 
his way. 

reward enthusiasm except In matters of faith. HIS Is the only 
law, and he will do hls best to force the people to conform to 
his grand &heme. 

QosIng the Borders: When he wisher to close the borders 
of Phararia, Dlamabel creates a cloud of stinglng dust, 
whlch swlrls around the edges of the domaln. The sand 
whirls qulckly enough to flay the flesh of any creaNre 
parsing Into it. Only the most foolhardy creatures dare the 
sandstorm, and none ever return from a venture Into the 
sandy whirlwlnd. 

Any character who VenNreS Into the sandstorm suffers 
ten polnts of damage each round within it. Even maglcal 
items and spells do not render a perron Immune to the 
effects of the sandstorm. These i t a  become inert and 
weless until taken from the storm. 

When Dlamabel allows the borders of Phararia to re-open, 
the edges revert to the Mlsty Border on three sides ahd 
Sebua on the last. The blue sky arcs overhead, although the 
vertlcal planes of the borders still resemble swirling, 
vaporous walls. 
Combat: When enraged enough to attack (not an 

Inhequent occurrence), Dlamabel becomes a truly awesome 
flgure to behold. In elther form, hls full power suddenly 
manlfests. and hir opponents must make successful saving 
throws vs, spell with a -2 penalty M tlee in terror. 

If any opponents actually enter melee wlth him. he strlkes 
out wlth Spfrftburnu, hls mighty pame tongue sword. Even 
if he m l w s  wlth Splrftburner, his wings can deliver a 
thunderous buffet to a single foe. On a successful attack, 
these wings leave his enemy stunned and unable to attack 
for one round. 

from hls association wlth the land, drawing strength from it 
If need be. Not only does he mgenerate 2 hlt points per 
m d ,  but he can heal himself completely once per day. 

If defeatnd, hls M y  immolatw Itself. along with all his 
poswrsiona His a$hes then mlgrete to the far comers OF his 
domain, no matter how they may be scattered or contained, 
and In one month’s the .  he reconstitutes completely, 
SplrftburnerIn hand. If hls foes remaln In Phararla, 
Diamabel relentlessly hunb them until they are destroyed. 

Diamabel does not admire Imaglnation, nor does he 

’ 

Diamabel is nearly indestnrctlble. He has learned to profit 

&9dka 
Thc Lend Sebua is a small wasteland. The terrain ranges 
from .dl send dunes to rocky flats and iteep granite cliffs. 
Water holes and oases dot the domain, although a third are 
dry, and yet another third are foul. 

By day, heat scorches the deserts even though the sky is 
often dark and overcast. Storm clouds usually gather In the 
morning, and by afternoon, they release a brlef, Intense 
tor-nt that seeps qulckly Into the gmund. Sometimes, the 
dark .ky will turn from green and then to black, Indlcathg 
an approachlng sendatorm. The cloud8 always dirsipate at 
night, reveallng a virtually starless sky lit by an orange 
moon, which casts an amber glow on the mcks and sand. 

A massive rwk formation marks the eastern border of 
Sebua, and the Valley of Death cuta through the center of 
this formation. Gandstone cllffs from Rve hundred to one 

thousand feet Wgh form the valley’s walls. Sand perlodkaily 
spllls from the ledge far above, cascadhg to the vaiiey floor 
wlth a soft hlu. This valley was once the rtta af great 
templea honoring the gods of Earth, Sky, and the 
Undenvortd. The tempte to the Devourer of Ugh Is the only 
one still standing. 

The Valley of Death is also the slte of great tombs, 
holding untold treasures and unknown h~. These 
tomb belonged to former pharaohs, nobles, offkkls, and 
their famflies. The walls above the tombs are carved with 
detailed reliefs, eech feaMng the mightlest deed of the 
person entombed here. 

The city of Anhalle lies near the center of the domain, not 
far from the mouth of the valley. Llke the temples In the 
Valley of Death, time has ravaged most of the city, leaving 
behlnd only buildlng foundations and occpslonal arches. At 
the center of Anhalla lies a vast oasis. A handful of poorly 
bulk mud-brkk houses have ruplaced the Sxtravagant 
bulldlngs that previously sumundd this area. 

houses are ovemn by Ill-tempered monkeys and vlckurr 
baboons, who harass and steal from those trawlem who 
stop at the oasis. In addition, a handful of shy, elusive 
chlldren live here. Though their origins are unknown, it Is 
sold that they never age or grow up. 

aounda of merriment can be heard hwn beyond lb tall 
walls. Howaver, the nomad. of Pharazia know that anyone 
who goes to Invdgate these wund. will never return. 

Culhual Lcvcl: Bronze Age (the overlord) and Stone Age 
(the wild chlldren). 
The F o k  Only the wlld chlldrm of Anhalla live In this 

domaln. Though the black-robed noma& of F’hararla paw 
through every few months. they stay for only a day or two. 
They fear Tlyet, the young woman who dwells in the 
mysterlous, secluded estate outside of Anhalla. 
The wlld children dress In rags, their hair grows wild and 

tangled, and they do not speak any known languages. 
They are all human and dark-skinned like the overlord of 
the domain. 

The Lw: No ruler claim poutical domlnlon over Sebua, 
but the nomads of Pharazla know that the domeln’s I 

overlord, Tlyet, Is a woman to be avolded. 
Nlthrs m r  Characters: Creating a character from 

Scbua will be a challenge for any de-player, and somcthlng 
the Dungeon h s t e r  and player should consider carefully. 
The only natlve belngs In Sebua are the wUd chlldrm, so 
any player characters must be dram from their ranks. 

A Sebrtan native player character must be a 1st-level 
flghter or ranger. Inltiaily, he cannot choose any nonweapon 
proficiencles Involving book learning or complicated W s ,  
and the only weapon proflclencies allowed to him are club, 
spear, and ding. He receives the desert survival and running 
pmflclencies for he. The Sebwn native speaks a tongue 
spoken only by other wild children, although a s p k  wfth 
anfmals spell allows other characters to understand thls 
speech. Sebwn natives can learn other pnflclencies and 
languages as play progresses should they JoIn a party of 
other player characters, ro unused dots are not lost. To 
begin with, the character receives no starting money or 
possesslons, except for his ragged clothlng and a makeshift 
weapon or two. 

AnhaHa is the center of most We In scbua. The ruinr and 

The estate of Tlyet lsys near Anhalta. and rometbnea, the 
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The lmmortallty of the Sebuan wlld chlldren Is part of the 
curse of another domaln resldent (see "Personallties of 
Note" below), so as soon as the character leaves Sebua, he 
beglns to age normally. 

Playlng a Sebuan natlve Is difficult. These primNve 
humans lack in all m l a l  graces. Also, desplte the 
hanhness of llfe in Sebua, they are total innocents. The true 
h o m n  of the Demlplane will leave terrlble emdonal scan 
upon them. For thls reason, they make all fear and horror 
check. wlth a -1 penalty. 

Peraonalltlea of Nota: Moosha, a unlque vamplre that 
gathers sustanance from the water In the bodier of living 
creatures, dwells at an oasis in the southern part of the 
domaln. Because he murdared the last heir of a line chosen 
by the gods to rule the Black Land, he was cursed wlth 

guldance to the paople of Sebua. The key to Moosha's 
salvation Ilea in the wlld chlldren, for among them dwells an 
heir to the throne of the Black Land. If Moosha educates this 
chlld, he might be ftee of thls curse. However, he Is unaware 
of thls, seeing the children only as prey. 

Encounters: The temples and tombs of the Valley of 
Death are filled with batwgly,  halrless creatures with pale, 
translucent akin that reveals the veins below. Brown beetles 
with shiny carapaces cover the floor beneath the bats. 
subsisting on thalr dung as well as the flesh of their dead. If 
a dead bat falls to the floor, It Is quickly covered with a 
movhg brown carpet of these beetlea. At nlghtfall, the bats 
NMm from the temples, flying toward the oases to feed. 

. eternal life and suffering untll he could restore dlvlne 

Most oases In Sebua are fringed wlth mds, where hordes 
of bloodthinty mosquitoes bmed and hatch. Each nlght, the 
sky above each oaslr flus wlth thew creatures, akmg wkh 
the halriear bats that feed on them. Along the wwtan edge 
ofthe hib i. a mal l  lake, Ltr wstsrs talntad red by mJneral 
deposits. The mosquitoes at thls lake are erpecrSlly vklous, 
comlng out after sunmat and fomrlng black clouds darker 
than the nlght sky. Cloth and thln leather provide no 
deferue, eady pierced by the female mosquito's long, 
slander feeding tube. A character's hce, unless completely 
covered, is especially vulnerable to there insects. In lers 
than a minute, axpoaed eyelkb can become .wlkn shut. 

Further Readlng: The adventure anthology W r e n  of 
the Night. Vamphs gives dctalls on Moorha. The Darklords 
accessory daalls Tlyet, overlord of Sebua. 

O U d d  d @8hu 

Udque Mummy, Neutral EvO 
4rmor Class 10 StI 
Movement 12 Dex 12 
Level/Hit Dice 12 COn 13 
Hit Points 60 Int 12 
THACO 0 wir 10 
No. of Attack. 1 Cha 17 
Damage/Attack I d 1 0 4  
Speclal Attacks See below 
Speclal Defenses 
Magic Resistance 20% 

Tlyet Is a slender woman who appears to be about twenty 
ycan old. Though she Mndr only h e  feet throe bKtm tall, 
she still cuts qulte an hporlng figure. Her skln mnalns 
brown and smoc4h despite her undead statu, and Sn her 
burial trapphgs have vanlshed. Tlyet always adorns heraelf 
wlth jewelry-a wide gold collar WaM wlth turqudra. lapis 
lazuli and other ramlpreclour gems. sliver bracelets, hair 
ornaments, and rings. Her large, elmond-shaped eyes are 
dark and rtmmed with a lesd-bared kohl, the Ikb tinted with 
a malachite shedow. She aho blackem her thick halr wlth 
oli and laudanum and Mhs her Ilps dark red wkh a mixture 
of red ocher, tallow, and blood. 

Background: Tlyet once llved In a desert kinqdom now 
remembered only as the Black Land. Her f a h r  was a scribe 
for Khamose, fourth son of the pharaoh. Kha- became 
entranced with Tiyet's beauty when she vblted hi. estate to 
see her father. He won arkad for Tiyet's hand In msrrbgc. 
and she agreed without harltstlon. Tlyat WM as smbltkur 
as she was ksutlful, deslrlng nothing leu then to Uva in the 
palace of the pharaoh. Marryhg KhamoK bmught her 
much c h r  to that goal. 

Although Khamoae called Tlyet his wife, she was lfttle 
more than an esteemed concublnc: a woman named Nuferl 
was Khamcwa's Grand Wife. Thls arrangement did not rult 
Tlyet well, so she decided to change It. Through cbver 
manlpulatlon, she placed Nuferl In a compromblng podtion 
wlth a mala slave. Khamoae. hi. honor stalned. ordered 
that Nuferi suffer the fate of all adultereaaes: death. 'Ihwgh 
Nuferl pleaded her Innocence, she was thrown into a pit 
filled wlth wlld Jackals. Tiyet thtm became Khamase's 
Qrand wife. 

Need + I  01 better magkal weapon to hlt 



Only one man suspected Tlyet’s mk In N W s  death. 
This man, known as Zordenahkt, wanted Tlyet for hlmself. 
Armed with the knowledge of nyet’s crlrne. he c a r t e d  her 
affcctlons from her. In thne, thls Unlikdy plr fell In b e .  
Tlyet succumbed to hls power, Zordwhkt to her charms. 

*yet eventually tlred of her husband and lost Interest In 
promoting him, thiiklng him too stupld to rise above the 
pharaoh’s h e r  sons. Each day, she departed under the 
pretense of taklng offerlngs to the tomb of Khamoae‘s 
ancestors. In truth, she entered the nearby Temple of 
Apophls, Ocd of the Darkness, devourer of the sun. There, 
she and Zordenahkt enjoyed dandeaine meetings. 

At nlght, however, fear of her crlmes being dlscovered 
wdghed heavily on Tlyet‘s mind, M) she slept fithrlly. One 
nlght, she dreamed of her journey to the Underworld, a 
jou~ney that all members of her nstion belleved they would 
take: 

I 
the 

7 the flesh 

At that moment In the dream, nyet awoke. After telling 
Zordenahkt of her nlghtmare, she beg@ hlm to flnd a way 
to prevent thb fmm happanlng. He told her of a procedure 
that would forever bind her to the earth, preventlng her fmm 
passing Into the Underworld. He explained that thls could be 
performed only on the newly dead and that he was not 
wllllng to try It, for the true consequences were unknown. 
The nlghtmsrs dld not return, so Tlyet dld not mention it 
agaln. She and Zordenahkt contlnuad to meet each day, 
rapturous In each other’s company. 

WI, Khamose was not as fodish as nyet imagined. He 
naticed that her attentions, once ample, had waned. He 
assigned a young servant to spy on her. The w v a n t  followed 
her UKxSlrrully to the temple, and hldlng In the ante- 
chsmkr. he btened to nyet and Zordenahkt as they spoke. 

When Tlyet retumed home, she overheard the #lave 
talking wlth Khamoae, mveaUng her secrets. The Incensed 
Khamose vowed that Tiyet would face a death even more 
hordd than Nuferl’s before her. 

Temlfled, Tlyet returned to the temple and sought out 
Zordenahkt. She begged hlm to klll her and perform the 
cemrnony that would save her from terror In the HaH of 
Judgment. When Zordenahkt refused, ahe drew a dagger 
from her gown, and begging for the mercy of the god 
Apophh, she plunged the dagger Into her own chest. 

Deep within the temple, Zordenahkt performed he 
ceremony that she had deslred. He bathed Tlyet’s body In 
the precious 011s and mclted a common spell to pmserve 
her beauty. F-* he made an lnclrlon In her chest and 

removed her heart. Zordenahkt placed Tlyet’s heart In a 
stone jar filled wlth 011s and offered It to hls serpent god In 
exchange for her safety from the undemorkl. He then 
wrapped Tiyet’s body In h e n  and cricrd It to hh own 
famllytomb. There, he polrontdhlmdf with thevenomof 

nyasnne the naxtnlght. she pruedthe etlipsfmn her 
M lup and hld dom bsdds her t0 dk. 

VCS End M W  the body ofzordcnshkt hd& her. M.ddansd 
wlth grk’f and dill wrapped !#I the lknn sweddllng ofthe 
dead, she crossed the de8ert and wont tom ntatc of 
Khanume. Each heart wlthtn the howe WM WdlMe to her, 
bertlng wkh a msddentng pace. Loudsrtww the hwtd 
Kha-. compelling her to seek R out. 

Tlya stole Into hls room, dbntera shedow. She pbfsd 
her hand upon Ma cheat, and found that the hembeat 
slowed. At that polnt. K h a m a s  rtbrsd, and M. eysr opmd 

paralyzed hhn wlth her gaze. Then, w h h  he &U Ihd, ahe 
reachedthmugh hls chest and dmrout hb he&. Tiya then 
placed the bloody mass to hermdlbpa ad .arsl3oared It. 7hc 
a d b k  bwung ofthe other hear& InthehouKhdd 
stopped; ~ t e d ,  she could hear them no longer. 

besfdethe 
however, shc was a h .  The dark powan lud panted hw 
rulcnhlp of Sebua. 

Cunant Sketch: Tlyet has lived In sabw for abnolt two 
hundmd yeen. She h the ovsrkrd, but she Nbronly hk 

domain 01 vidton fmm other nslnu. TiyctcaLIrob sll the 
dead In her domain, erpeclally mramkr .  It h Mmly U u l  

hemelf, even though they may see her watching h a  
dlrtsnce. 

Tlyet Uves In a noble’s estate, slnce the paIra she once 
so* m a i n s  beyond hermach. selmnmsslm- 
to hold grand parties Ilks thorthe mllhy In h u n e t h  
land opce enjoyed. No om ae(ualtycl*erdr: the- 
powen create the Soundr of guatl Md thdz lw&y fark‘ 
She often hean Zordenahkt’s vdos, It navc~l qmdfs 
to her, usually fading qukkly lfahe seek8 bout. w b s l o k  
person who h drawn by thaw am& mdth li@sd 
Tlyet’s home, Intending to @In the guest M. 

Tiyet Is a lonely, bitter creature. andvlsitom ranly catch 
more than a g1lmP.e of her. She often appnrr aMly, 
standing for one moment at the edge of a pool udthm 
dhppearing suddenly. It h not that she Is shy. ActwRy, 
because she resents their ln@udon lnto her mdm, TlyaJusi 
prefers to not assoclata w4th the living. 

Tlyet b now a c r e a  ofdark de&es+mevho awe8 
not only Mood, but also the prlrbrg agan wMch drive8 t 
through the body. Though $he despka what ahe har 
become, she often cannot raht dw tsmptaQn of a 1- 
heart. h beathg drlvas her to medness, rhuttlng out dl else 
but a slngulardcrireto came Its- pulUng It hwn 
Its haven and dewwing It. 

At least once a year. Tiyet must eat a hm‘mn heart. She 
wlll not die lfthls dasnotoccur, but ahe h ail1 drhrmto 
perform the deed. The longer she goco wtthout devouring a 
livlng heart, the louder nearby haartbeats round to her. She 
becomes consumed wlth an obsedon to feed, her body 

wkk. H* mouthgaped, butbctan he could scmmn, nya 

n y a  re~vmdirnmcdlstely to the twnb and lay d a ~ l  
body of zordenrlhkt. when she 

dead. she caMotcontnJl the few Ilvlng LnkrbWwtrdher 

vlrltors wlll confront these terrozB kJac they mat rqrc* 



flnally satisfy her desk, she may not be satisfled with Just 
one kart. Like a a!awing man, she may gorge herself even 
after her physical hunger is relleved-perhaps until the 
shock of her actions makes her sick. 

Closing the Bodan: When Tlyet wishes to close the 
borders of Sebua, she createa a storm along the boundaries 
of her domain. Ihls whlrllng, howling nightmare Inflict. 2d6 
polnta of damage upon any creature who attempts to brave 
It. While within the storm, all characten are completely deaf 
and blind. Finally, upon emerging from thls terrible storm, 
characten find themselves back in Sabua. 

Combme Tiyet does not rely on brute strength to rlp the 
heart8 from her victim, but this small woman docs not 
require brawn. The land has granted her other, far more 
lmpmsslve, strengths. Her gaze can paralyze anyone wlthln 
, slght. Vlctlrns are allowed a saving throw vs. paralyzation to 
redst this abllity. Victlms who do not meet her gaze each 
receive a +2 bonw to the saving throw. If she touches her 
vlctlms as she attempts to paralyze them, however, they 
each receive a -2 penalty to the savlng throw. L 

may UM only one touch attack per round, includlng the 
paralysls. lf she chooses to infllct wounds, her touch can 
c a m  ld10+4 points of damage per round. This damage 
can wen be delayed up to two hours, M) the victlm may not 
understand what has caused his affliction. 

Tiyet’s k b w  thlrd touch attack-drains 1 Strength point 
per round. An long as the victim remalns in Sebua, this lors 
is permanent. Upon leaving this domain, victJms regain 
these Strength points at a rate of one point per day. 
Tiyet’s most frIghtenlng powers d i d y  affect the organ 

she so badly craves. With four rounds of concentration, 
Tiyet can use her paralyzing gaze to C ~ U M  the muscle flbers 
of her victim’s heart to twitch in an uncoordinated fashion, 
preventing the heart from beating dfcctlvely. Pmvlded her 
vlctlm Is wlthln slxty yards, she can make him suffer the 
effect8 of a heart attack labored breathing, profuse 
sweating, a crushing weight upon the chest, pain in the neck 
and Jaw, and intern paln In the arm,  particularly the left. 
She need8 no attack roll for thls abllity, and her vlctlm 
receives no savlng throw. 
The flrst round. Tlyet’s assault on the heart reduces a 

vlctlm’s current hit pointa by twenty-flve percent. The 
second and thlrd rounds inflict the same amount of damage, 
leaving the victim wlth only twenty-five percent of his hit 
pohtd remaining. At this point, the victlm is unable to move 
on his own due to the great pain. Durlng the fourth round, 
the character’s hit points drop to ten percent of his hIt point 
total from the baginning of the encounter. Thlr is the most 
damage she can cause in this manner; to kill her victim, she 
must actually touch hlm. 

Tiyet kllls by cardiac arrest only lf she has no other 
choke. If a heart ceases to beat, she cannot feed upon it. 
Only a beating heart can satisfy her need. For this reason, 
she usually paralyzes her vlctlms. With her unique abllity to 
rCach thmugh the chest, she draws out the heart, which 
continues to k a t  outside the body. 

Heartbeats of any lntelilgent, humanold creature wlthln a 
mile are audible to her until she feeds. Then, mere houn 
later, she cun wain hear the beets, flnt faintly, then ever 
Skongef. If she hM not fed for Javan months 01 more 

Tiyet’s touch CM also have other debllltatlng effects. She 

This overlord Rnds It dlfflcult to ignore her curse. 

110 

months, the sound Is paMully loud, echoing lnslde her skull. 
Tlyet’s m i n i n g  powan rwm mundane In comparlaon 

to such honors. Once a day, ahe can mate a rsnddorm 
and move it as aha pleawr, urhrg a unique form ofthe 
contrd watherspell. The storm covera up to a square mlle 
and lasts up to two houn, depending on Tlyet’s wbhea. She 
r a q ~ u u r e r o u n d r t o  C r s a c l t h a  mmm, but her powan 
are not restricted during that time. Ab. once each day, she 
can summon a swarm ofbw(kr. !3om s u i  attemptto crawl 
into the e m  and nose8 ofthelr VMma, drMryl thsm mad 
wlth paln until the in- are removed (VMlmr rau*lolt 
successful MV~W thmwa VI. spell or be Incapadtat& for 
Id4 muqds). 

At will. Tlyet can assume the form of a amall monkey WiM 
sheharp, Llweteeth. shetakesthlr form only lfrhsdesharto 
hide among the many monkeys that roam her~rdeuand 
her domain. It is also u d i d  bacauaa It allows her to get dore 
to otherwise CSldiMIIVictjlM, W h o n u y t h i n k t h e ~  
are Cute. in thls form, her twch can still Idkt m, ht 
she wuaily delays the effecta to avold dasction. 

MUIlUnlW In Sebua can b8 C O l l W h d  by TiyOt,JWt M 

zombies and lkdetona may act at the W n g  of an evil 
merer. Since travelen hnd grew tubban occaakmally 
destroy her mummies, nya uruslly cmetw new murvnbr 
out of we bodkr ofher vlctknr. At her &pod ere thevata 
and aupplies in an m l m e r ’ s  house em the outakh of 
Anhalla. Vlrlton sometimu find bodlcr awaltlng 
qwnmlfkatlon them. 
only magical weapons wlth at le& a + 1 bonw can harm 

Tiyet. If reduced to 0 hIt pow (or batow), ahe haa b n  
defeated but not deahuyed. Tiyet’s body will crumble into a 
pile of glittering sand, but wilhln a month, she reform 
d e n  Ih the Valley of Death. 
fhs only way to destroy n y a  kto trkk her into 

her om heart. (The organ sfill ha where zordanahkt IeR It 
long ago, In the temple of Apophh.) If the he& b 
to her lips, It begina to beat, and she cannot d s t  It, no 
matter how n c d y  rhe haa fed. 

he nmmt of Ravenloft’s Clwten appeared tuUy 
formed from the Mlata, drawn from the ORenusvn. 
campaign Mltlng. Despite ita recent naakn, 
most inhabitants of the Demiplanc have heard of 

the dreadful masten of thls realm: Vecna the Ilch god and 
his nemesis Kas the Destroyer. 

The palred domains of the Burning Peak are closely tled 
desplte thelr great differencea. It is McuIt  to imgh a lars 
hospitable land than that of Cavltiw, the realm of Vecnn. 
This region of volcanlc a h  and perpetual twllight leech 
the llfe fmm Ita inhabltanta as it C N ~  their spirits. On the 
other side of the Burnlng Peaks Iks the domain of Tovag. In 
this temperate land, l t fbsnd even some slight meawre of 
hopblnill exista, desprte the tyrannical nature of the 
overlord who NIW It. 

The masten of these two realma hated each other In llfe 
and have carried over this enmity into their undeath. They 
each struggle to gain power over the other, determined to 
slay an enemy who always remain, hidden on the opposite 
side of the Bumtna Pe&. 
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Cultural kvel: Medleval. 
The Folk The people of thlr domain all llve within the 

confines of Cltadel Cavltlus. They a h  a grlm and desolate 
lolk, utterly devoid of all hope and most emotion. Although 
free-wllled, most have had thelr splrits broken and wlll obey 
w4thout questlon any order glven to them by Vecna or one of 
his minions. It Is dlfficult to Imagine a more pltlful bunch of 
wretqhes than the poor folk who dwell here. Everyone In this 
clty *rwrhlps the Malmed Lord (Vecna), for to do otherwlse 
imites only torture and death. 

, Lawr Vecna maintains order through the agents of his 
Thc Fingers of Vecna. Thls crushing, tyrannical group 

or cnmrcen Is technlcally part of the Church of the 
Whispered One. though they act llke llttle more than an 
organlzed colledon of thugs and bullles. 

Although Vecna fears no mortal, he Is not foolish enough 
to take chances, especially In light of his unexpected 
imprlronment. As such, the use of maglc withln Citadel 
Cavitlus Is punlshable by death. The only exceptlonr to thls 
law, of course, are those priests who draw their power from 
worship of the Whispered One hlmself. 

Native player Charactws: Characters from Cavltlus may 
w only tlghters or avengers. No other classes exlst here, 
except for the prlests of Vecna (who are not sultable for use 
as player characters). In addltlon, no demlhumans llve In 
*Is grlm Iwd. 

Because of the oppresslve M~UN of llfe here, natives of 
Pavltlus reeelve a 4 penalty to thelr Charisma scores. Thelr 
!xposure to the energy draining effects of the Ashen Wastes, 

- 

however, glves them an Increased level of endurance, so 
they w 12-sided Hit Dlce rather than the traditional 10- 
slded Hlt Dlce used by warrlon. 

PersoMUtks of Note: Vecna's chkf lleutenantr are a pdr 
of hlghiy unurwl golems. One Ir composed wholly of eyes 
tom from the socketa of crlmlnals, sples, and traitors, and 
the other Ir fashloned of hands cut from the arms of thieves, 
arsasslns, and charlatans. Known a# "the Eye" and "the 
Hand.' these sinlrter creatures am unswervingly loyal to 
thelr master and highly intelligent. 

Encounters: Thosc traveling within the Cltadd CavH 
wlll have the normal sorb of encounters one might 
auoclate with a large city. Life In Citadel Cavitlus w a s  
psrtlcularly brutal, however, with the strong taking what 
they will.' 

Outslde the city, desert zombies dominate the Ashen 
Wastes. Other types of unlntelllgmt undead are not 
uncommon. but people mostly fear t h e  roo-called 'lurken 
beneath the sand." The undead under Vecna's control never 
leave the contlnes of hlr domain. 

creatures can be encountered a1 any tlme. 

CMEWA* adventure VLcna LluCSl. The Book ofArUfacb 
detnlls the two artifact$ bearing hls name (the Hand and 
Eye of V m a )  as well as the Sword ofKaa 

B e c a w  thls land has no dlrtlnct day or nlght, most 

Further Reading: The demigod Vecna lr feacumd in the 

m d  fi aOmU 
Vecna 
amlpod (W), Lawful eve 
&moF class ,-IO ' Str ' ' 25 
Movement 9 Dex ' 25 
LeveP/klt,Dice 30 Con ' 25 
.HH,?o* -. ' 150 Int 25 
MAC0 ',:'\,.v 2 Wls 25 ~- 
No. afAtb* 2 Cha 25 
Dop~@!/Atkk 2d10+14 (due to Strength) 
-la1 Attacks Paralysis, multl-tasklng, spells 
Sgseial Defenses 

Maglc Resistance See below 

Note: Theae ratlrgs reflect the fact that Vecne's powen am 
aDMtrahed by the DMniplam of Dread. Ha ir trapped In lhb 
phyalcal manifestation and cannot toke on hb incorponal OT avatar 
rorms. 

Background Few people call the demlgod k n a  by hlr true 
name. Throughout his U f e  he has been knom by m y  
tltlas, perhaps the flmt belng simply the Mamter of the Splder 
Throne. In tlme, he came to be called the Makned Lord, the 
One Named Only in Whirpen, the Whhpered Onc, and the 
Dying Klng. Mort recently, In recognition of hls 
Imprisonment In Ravenloft. he has become known as tl 

knmortsllty, need +5 or better magical 
weapon to hit, paralysls 

Chained God. 
Vecna Is one of the most lnfamow and feared creatures In 

existence. Born centurles aao on the dlstant world of Ocrth. 
he was a student of the dariast arb and pradoner  of the ' 
most vlle forms of magic. In time, he became master of a 
great empire based on fear and horror. Exactly where this I natlon was located on Oerth or where the dark tower from 

I 



whkh It wat ruled stood, howvar, ls a much debated topk 
ammgthe rsgesonthatworid. 

7he evil qf Vecna WM saki to have been IimwcSs. In fact, 
legends d a b  that he aaudly $nud whole vllhges of 
people juat to .upply bodlss I& hls arprlmentr. Other 
storlei say h a t  hi5 power stsippd whole d o n s  of 
Oerth of all ilfe, craatlng rugha like tha deadly 
Bright Dcralt. Whehr or ndtAhese taka are 
true, It c a m  ba doubted that Vacna's dark and 
slnister armlea spnad deathend dertruction 

he wlU not only find a way to eacapc, but that he wlfl also 
destroy the M e a  that c d y  Imprim hhn. In addltkm to 
hi8 determhration to see the my&erbua fowm d fbvenk#t 

annlhllatmd, Vecna regularly CMlfrOntr a more tnngibb 
enemy. On the otherrlda oftha Bum Peaks l h  the 
domsln of Wag, ruled by h a ' s  mort hated enemy, 

.the traitor Ksr.  
Vecna regularly dinao hir fortea to attack k ' s  

domain, and Kas routlncly returns the mmphent. 
B a c w W b C s r r h r l l y ~ t h a f W f ~  
rtrrovghthe Burnkyl Peaks, &cna'sudwd.nnkr a c m s  whoh? continents. 

When Vwns grew old, he u6ed hie magical 
powars to w e d  off the Rnal  coming of death. In 
tlme, hovever, even hh great talents ,were 
unable to *y the hand of RnaUty. Exactly what 
procus h e w  b unknown,Sut Mmehowthe 
darkeat of mortals transfomed htmseif into the 
d e a d k t  of Ikheu 
As Vecna ronUnued to a m  power and 

spread evil, 8 powaful war* named Kaa IOM to 
become hh chM Ueutenant. K n w n  as Kas the 
Bloody-Handed, he pronounced Vccna's 
judgmentd and axartbed paver Mcond only to the 
llch hlmlalf. /To reward hls Ueufenant for thla 
devotion and clervke, Vecns fo- the powerful 
Surord of&$. WWI thh weapm In hand, none 
cwld stand egainat the evil wanlor. 

even more tarrible under the rnlaht of these two 

4: 

For a tlmq, the darkness that ahruuded Oerth grew 

I 

I 

remalnrof hb spim, and Vema became a demised 
Even godhood, however, was not enough to Satisty 

the cravings pf the wh*puad One. workfng through 
hls avatar, Vecna sought td regain hls empire and, 
wlng the power that would thw ba hb, elevate hlmsdf 
to the status pf greater god. H8d he succeeded. ail of 
Oarth would have bwn h k  to tonunand, though It Is 
doukful that men *la would have mollified the 
MaitTKdW 

Fortunately, Vecna'a bid to Msuma abrolute power 
over the W of Qreyhawk WW. In addition, Vecna's body h ahnoaunrtoppabb. 
plan included a fatal flaw, wNdi multed In hh current 
imcdsonment. While he rarid.d on the Outer Planes. h a  

In mcke combat, Vecna WUteswIth h(. wlthued, boay 
hand. In addition to thlr mwerfd b&w lwhlch inMN 14 

w i s  #afe fmn% the ever Mw, of Ravenloft. Because 
of the speh that hh avatar wve in hm name, however, 
Vacna create4 a tenuoru ii-oen hlmseif and fhe Prime 
Material Flaw. He thought n e g  of thls at the the;  after 
all, what forto would dare to ahsUenge the great and 
hnmortai Vecha? Of couna, *a did not reallre the 
mtmngth of the dark powera and the tenacity of the Mlrts. 
When they claimed h b  fortrescl, C h i e l  Cavlthu, he found 
himself pulled aion with It 

rawel against the p-m that Mid hlm in place, vowing that 
Current Sketch 't ecna is wild wlth fury. He con#antly 

points &damage), the energy-dr.hlng'chlH that tbay 
carry cause4 each strlke to Mkt woahar 2dlO.pelM. d 
dakna#e. Each successful attack also require0 tha targat to 
muke a ruccswful saving throw vs. paraipb or be 
inetsdy h e n  In place. W e  tha parnlyskqad by the 
sttcrck of e normal llch can ba MRed with a shnple dlspcl 
magtc, nothing leas than a drspcl eyfl WIN free somume 
horn Vecna's power. 

effect d this magkal redlance dapenda uprm the bvd d Iks 
vlctbn aa ktlcslhd on the table b a h .  

Vccns iscloaked in a aura d a- evil. The 



Table 3 
Effect. of ~ C M ' S  Aura 

1 4  Madness check 
5-8 Horror check 

9-12 Fear check 
13-16 M o d e  check 
17+ No effect 

Vlctlrn'shi/HD Effect 

It should be noted that these etfear are cumulative, 
requlrlng a character to make the check arsoclated w l ~  NS 
level plus all check. below It on the table. Thus, a 7th-level 
character who dares to look upon the form of the Chalned 
God must make a horror, fear, and morale check. 

Vecna's rtature as both a llch and demlgod makes hlm 
Incredibly dlftlcult to harm. First and foremost, he la 
Immune to harm from any weapon of less than +5 
enchantment. The only exceptlon t6 thls Is a holy avenger, 
whkh can hlt Vecna regardless of Its magical bonus. Normal 
creatures, no mstter how many Hk Dlce they mlght have, 
c a ~ o t  harm the demlgod. Vecna cannot be turned, even 
though he b technlcally undead. So powerful Is the wlll of 
the Chalned God that none may drlve hlm away through a 
sheer act of faith. 
The hlghly maglcal nature of Vecna makes k very dlfflcuk 

to affect hlm wlth maglc. He has a natural 70% reslstance to 
all spells cast by mortal ~ ~ a t u r e ~ ,  a 40% reslatance to those 
cast by other demlgods, and a 20% reslstance to gods of 
greater atatahm. In addition, he Is Immune to all spells from 
the schooli of enchantment/charm, Illuslon/phantasm, and 
necromancy, as well as those from the charm, heallng, and 
chaos spheres. No manner of polymorph or slmllar spell 
CM affect Vecna. Vecna has a ~ v l n g  throw of 4 at all times. 
No act of a mortal can reduce hl5 chances of w c c w  when 

Finally, V e c ~  may cast any wizard or priest spell. He 
casts these by act of wlll, requlring no verbal, somatlc, or 
material components. In addltlon, any spell employed by 
the Chained God has a casting time of 0. Of coume, all of 
the spells~cast by Vecna functlon as per the rules govemlng 
thelr w In the Demlplane of Dread. 

Importantly, Vecna Is able to do two slmultsnaour things 
wlthout any penalty. Thus, he mlght attack twlce ln one 
round, cast two spells, cast a spell and employ a maglcal 
Item, and so forth. Vecna automaticelly galns the lnltlatlve In 
any exchange wlth mortal creatures. No actlon, spell, or 
other condylon CM alter thls fact. 
As a demlgod, Vecna can speak to his 

followers wherever they mlght be. Thls 
power extenda even beyond the Misty 
conflnes of RavenloR, enabllng Vecna to 
conveme wlth hls mlnlons even on the 

attempting a savlng throw. 

MM, Uke any demlgod, I5 able to grant hls prl- rpallc 
of up to 5th level. He does thb as a reward fo 
and devotlon to hls unholy c a w . '  Thls abllky 
by the confines of the Demlplam, so Vecna's 
Oerth receive their spells Just as If their god were not a 
prlroner of the Mists. 

No mortal creature or demlgbd can a n d  out Vecna's lite 
force. Due to h b  exceedingly high Constltutlon, he 
regenarates 1 hlt polnt every turn. If he Is somehow slain by 
such belngs, hls body wlll dbhtegmte; however. ldlOO da 
later, the llch god wlll rise again to reek out and dentroy 
h a e  who harmed hIm. 

Vecna b able to teleport about the domaln of Cavlthrr st 
wlll. He can use thls power once per rwnd and, by 
employing h b  multl-tarklng ebHlty, he may teleport Into an 
a m  and promptly make an attack. Mort demlgcda are a 
to travel f+y about the cosmos, stepplng from plane to 
plane as easlly as p man mlght leap a c m  the &moa In a 
kook, but the Chained Qod has loat thls power. lha@ 
most gods are able to sendforth powerful behgaknown ea 
avatars to do thelr Mddlng, the mlehty Vecna haa alau bean 

Vecna Is the demigod of secreta and m@c. As such, 
nothing can be k e f r o m  hlm. He kmwa htantly of 
evuythlng that tranaplrei wlthln the walk of h b  CW. Thh 
ablllty also extends to his followers, even UIOM ouwde the 
Demlplane of Dread. Beyond the conflm of C W l  
Cavltlw, however, his perception fades. He must UK 
dlvlnatlonal -IC to learn the secreta of tho= beyond the 
conflnea of the Mlst. Of cwme, Vecna's magksl p e r  Is 
great that thls Is seldom a great handlcep. 
As patron god of secreta, VecM IS able to MMC when 

someone hss a aecmt,.eapclally one cawing shame or 
dread. In addltloh to kmwhg that rush &secret dsta, 
Vecna need only exert hls wlll for a second to know the 
nature of the secret. Vecna uaea thla power to pmtect 
agalnst treachery and to b l a c W l  parcnusl enemlea 
sewlce. 
The Hand and Eye of Vema am two of the mwt powerful 

artlfactr khown to man. Though they are d l  located on 
Oerth, anyone foolbh enough to dshn them for hima& and 
attempt to use their power rLks fahg  under the dombrstlcn 
of the Mahed Lord. Wanever an SbHlty of elther of those 
lteM b uaed, the owner rnw &e a umreuful M- 

throw vs. spell wlth a -2 penalty (4, If he m a  both . 
artifacts) or fall under the mental dohinstkn of the amtaa. 

Thlr dornlnatlon functions as the spell of the some 
name and, thus, It la paslbk for a charaaar to 

eacape thls mental,rsrultude: E S C ~  tithe that a 
character breaks free of thb domlnstlon., he 

strlppcd of thb ablllty whfk wlthln the Land. of the Mi-. 

Quaslelemental Plane of Ash and on 
the world of Oerth. 

Vecna Is able to speak and 
understand any form of language. Thi5 
extnnds to such eroterlc form of 
communlcatlon as sign language, color 
changes, and other nonverba! languages. 
Thls abUlty also applies to codes and 
any m e n  form of 
communlcation, I 

receives a -2 penllrty on future a m & .  
A character dominated by elther the ham 
or eye of V m  Is wbJect to the msntd. 

As wlth hls communlcatlon power, 
the borders of Ravenbft 
(and those of the plams 

. ~hemrdvea) are powerlbss 
0 thwart thb ablllty. 

Commsnd. ofthe Demlgod ofsecnts. 
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The l a d :  Thls domaln Is the smaller of two mglons whlch 
make up the Burnlng Peak. Cluster. Like Ita sister domain, 
Cavlthrs, It was pulled from the planet Oerth, home of thq 
famed Clty of Oreyhawk. Tovag Iles pinned between the 
chumlng Mbts and the jagged Bumlng Peaks. Much of the 
lind Is covered with llght fomta of scrub pines and other 
plant8 hardy enough to survlve In the sulfur-rlch wll. 
The overlord of Tovag, the vampin Kas, dwelh In a great 

fortman In the northem poruon of the domaln. In the south 
lles the denwly packed clty of Tor Oorak and the expanses 
of famu that aupply grah and othcr nopr to the Inhabbnts. 

A number of well-constructed flagstone highways run 
across the countryslde. The most noteworthy of these Is 
the Karslcan Way, whlch runs between Tor Oorak and the 
Fortreu of Kas. Three Iewr roads run to the west, 
vanlrhlng through passes In the Burning Peaks to emerg4 
In the domaln of Cavltlw. Despte the flne quality of thew 
roads, they are rarely used. 

Cultural Leval: Wevsl .  
The Pok The poor souls who live In Tor Qorak accept 

thelr lot In grlm allance. They recognize that thelm Is a 
hamh master and speak of the vamplre Kas only in 
whhpers and guarded tones. They know too well that the 
creatum who rules beyond the Burning Peaks Is far more 
terrible than thelr own lord. 
The Inhabltant8 of Tovag tend to have very large 

famllles, m o d y  because the overlord payr a decent 
bounty for each child born. Tho- who live In this domaln 
also age at an accelerated rate. Most nach maturlty after 
about nine years, allowing them to be conscrlpted Into 
Kas's army sooner than would be poulble elsewhere. Any 
vlrltors who remaln In thls domain for mon than a month 
begln to age faster as well. 
The law: KM malntalns a constant war-tlme mentality, 

h l n g  his people to llve the most meager of existences In 
order to save Important supplles for hls endless war agalnrt 
Vecna. He cans nothihg for Ulaae people, seelng them only 
as Instmtnents In the effort to destroy hia former master. 

We In Tovag Is dominated by routlne searches of people 
and midenfar, a complete lack of personal Ilbertles, and 
the crurhlng heel of a tyrannlcal police state. The state 
poke,  known as the Daggers, search continuously for 
traitors, sples. and crlmlnals. The Daggers have the power 
to rentence and execute crlminals on the spot. Little 
matters llke evidence and guilt am seldom Important In the 
metlng out OF ]uatice. 

Native Player Characters: All allowable character races 
and claucs In Ravenloft (other than the Vlatanl and half- 
Vlstanl races and the gypry class) a h  avallable here. 
Due to the accelerated aging caused by this domaln, 

natlve player characters have actually only lived half as 
long as thelr apparent age would hdlcate. Thus, Tovag 
natives ncelve a -1 penalty to thelr Wlrdom scores. Alw, 
the aghg penaltles occur In half the normal amount of 
time (see the Aging Effects tables In Appendhc Two). Mer 
the character has been out of the domaln for a month, the 
aglng process rlowr to normal, but this does not negate 
the Wisdom penalty. 
ufe In Tor (iorak h harsh. and those who dwell under the 

rule d the Daggers k a m b  awld the vlgllant eyes of the 

Kar the Destmyar 
17th-hVsl Andant vhmplrs Avenger, Chaotk Erp 
Armor Class 1 str 
Movement 18 DeX 1 
LsveVHit Dice 17 (944)  Con . 1 
Hit Poht8 I22 ha 
M C O  4 Wb I 
No.ofMacks 2 :ha 18 
Damage/Attack ld8+12 
special ruIsckr Charm person, energy draln, 

shapechange, splder cllmb 
Special Defenae Need +3 rnaglcai weapon or better to 

hlt, regenerate, wralthtorm, spell 
lmmunltles 

Magic Realatonce Nil 



3ackground In Ilk, Kas was as renowned for hls sklll and 
mlght as he WM feared for his evil and vlllalny. As the chhd 
lleutenant qf Vecna, Kas e M v e l y  ruled a vast emplre 
governed through tyranny and tern I After yaan of loyal 

powerful msglcal sword. Created by Vecna hlmelf, the 
Sword OfKm transformed the already legendary warrior Into 
an srrklyp of evil. In h e ,  however, the maglcal bladp 
began to tda Its toll on the warrior's mind. Kas eventually 
turned on his master, determlned to usurp the throne and 
~k for himself. 

The battle between Kas and Vecna was bemendous, 
laylng waste to the black tower In which It took place and 
apparently destroying both combatants. In truth, however, 
Kas sunrhrad thla melae; he was hurled through a 
dlmenrlonql gate and lmprlsoned In Vecna's Ckadel Cavltlus 
on the Quaslelamental Plane of Ash. For centuries, the 
defeated Kas Igngulshed there In great despair. 

Edng hh confinement, the mlghty Kas changed. As the 
negative energies of the Cltadel took their toll on hls body, he 
gradwtly became a vampire. In addition, his love of conquest 
and triumph became a hunger for deabuct!on and chaos. No 
longer was he content to be Kas the Bloody Handed or Kas 
the Terrible, now he would become Kaa the Destroyer. 

Mar  centuries of imprllonment, KM found hlmself 
suddenly frsed when the llch was defeated In his plan to 
sehe control of Oerth. Kas's joy st belng released from hls 
etemal conflnement was qulckly snuffed out, however, upon 
finding hlmrclf held fast by a shapeless border of Mists. 

wrvfhlde fmn KM, Vecna pres en& him with M extremely 

Itbfs 

Currunt Skateh: Although he Is unable to fully undemtmd 
what power holds him In place or how he came to be here, 
Kas the Dea&~yer has found meaning in hh ehtsnce. He 

to the wsrtofhls own nstbn, end he raak. for the 

vowed, wHI prevent hlm dcrtroylne the creature who kept 
him pllromr for so many ccntralar. 

Llke hls rhral to the west, KaJ conrtsr*y redrr &nnm way 
to aeMeMmiutsry daninsnceoverthe Buniylparkr, Ih 
realkesthethurl~forcar lntothepsuerka*naarC.vyiur 
and Twag wlll w h  hlm nothing. W, he slro neogdrrw 
thlsmwt k done If he la not to fall wlcthn to Ykw.ramka 
Kas lecn only one mad to vlcbory. He bdlavr.$ht 

gaining p o d o n  ofthe SluonfoiKmurill gtve hlm the 
power he ne& to de.troy the ovarlard of Cavhm. Fdm, 
he ls convinced that the sword Ishlddsn ranaxrtw+withln 
Tovw. WWI that In mlnd, hh agents &%I the membemdth 
Dsgclen arecmtantly warchhg fork W e  doa he knor, 
the sword la actually still on Oerth. 

Ctoslng the Borders: when K a r  w l h  the boFdaa d hh 
realmckmd, ha 8UmmOMlnto exhtaro aterrwsrrormof 
whlrllng swords and daggers. Tlm fundona exactly IY a 
bkdebanferlpdl, lnikthg8dBpolnrrdQrmrgpsrmud 
o n e n y a M w h o ~ p t 8 t o w a d a ~ k n b J n * h o b y  

a!de and will continue to suffef dsmage untllthayraaacs 
the& steps snd leave the at0rm dmor-edged bbder. 

KasbtYIsMatoblodcthadomdnbetweenhbrwbnwd 
~ o f H a c M . E v e n ~ h e ~ k ~ ~ I n t 0  
- , theP-fJa~thaBumklp.skrrrnrhopen. 

ComW. Kas the Destroyer Ia a tmly tmlblaoppmmt, 
As both a rkllled wsrrlor ahd anencl&vunplre, hela 
clearly one ofthe most porverful domahriCrd.inhddt 
Kas mmmbcn well the MI1 of e0mb.t In his m0rt.l form. 
As such, he prefento f l g h t w l h u t w  hbvunpbk 

these tscllcs to ensure vlcbory. 
In moat ba#lqr, Kas UK. a longsword +3, whlch b only a 

repuca of the SFOord of k Thb ~ u s l y  8tmng 
warrlor Is speclalhd In the we of long swmis. so hchdhg 
his Strength moditlea, he gains a +7 bonus to his rttclck 
rolls and a +12 bonus to hls-rdl.. Thus, each 
succauful hlt by KaJ wliar ld8+12. 

So powerful Is the wlll ofthe Dedrcyer that all vldbnr of 
thb power suffer a 4  penalty onthebravlng thm to 
escape Ita %ctl. 

Uke all vmplms, Kar has strong tiea to the tiegative 
Energy Plane. h such, hb toueh&ains vlctbn d two Uk 
energy lewls. Kas Is a h  abk tomgenemw d e 

Kas b forced Into wraithform and will fke at once. Unlike 
molt &her vamplm, however, he doer not hsva I coffin 
and need not rutrest to any rpcchi place to n x w w  after 
such a defeat. w, Chsr t? t  hold, and other mind- or body.affectlng 
SPeIb and powen have no dkt upon Kas. In additbn, he 
suhn only half-damage from spells and attacks bared on 
cold or electrlclty. 

Kas Is able to splder climb as per the spell at eny time 
and alter his h p e  at will, h m h g  a bet. Once h ny 

k n ~ S t h a v s c n S ,  hls mod h&dEllUnY, N k a l a d d u h  

tlme that he spent in cbdel CmmtB. Nothblg, K a J h  

t o p a U O n ~ v f l l O V e r t h a t t h s y C M n a W r ~ t h s a h a  

hbUlU8S* lfhsrd plaucd, howewr, heW &d& -to 

Kas la ebla to use hls volce or gaa to charm hla crwn*L 

rate of four point. per round. 11 he la nducad to 0 hk poblta, 



twenty-four-hour period, Kea can use thls aMllty to change 
shape and heal all damege incurred to that point. As a 
vampire, he can elso call wolves, bats, end rats to his eld 
whenever he deslres It. When he does this, he can opt to 
summon lOdl00 bats, lodl00 rats, or 3d6 wolves. Bats 
will arrlve In 2d6 round, rets In Id10 rounds. end wolves In 
2d4 rounds. 

Whenever Kas the Destroyer wishes to, he can assume a 
gaseous state that pmtectd him from harm. In thls form, he 
can pass through cracks in walls, flow through keyholes, 
and othenvlra avoid any barrier that is not alr tlght. In most 
ways, this ability mimics the spell of the same name. 
Becauae of Kas's power, however, he mtalns his resistance 
to weapons of less than a +3 enchantment (save for holy 
avengers, ea for VWM). Further, Kas cannot be forced out 
of hls wralthform by spells llke dbpel magk 

Kas Is unable to enter a dwelling or other structure 
wllhout being invited to do so by It8 m e r .  Becausa the 
lam of Tovag stata clearly that all places and thlngs belong 
to Kas, thls seldom has any effect upon him. 

Kas is free of many of the tradltlonal weaknesses that 
have plagued his klnd over the centuries. Holy weter, holy 
symbols, garlic, end mirrors do not affect hlm. He has no 
need to mahtaln a coffin and wffcra no harm from 
lmmemlon In running water. The rays of the sun. however, 
are Just M deadly to thls vampire es they are to all hls kin. 
Indeed. pure radlance can Instantly annlhllate hlm. This 
de& Is nd permanent, though, for K s s  will reform in 
ldlOO night8 and seek vengeance on those who dared to 
exposa hlm to the burning run. Mapons and spells that do 
damege to the undead by lmftatlng the effectr of the sun 
have double thelr normal effect on Kas. 

utake driven Into thelr heart and then belng beheaded, 
burned, or olhenvh havlng thelr bodlea demyed. The 
same Is m e  of Kea, but the wood usad to f a d o n  the stake 
on which he Is Impaled must have been cut from a tree 
growing In the sol1 of hb homeworld, Oerth. Thus, no stake 
fashioned in %vag will harm the vemplre Kas. 

Moat vampires can be euly slaln only by hevlng a wooden 

Zfitrfsta 
herlala Is a unique Cluster insofar as Its domalns 
am stacked, rather than exwing side by slde. 
These two domains are respectively celled 
Partdon and Tlmor. 

Prior to the Orand ConjunctJon, Zherlsla existed as an 
Independent Idand of Terror. however, when the lands of the 
Demlplena were shufRrd around, the taemlng clty of 
Paridon separated hwn Zherhia, and the m e r  system 
transfbrmed dramatically. Effort8 to expkm them new 
sewera met with mysterious accldents and disasters, and 
wrvlvhg expiorah returned hopeleasly insane, drhren mad 
by unknown horrors. Stlll, the sewers funcUoncd correctly, 
so the rullng c lea  of Paridon soon togot all about It. 

Under the clty, the savers now form a ~parstc,  secra 
domald. Once located under the clty of Tlmor, these sewera 
are ruled by the Hive Queen and her predatory marlklth 
spawn. Prior to the Qrand Conjunction, these monsters had 
depopulated a clty of thlrty thousand people. Recently, 
however. the new huntlng ground af Parldan vas pmvlAcd 

, 
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for them. (The vacant city of ThMl may stiU exist 
wmewhera in the MI&, but its savera are deflnltaty part of 
the Zherirla Cluster now.) 

h e  Land The dty of Parldon was once su- by rlch 
farmland In a thy domaln known es Lhcrida. Howwar, the 
Qrand CcnJuncrion caused tha Mend to ahrink, 10 now thb 
clty makes up the entln domain. 

The clty of Perldon Is ahwys covered In e pe- foa. 
The Misty Border hangs thkk on the outrwrt8 dtha cUy, 
and a damp haze hangs forever In the clty streets. 
The clty b a maze of cobblestom rtrcQu and dark kldc 

structures with narrow windows. W d m  era not often wdn 
in Palldon, but carriages ere a common dght. In fact, R Is 
unusual to be anywhere In the clty where the .01Ow* of 
beating hooves and rumbllng wheels am not echosng off 
the bulldlngs. 

Once the klcb vanished. the citlrurs began & (bod 
In mall, sickly gardens located in pala end on mdtop.. 
Thua murces were rupphentcd with WIng In the pbdnd 
Rlver that btsectr the clty. Further. thw creatum once 
vlewed as pets or vennln are now conrldered amppble 
food sources. 

Starvatlon was at one tkne rampant among the city's 
pcor, though the City constables always 80W bo R 
gentlemen and ladlw of Palldon wem w a U  fed. In raent 
years, however, the food problem has solved ltaelf. Thcrl, 
food hss not bccoms mole abundant, the popll#bn hu 
decreased. The citLens of Parldcn am aomdmw w- 
pearing. The truth of the matter Ir that In additbn tow 
domaln shrinklng, Parldon'r m a g a  system w u  mplaced 
wlth an Independent d d n .  WlthIn thoM hnndr 
dwell monstrous creetures that feed off human Resh. 

hide  hwn those who have vanished, the g-t b 
caused by thls crlsis is the death of m b  
Once, the pubs here rang with aong and kught.r. mui the 
rich dmve to p a w  In thelr mate carrlsgea. Raw, 
Sun -8 down, ParldlOM huddle Mand that. fb@acea, 
fearful of the dark. 

the 

W. 
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Cultural hwl: Renallssncc. 
The Pdk: The folk of Paridon dMdc ahgr ig ld  clan 

lines. Qentlemen and I a d h  Uve In e b n t  srtatca 
surrcunded by landscaped grocadr. The lourar cina 
realdents usuelIy work In various trades or M ammnm fc# 
the wealthy. Although m e  o w  rhcp., theb modsrl vsdn 
does not allow them to aMDchte with the uppar d.... 
h i o w  the lower daw are the dwUMe. Soma w4nd up um 
the streetr as w a r s  or petty thlsves, whlle &hers find 
dlfferent ways to keep bum starvlng to death. 

9 men of Parldon wear dark voolan pants, cotm 
i , hlgh button booc., and heavy cloaks or cepwtokeap 
off the ever-present mol-. oanthmen weor bladt top 
hats, whlle men of the lower c leua war simple doth capo. 
Moa woman wear soombar-colored long dresses, hlgh- 

button bootr, and hats. (It Is consldersd indacent for e 
woman to reveal en ankle and Improper for her to be 
outslde without a hat.) Whlle outdoors, they wear caper to 
keep off the damp air. Women of the lower classes weer 
slmple bonnets, but upper-class ladles boast large- 
brimmd -laborate ha*= 



a 
The vast ma]orlty of Paridonlm do not bellave In gods. 

hutead, they follow a phllorophy referred to as the f'DlvInlty 
of Humanity" Held to be far more clvluIed than a belief In 
anthmpomorphlc supernatural entltlea thls phllosophy 
s t a b  that humanlty (Includlng human crossbreeds, such 
as half-elves and half-Vlstanl) alone among sentlent races 
Is near-dlvlne and should do all it can to achleve 
perfcctlon-physlcal, mental, and emotional. The 
underplnnlngs of these bell& conslst of extremely 
convoluted conJactures and hypotheses. 

h i d e  from the obvlous human populatlon of Parldon, 
two other hldden, yet known, factlons thrlve here as well. 
Flrst, Parldon has several doppleganger clans. Their 
pmence was revealed to the human cltlzens when a' group 
of adventurers exposed them durlng a rash of murden a 
few years ago. The second hidden populatlon h a growlng 
pack of]ackalweres. 

In ward to the mluhg cltkens, m e  spmdate that the 
dopplegangen are up to thelr old trlch agaln, but reports of 
rtrsnge shadoun making out of the sewer grates and 
devouring people where they stand M C ~  to dlacount that 
thaory. Between these two races of shapeshlften and the 
growlng number of dhppearances, the people of Paddon 
grow Increasingly pE~anold. 

Nmtlve Pkysr Characters: Parldon has conslsted 
exclushrdy of nettled lands for many decades, so more 
nature orknted classes (Ilke rangen) are unknown here. 
Also, wlrards are hlghly unusual. The most common 
characten In Parldon are mguea and warrlon. Native 
@est8 all follow the phllwphy known as the Dlvlnlty of 
Manklnd. Prlest8 of thls falth cast spells accordlng to the 
standard rules presented In thls volume and may ba of any 
neutral allgnmant. A player charactar prlest must. of 
CWIW, meet the standard class mlnlmunu as well as have 
an Intelligence of 14 or better In order to properly argue the 
tenets of thls p h l h p h y  wlth other prleata. Prleats of thls 
falth cannbr turn undead. 

Regardleu of clam player charactem natlve to Parldon 
all galn the etlquette nonweapon proficiency for hne. 

The hw: Parkion Is governed by a nlne-member 
Councll elected by the gentlemen of the clty every flve 
yean. The lower classes have no volce In the government, 
although they can petltlon council memben with mquesta 
and complalnta. Naturally, It was thh councll that decreed 
food must be secured for the upper d a u  before feeding 
the mtnalnlng lnhabltants of the clty. On a more posltive 
note, the councll has also taken ateps to prevent further 
dlsappearances; now the wealthy are mqulred to provlde 
more money to the clty coffers for use In hlrlng addltlonal 
constables. The offlcets now patrol In groups of three In 
order to mlnimlre the chance of doppleganger attacks. 

Encounters: Parldon has no Indigenous monsters, but the 
creatures of Tlmor fraquently rise to the surface. So far, the 
overlord of Parldon has made no effort to stop these 
Incunlons, and he may not yat be aware of them. 

Includes a detalled map of Parldon'a %st End, as well M a 
murder myntery. 

,. 

Further Reading: The advenhm module Hour ofthe Knlfc 
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mbrlmh 
sodo 
Ravenloft legangar, Chaotlc evil 
Armor Cla 5 Sb 19 
Movement 12 DeX 18 

Con 16 Level/nltDlce 5 
Hit Polnta 40 lnt 18 
W C O  15 Wh 17 
No. Attacks 1 ChCl 10 
DamagdAtteck Id12 per round 
Speck11 Attacks Strangulation 
Special W n s e s  Need +5 81 barer magkai weapon to h# 
Maglc Resistance 90% Immunity to all damaghg rpells 

Although he Is a RavenloR doppleganger with the aMMy to 
mlmlc any humanold form, Sod0 cannot hold a single 
shape for more than a few momenta. When he h calm, he 
can hold a shape for a full minute, but when he is egkatmd 
or excited, he fllcken hwn shape to hope every two Q 

three seconds. Many of the h u d  shapes Sodo 
assumes am bestial and honlfk, so seelng hhn dkn 
requins a horror check. 

Background: Sodo orlglnaUy belonged to a cIan of 
dopplegangers on e dhtant world. Sodo. hls htlow clrn 
membep, and his clty were drawn lnto Ravenloft when he 
committed a horrHic nlmb-svsn by dopplag.nlyr 
standards. In a m k m  of carefully arranged "accsdencl," 
Sodo kllled all the dopplegangsn In his cbn who ware 
older than hlnuelf. After dirpoalng of all the othsr ddan,  
Sodo kllled the clan leader, hld the body, and a d  the 
leader's moat common form. 

When confronted by suapldous younger modwsaf hb 
clan, Sod0 used hh mimkry to suume the nafurd h of 
the doppiaganger elder, adding extm creues under hir 
eye8 llke the aged clan leader, Normally, a dopplegaqer h 
not able to mlmlc another doppkganger's bue form, but 
Sodo had magical help: a hat ofdbgulae. 

When Sod0 and the clty of Paddon were drawn Into 
RavenloR, Sod0 was w a r d e d  wlth the abillty to mlmlc any 
humanold shape, even that of a fellow doppleganger. At 
the same tlme, he was cursed to be forever shMg shape 
and to heal anyone he trles to harm. 

Current Sketch For decades Sod0 has been the 
undhputed leader of Paddon's doppteeanger clans, but 
now hls poaltlon has become pracarlous. The head done 
of those clans, Slr Edmund Bloodworth, haa batrayad 
hlm. Not only is Bloodsworth In league wlth a pack of 
jackalweres, he has also clalmsd the Bng NUN n&mtu, 
the magical knlfe that has granted Sod0 Invulrwr.Muty tor 
the past one hundred Nty-slx yean. lf Slr Edmund 
auccecdr In obtalnlng the InvulneraMllty the knfi b, 
nothlng wlll atop hlm lrom deposing Sod0 and komlng 
the new lord of Parldon. 

goslag the Borders: When Sod0 w e  to close hh 
borders. the MlscS prevent udt. They fill the alleys at the 
domaln's outoklrtn, and no matter which dlrrakn a WOUM- 
be srcapw travels In, he Rnda himself heading back ward 
tho haart nf tha h a i n  as sMn a* h- enten ths EL'.+. 



Combat: Sod0 has the usual ESP powers of a Ravenloft 
dopplegangcr, but he Is addicted to the peln and terror of 
his victims. He must experience these emotion8 at least 
every flve days or suffer intense pain hlmself. 

To feed on the suffering of hls victims, Sod0 must touch 
them. Because accurately aiming a weapoh Is difficult for 
him as he rapidly shifts shape, he prefers to strangle hls 
victirps. He can usually hang on long enough to flnlsh this. 
At the sand h e ,  Sodo's touch ease8 paln and ultimately 
resurrects ahy who die (as per the resurrectton spell but 
without any aglng or weakening of Sodo). Aa a result, the 
victims alweys survlve his attacks, no matter how violent. 
Most believe they have merely sufferad a frlghtenlng 
nightmare. 

I 

I 
Eeflllor 
The Land qnder the twisting streeta of Parldon lles an 
even more compllcated mare of darkened tunnels. These 
circular tunnel range In circumference from four feet to a 
masrive twdve feet. Here and there, the stench of 
Parldon's &re becomes overwhelming, and a strange 
haze fllis the tunnels, gbscurlng vision and limitlng Ught 
sources (won maglcal) to a range OT *en feet. 

Qhml Level: Stone Age. 
The Pok The only creatures who prowl Timor are the 

marlklth, who are almost unknown In RovenloR outslde this 
domain. No one knows for sure how many marlklth exist. 

Marikith we the spawn of the Hive Queen, the overlord 
of Tlmor. Thtse hulklng, musclebound humanoids have 
leathery, black skin and glowing red eyes. However, they 
are capable of shlelding thls glow, M) victlms frequently do 
not realize they are surrounded by a pack of marlklth until 
it h too late. Further, thelr tough skin masks body heat, so 
characters wlth lnfravision have only a 25% chance to spot 

L, 

a marlkkh in the dark. 
These nightmarlah creatures hunt in packs, shambling 

through the @ewers under Parldon and occasionally 
emerging oqto the surfacq to sate thelr ravdnous hunger 
for human flbsh. Marlkith Bght wlth their rwor-aharp claws 
and Incisors, preferrlng to snatch their victims off the 

' streets and drag them Into the sewer where 
they may devour them at will. Even If the 

victim flghts back, the marlkltha' 
thlck skin pmtects them. They 

suffer only 1 point of damage per 
successful attack from nonmagical, 

blunt weapons and half damage from 
nonmagical, edged weapons per 

hlt. The same is true of magkal 
weapons, except that the maglcal 

bonus Is added to the damage. 
(Swords ofsharpness and uorpal 

The marlkith prefer to flght in 

1 
blades do full damage.) 

darkness, for their entlre Ilver, are spent 
In the murky sewers. They wffcr a 4 
penalty to all attack rolls In bright light, 
and a -2 penalty In dlm light. 

fhe  marlklth are accompilshed 
mimlcs, capable of duplkatlng virtually 

1y 
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-q- 
The Hhm Q p n  
Marlklth Queen, Chaotlc Evll 
Armor Class -3 Str 11 
Movement 15 Dex 0 
Level/Ht Dice 13 Con 
Hlt Points 93 
THACO 7 

Int 20 
Wls 11 .. 

Na. of Attacks 6 Cha 3 
Damage/AWk 1-8/1-8/1-8/1-8/1-10/1-10 
Special Attacks Grapple, poieon 
Special Defenses Control of marlklthe 
Maglc Resistance 20% 

The Hlve Queen Is roughly eleven feet In length. An almost- 
humanold tqrso extends from her abhorrent arachnid 
abdomen, whlch ls supported by four legs. The other four 
a m  proJect from her rlbcaga. Her hlde Is Jet-black, mottled 
with venommus red and orange a p l o t h .  Thln, muddy halr 
hangr about her head In an olly coma, and long fangs 
protrude from her too-wide mouth, drlpplng venom 
contlnumly. Her eyer glow red, llke macabre jack-o- 
lanterns, and her polsonour stinger becomes even more 
dangcrous ylth each egg she lays, as the toxlc shells leave 
a resldue oh the stlnger. 

To find the Hlve Queen of Tlmor, a hero must descend 
Into the very heart of the domeln and battle hoard. of 
msrlklth. Addltfonally, the mere slght of thlr monstmua 
overlord mqulres an Inunedhte horror check wkh a 
-3 penalty. 

Background CenMes ago, the woman who woulfi 
become the Hha Queen was hdr to a myel b. Her 
mo(her, the queen, had taxed herpwple Lnto starvatbnnnd 
poverty wthat she mlght bulld the laat spkdld w the 
World lmd ever men in a pkcsarhars no one beitwed It 
porrlbbtobulldacity--atopamar#dthhh,the~ 
dangemru prscwOn her woddknew. 

The young prlncm was aware d the s d e r b g  d k  
people, but she felt no sympathy for tham. Irutesd, she 
hated them and her mother both. She bbrned the pesunb 
for not belng capabl& of supporthg her motha‘s 
extravagant dream, and she blamed her mother for driving 
the klngdorn of weddlngr Into ruin. l h q h  the pfncen 
wanted to deelwy her M a r ,  she was m&to drvlbpa 
p h  in whkh she, M, VOUM come t o n m h .  

The mswdr came one night hom herlover, a noblewho 
led the Royal Msrlklth Huntem. He revealed to her that the 
true -n the quwrvlnsktedonbu#dlng her cftvovera 
marlklth lalr UIM because she fe& those c m a b ~ ~ ~  mas 
than anythlng. However. the prwd qwan wonted to pmve 
to hcnclf and Urow who knew of- faarthat she wan 
b s y o n d u K h a m o u o n r . P r o m ~ h l r ~ ~ t h e  
P W S p l o t  

Fba the plrrau seduced one ofthe Court W h r d S .  Aa 
they by togetkunderthe stars, the prlncau cowlnced 
hlmtocast a rpellthet would smnbgly tmndorm ha hrto 
a m M a d t h q u a a a i n f r o n t d k m & e r , ~ t h t t h s  
frlght would ktItthe aghg queen. Her dieme was 
dmduled totaka place on the nbht ofthe Royd hll in the 
new palace, eelabrathg the cunpklbn ofthe grend city. 

Before the ball, the princess had a =ret rmt&wo~ wkh 
her mal lovertcsae to It that none of Me huntem would be 
present at the hli. (She dfd not want to be addmmHy 
slain because ofthe IUualon.) Unfmunateiy for the 

rpellce8ter wee consumed by humilMon and rage nnd 
dccided to take revenge. 

n speech in honor of her mothrend the great city dm had 
built. A. she ftnlahed her speech, the whard cast h* @I, 

thrown lnto chaw as &e was tnmformed Rlo a naWkkh 
q-, snd her- d.psed, dcsd kom fd&fUrt as 
the prlncess had pbnned. 

The pm-’r exubtbn W M  short-lived, harava. The 

hldeo~r on the outdde as uhe wee on the hur8a. k a mirror 
a l o n g o n e d t h c w a l b , t h c p ~ r a p r h e r n a v , ~  
form-thatofa marlklth queen wlu, a human hsrd She 
then resllrsd that the wlrard had not cost an Illurlar; he had 
phyricolly transformed her. when the -#hard rduud to 
retun her to her natural form, she klllsd Mm. 

That tint murder smt her Into a Whg rage. Soon, rha 
was rampaging through the cky, Mlhg everyone uhe ~QUMI. 
Eventudly, her lover and hls hunters forced her to retreclt to 
the rSray ofthe sewers, but as she dld, vapors meamund 
her. ThC Mists of Ravenloft hrd claimed her. 

prlnca88. the11 IendeLVous W M  wi t rmsd by the *. The 

At the hdghtofthefadlvltlsr, the prhceea rose and gave 

E n d  Pain -red throl@l the PIkCOM’S bQd#. h- W M  

W h r d ~ l U W ~ y ~ t h t ~ W M ~ W  



Cumnt Sketch: The Hlve Queen quickly adapted to her 
cwrent state of exlotfence. Though thu vain prhrceas i$ 
mortally ashamed of her appearance, h e  is generally 
content wltb the domaln of Tfmor. She vlwa the marlldth (u 

superlor klngs, far above those subjects she mlght have 
ruled on her homeworld. They are pvfectly obedlent and 
can feed themselves. 

However. due to the way she kllled her own mother, the 
Hlve Queen b deathly afrald of laying an egg that mlght 
produce a quaen to reptsce her. For thls reawn, she 
destroys all fledgling queens that hatch. 

Closing the Borders: When the Hlve Queen wbhes to 
close off her d a h ,  c m l v e ,  puetd clouds fl11 the tunnels 
that lead to and from the sewen. Any character who etas to 
puah through them ndfers 2d4 points of damage each 
round from urposure and must make a successful savlng 
throw M. poison or k paralyzed until the clouds dlsslpate. 
The msrtklth are Immune to thls effect. 

Combat: If heroes manage to penetrate the waves of 
mariktth, the Hlve Queen &st attempts a m a t  to one of 
the many holes that surround her lalr. If she cannot, she wlll 
stand and light. In combat, h e  may use any weapons wlth 
her four hands and a h  attack wlth two of her four legs. 
Atternstively, she may choose to grapple her attackers and 
blte them. M she $cores 8ucceuful attach wlth two of her 
hands, she may ako attempt a bttc. Victlmr of her 
polwnous blta must make successful ~ v l n g  throws M. 
polron wlth a 4 penalty or dle. 

Finally, If in dlra atralghts, ahe may attempt to sting her 
opponents, though thls leaves her soft abdomn vulnerable 
to attack (AC 0). If she menages to stlng an opponent, he 
must make a successful M V ~ Q  throw vs. polson wlth a 4 
penalty or fall into a catatonic trance for OIK week. During 
thlr h e ,  hlr skln hardens and turns black, and his body 
trandanu. end of the week, the vlctlm wlll rlse as a 
mrWth Wer the queen's control. (if the queen Is dead, 
the new mqlkkh wlll k fm-wlllsd.) Durfn(l the flnt week, a 
neubalfze followed by a rpmovc curse can prevent 
thh (rom occunlng. Once the tra-tton ls complete, 
only a wlshicart rrston the character to hts orlglnal state. 

ut slmply, Pockets are domalna located wlthfn 
other domalm. (The exceptions to this 
clamjtlcation am those btanda domalna withln the 
Ses of Sorrows and the Nocturnal Ses, whkh are 

clasrlfisd as Core dcmalns.) Pocket dwnalns wually con& 
of only the domaln lord, called a dcmilord, and a small plot 
of ground or maybe a slngle building. Thw. the dark soul at 
the center of a Pocket domsln b ddwMy a priaonar- 
perhap. even more w than any ocher domain I&. 

Though many Pocket domains reaids in a set 
geographkal podtion, thh b not always the COW. A spwb~l 
kind of Pocket, called a Floating domain, actually moves 
from place to place, often displacing a andl portion of 
another lord's domaln. Rare Floating domsbu may awn 
materlallze on the Rime Materlal Plane. Another terrUyhg 
wpect of a Flwlng domain Is the fact that when it move$, it 
can take those within Ita bound81'I~s along, whether the 
dernllcrd hsr clowd the bordan 01 not. 

One ofthe most terrlfylng Pocket domalnr b the WbxUng 
Road, where the seemingly i n e b l a  phsraan known 
as the Headlau Homeman thudem ekemalty along a loncly 
stretch of road, followed c l o d y  by the he& of all the 
travelen he has decapitated. Another axomph of a Pocket 
Is Lee$rik's Tower, the lalr of a W being celled the 
Phantom Lover, who eawr the pan of lonely, lovc-dck, 01 
mwming women by taklng their Uvw. 

Lament, the Nlghtmare Lands, and Scaena. 
This section c~l ta ins  Information on Davkn, the Houre of 



Narana is a priestess of Loviatar (a goddess of pain), and 
when she is the dominant personality, the village is known 
as Palbtia. It is home to red brick smcturcs with slate ruofs. 
the largest of which is a large temple to Laviatar. The 
InhabKants are hedonirtwnd usually also sad& and 
mssochlsrs to lesser a greater degree. The clothing styk 
consists of skimpy, hanrlucent silks or daring black kathars 
covered with spikes. Warm and breezy weather, remlnlscent 
d late .spring, prevails here. 

The personaiiUes surface and fade without warning or 
notice, so characters trapped in Davion Rnd themselves in 
an ever-changlng world of madnesa. To end this instablllty, 
characters must find a way to separate the four personalities 
from each other. Unfortunately, most of them refuse to 
believe they are sharing a body with three others, and none 
will be cooperative. 

Cultural L e d  Medieval. 
The Pok The Inhabitants vary depending on which of the 

lord's personalities is dominant. However, none of the 
villagers realize that their surroundings an inconstant. 

pkthra Player Qlsnetars: There an no native player 
chpracters from Davion. 

bcmmtem Since this domain consists mainly of the 
town, the villagers an almost the only living inhabitants. 
Significantly, four times per day the town and inhabitants 
havq a 50% of changing as one of the lord's other 
personalitier surfaces. 

purthar Rudhg: Full details on Davion and its changing 
faces an presented in the Book of Crypts game accessory. 
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Beymd the kmt door Ilea a hwo-atwy byer wlth a hugt 
and a black. curving stdram with heavy rails. 

hou&thefacaa arehldaoua. *the celung, on the outer 
won, atall QoMlc window with rrhnron panes Mwdn red 

Thlr msnrla, has a bewildering number ofdark roorr 
Md conidar, all rlchly appolntd, but du6t-Aued and 

'OOCN haw no windows, 110 they are always extremely dark. 
Even on the #econd floor, the walk are so deep that the 
windows rtDl give off very little light. 

Vlrlton to the H o w  of Lament roon become aware that 
they are far tmm alone In this structure. It lo madlly 
Ippcucnt. that some malignant Intelllgew infuses every 
tgn contallred urithln. 

Cuihwl b*.l: ChivaMc. 
PMVr h y 6 t  ch.netm: Them are no natlve player 

lharacten from the H o w e  of Lament, 
Cncountur! Any characten who enter thla domain will ba 

taqebd by the evil enttly that hhablts the House of Lament. 
U h t ,  the how b q b  to manifeat easily explained 
D& and rights, dowly wearing down the victhn's 
d v e .  Eventually, the house will single one of the 
haracten out for akorptlon. 

Orsdually, the houw reveals ltnlf to ba a k .  The wlnd 
VhbpSrIng thmgh the cracks In the wall$ and chimneys 

tha house bqhw to braathe. Charactem will faInUy hear a 
dbtlnt polcnding, like a mufRed heartbaat. doon open and 
ahut of thaln own accord, wlth loch rtvown a- them. 
Sconces Ught and extinguish randomly. Fkmboards creek 
M though wmne were walking on them. Most 
imporrantly, dirtsnt rounds of crying and rcreamlng echo 
thmughout the halls. 

Wlth the passage of time, the phenomena become even 
more dangawa and unmtthg. Noowe appear in doorways 
and from the ehandelkm. Cold whds sweep thrwgh the 
house, actually causing damage, Mhta even cmep up from 
the Aoorboardr, putting the characten to sleep. 

At & polnt,the hourewlll begin to speak to Itscaptivas, 
-4th measages In blood. Red worda Wp dom the walls. p 
cbhlng, 'Mora L bandy: The house ab0 addmzmea some of 
rhese messqecs to the character It has chosen to keep. 

reahtng the& wherethe visitm are staying. 
bend lmvardtow&thechsractar, haking under the t r a m -  
douskuce dthebwhg. Anyone foolish enoughto open the 
door W s  a wsva of paatlant breath, k i n g  hlm to the floor 
and courlng2dlO+4 points of damage. Evan if the vlctlm Uvea 
through this .sttack, he appears dead for Id4 m. 

Charactem muet make succeuful saving thruws vs. spdl 
each hour to stay make  at nlght. Once asleep, thelr h a n u  
am influenced by the house k l f ,  which unss Its Intended 
victim to tonnent dreams of the other characten. The 
vlctlm's Mends w a l l y  dmem of the character's death. The 
favored victim also seema to age overr@ht, thcugh theee 
effecb slowly vanlsh If the character leaves the domain. 
However, encape is far from easy. 
Furthu Rcadlnp: For compkte detalis on the House of 

Lament, me the game acca.sory oarklords. 

Z$ELofthertalrcsKI-blO Woodnymphr, 

absndonadfw h e .  Many ofthe flmt-floor 

ChaIqp to the slow Ihythm oflnha*tion and exhalauon, as 

Atnight, an unwenphsnlan~atthedoon, untll 1 

l 



@ire I&Mmm fir& 
h e  Land: In thls domaln, the linea behueen reality and 

, dream are blurred. The terraln altere so qulckly that It 
almost seems allve. The sky changes color, the sun changes 
ike, and the air changes temperature. Each metarnwphoals 
Is smooth and seamless, usually occurrlng et the comer of 
the viewer’s fleld of vlslon. Much of thls domain Is covered 
by forest, though It is truly trackless. No trail can form in 
thls unstable country. 

At the heart of thls ever-shlRlng forest Ilea the City of 
Nod. Thls mined metropolis is devoid of life, save for the 
ataff and patlents of the Clinic for the Mentally Dlstresaed, 
drawn here through the mlghty powers of the land’s rulers, 
the Nlghtmare Court. Dr. Illhousen. the cllnlc’s chlef 
physician, attempted to challenge the Nightmare Court and 
bat. The court then clalmed him and all of hls patlenta. 
The forest itself Is surrounded by a blasted wasteland, the 

exact features of which are ever-changing. The one constant 
landmark here Is the Ring of Dreams, a collectlon of 
thousands of gllstenlng apherea that range in dlameter from 
three to three hundred feet. Each one of these contalns a 
hamscape, a pocket dimenaioil where nightmares unfold. 
A person can look Into these spherea and see what appears 
to be worlds In mlnlature. The curlous should beworn 
however, as those who gaze too long Into these 
drearnocapes may be drawn Into them, never to bc 
retrleved. Wlthln one of these dreamspheres Ilea the domaln 
of Davion. 

e Nightmare Lands are as unstable as a dreem. This 
Floatlng domaln moves throughout the MI@ Border, some- 
times even appeadng In the Nmhmal See. WhUe In thls 
eastern ma, the Island Is surrounded by shoals that rlp the 
bottom from any ship wve those piloted by expert s t a m .  
Obvioualy, this domaln also llnks to the Plane of Dreamr. 

Cultural hval: Stone Age. (Note: The Abber Nomads 
exlst at a stone-age level, but the City of Nod is a 
renalssance culture. Also, the ClInk for the Mentally 
Distmssed was dginaly located ln Nova Vawa, a medlwal 
domaln with ehivalrlc influences.) 

The Pok Untll recently, only the Abber Nomads lived In 
thls domaln. Never owning any more than they can carry, 
the Abber Romadr are occadonelly mlarsken for druids dwe 
to thalr slmpllstic lifestyles. They do not use metal weapons 
or bulld structures of any klnd. These hunten e m  
themselves primarlly with apean and bows. Thelr culture Is 
based on self-secrlflce and communal unity. 

These nomads have developed the mental fortitude 
needed to deal wlth the constant changes ofthe land In 
whlch they dwell, something whlch scholars brave enough 
to study them attribute to their almple way of lite. The 
Abbers themselves say that they survive because they 
understand reality as It truly is: Anything that cannot be 
percelved, does not exist. 

Most Abbers have no faith In the permanenc 
lncludlng other belngs, but a small percentage 
phllosophy. Thls mInodty strlves to understand 
governs tho Nightmare Landa. Other Abben vkw 



lnsanlty and cast these Individuals out. However, all Abben 
belleve that insanity can grant inslght. so the outcasts 
become, in effect, trlbal shamans. These Abber shamans 
can cant up to 3rd-level spells and have a varlcty of other 
mysterious powen. 

Recently the staff and Inmatea of the Cllnlc far the 
Mentally DlstreuKd were drawn Into the land by the evil 
deeds of Dr. Harold Tasker, who had fallen under the sway 
of an evll being known as the Nlghtmare Man. The clink's 
chlef physlclan, Dr. Gregorlan lllhomn, attempted to defeat 
the Nlghtmpre Court, but he was betrayed by Tasker. 
Although Tpsker has been confined to one of the cells, 
Ulhousen and the eighteen other staff membem-hot to 
mentlon the dxty-two patlents-have not yet been able to 
escape. Worn, they are slowly belng driven Insane by the 
nlghtmares'of thls domain. Thus, the clinic Is gradually 
becoming a very dangcrous place. 

the Nlghbnare Lands must be Abber nomads. Due to the 
prlmklve culture of the Abbers, players may choose to be 
only fighter$ or rangen. Racial choices are limlted to 
humans and hakf-elves. Abber nomads never dream, they 
are Immune to spells that affect dreams, and they have a 
5% resistance to all mind-affecting spells. 

PersonaUks of Notw Any character From anywhere may 
be encountered in the Nightmare Landr, having elther been 
drawn here thmugh his own dreams or as the product of 
someone alee's nlghtmare. 

Mditiondlly, an Abber shaman, Walks Alone, dwells on 
the edge of the Ring of Dreams. He is a storehouse of 
kncrrvlsdgc of the Nlghtmare Lands and knows how to 
create magkal I t m s  that wlll allow characten to entdr and 
exIt the dreamscapes. 

Finally, Dr. QregMlan Illhouaen and Nune Caroline 
Dlrrsrldcty d t h e  CUnlc for the Mantally Dlanssed roam the 
land in an attempt to escape. protected by a magical Item 
known as a dramcatcher, they have both managed to stave 
ofF Insanity. Thew two were forced to flee the clink when 
other staff members began to get violent. They have fallen 
In love (desplte the fact that lllhouwn Is twke her age), and 
she is currently pregnant. Both hope to escape so that thelr 
baby wlll not be born In a land of &ness. 
The law: 'Ihc Nlghbmre Court d e a  thls place. Their 

exact numbers are unknm, but the more promlnent ones 
include the Nightmare Man (a skeletal, robed Rgure whose 
body consisp of thousands of crawling spklers), the Qhost 
Dancer (a tragic, undead balkrlna whoae white gown sports 
ominous, blqody handprhts), Morpheus (an Imp with a 
wlcked sense of humor), Hypnor (sleep personifled), 
Mullonga (a maliclow, aboriginal witch), and the Rainbow 
Serpent (an Intelligent, wU snake). 

Each member of the court seems to favor a certaln type 
of nlghtmare, endeavoring to pollute the nlghtly sleep of 
mortals wlth these dreams. The Nlghtmare Lands have no 
laws, save the chaotic loglc of a dreamscape. 

Encounten: Each encounter in the Nightmare Lands is a 
unique expcrlence. Characters have a 25% chance for an 
!ncounter once during the day and once again each nlght. 

Purthar Rsadhg: This domain and Its lords are fully 
Jetailed in The Ntghtrn.31~ Lands campaign expanslon. 
Rules for running adventures In dreamrcapes are included 
In that boxed let. 

N a h  Player Characters: Natives player characten From 

Scams Ls a theater whem unfortunate vislton bacanc 
unwilkg players In the twisted d r a m  penned & nurtar 
playwlght Lomot Sedlam Justa. The theater lures the 
unwary to their doom. trapplng them In a msdmra's ctrssm 
of reality and illusion. This Fbtlng domain usrugY steys 
within the Minty Border untll Jurtc has fhlshed 6 wukud 
needs actom and an audience. M, Scaena mey 
materlallc in another of Rwenloh's d0maIns-c~ wen on 
the Rlmc Material Plane. As long 08 a domain lord h net 
concentrating on keeping htr borden closed, Scwru can 
move freely through the wliwr d o m r i ~ .  h a i n  lo& 
generally m a i n  totally unaware of b prdnce .  

The Land The term 'land" Is a sU&t mknomer, since 
Scwna h actually lust a rkrgk bulldlng. The theater 
manlfesta Itself In different lands, often usurping the place of 
another theater while It exbt8 In that land. The eaterlor of 
the bdldlng takea on a varkty of appearances, but generally 
ita external archltecture matcher the culhlnl level and 
social expeaatlonr of the doma4 It is inhsbltlng. 
The intarhr of the theater always lnoluder a finely 

appolnted lobby with a w i n g  mom for patrons to freshen 
themselves befors perfomranccl. The theater Itself .wtr an 
audience of approximately flve hundred. whus the theetar is 
not opulent, nehher Is It colorlcrs and drab; Its gdd-&tched 1 

curtains and padded seats dlspel any aura of dlnglnarr. 
However, something In the air &Ill W a n  amblance of 
decoy and rot. To the right of the atage s b  a small, 
curtained nook wlth an Ink-spsttmd Miting desk littasd 
wlth parchment, broken quulr, and Ink pats. 0ehMthn 
stegc Iks a mall kitchen with doon ka-to ttp baQoan 
and bath area. 
As soonas m e o n e  seta foot on the atase, a whoknew 

world emergcw world d e W  by the demllord d thls 
domaln, Lemot Ssdlam Jwtc, martar thasptm, playwright. 
and madman. Anyone who ventures onto the stage must 
make a successful saving throw VI. spell wlth e -6 pansrty 
or experience a complete dlsorientatlon of mInd and body. 
whan the nausea sub.ldes, he Rnd8 hhnaeIf trappsd in a 
play of Jwtc's dcvhkrg. HIS many glays are qulte dhrane, 
but dnce A s k  strlves to pertsa hb tragedy Md horror 
pleces, his dctlms wlll surely not enJoy their stay In Scmo. 
None of the scenes Jwte creates an? real, though every 

sense takes part in the deception. Whsmver the - 
changes, characten trapped wlthln the play may attemp 
another saving thmw at a 4 pensky to see through the 
facade woven by the storyteUer. In this case, the dhbdlewr 

maniac Jute frantlcally scribpUng new scenes. Stlll, the 
unbelkver can again be fooled If he docs not concentrate on 
maintaining dlrbcllef. Dhrlnatlon spells and devices such as 
a gem M&ng have no effect on the mirages of Scaena. 

Although Juste seem unable to control the destlnotlon of 
Scaena, he can sometimes detennlne when It moves. By 
keepina it statlonarv. he m w  allaw the astmnr to ntum to 

can see thatthe enure land Ismenly a stage, with the 
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thdr own land when the play ends. 
More Ilkely however, the sadistic 

Jut6wlll Wll them 01 abandon them 

Cultural Level: Renaissance. 

to Scaena Is Lemot Scdlam Juste. 
Most of those who enter Scaena end 

up on stage and are thus nceptlve to 
the Uluslons woven by Jwte. The othsn 

arb patrons of the theater from whatever 
land the domain Is vblting. Anyone the 
players mlght encounter here wlll be a 
patron, a blt character created by Juste, a 
leading (though unwllling) actor, or an 
adventurer who wahdered into Scaena 
unaware of the doom lying ahaad. 

Those who enter Juste’s theater 
condemn themselves to a fate that few 

envy. If they touch the stage, they usually become the 
cd h e m s  of a traglc pkce. Most other vlsitors are 

merely part of the audience. Jwte may create other folk to 
interact wlth visitors, but they possess no reallty beyond that 
,f Ms Imaghatlon. 

Nntlve Player Charactera There are no native player 
haractaro from Scaena. 

The Law: The only law in Scneno Is Jwte’s; whatever he 
fecreas becomea reality on stage. His plays have thus 
*come extrcmdy convlnclng, both to the actom and to the 
Audience. No longer do the theater p a t r ~  have to work to 
s p e n d  their dlrbsllef, for the scenes appear totally real 
UnlCM a corucioua &ort h made to dlbalkve. However, 
mtrons abo bae all aensa of self for the duration of the play. 
lttmdlng only to the production. 

Attending plays In S c m a  Is a dangerous dlvenion. JuM 
expects to recehre M n g  less than total ctltical acclaim 
vlth each praducllon. If any memben of the audience act 
U r p l e d  urftk the show, they rbk Juste’s wrath. Wle 
hate Is physlcally weak, hls mlnd and lmaglnstlon are 
?Xtraordlnadly kyn. Jwte derlves g m t  pleasure from 
llowly drlvirig hb vktims Insane. 

T h e  Is subjective In Scaena. Since the patrons become 
mrcd watchlng people sleep in the play, Juste often 
~ccderatea the persond flow of time for those on the stage. 
h is ,  while hls acton may feel as though the whole night 
lea passed, perhaps only flve minutes have elapsed. For 
his reason, natural healing Is mostly Indfectlve In Scaena 
excqpt for damage c a d  by illusory creatures). Injured 
:hamctem must rely on magic to regain thelr health. 

Encounters: All creatures In Scwna are elther creatlons 
f Juste, entertslnment seekers who just pkked the wmng 

theater to vislt, or w a n d m  from the Mbty Border. 
Encounten range from frlghkned 0-level humans to 
crssturas 00 twlated that only a diseased mlnd could spawn 
them. As I& as five rnlnutes of deep can heal the damsge 
inflicted by these Illusionary creatures, and a character 
MUed by thlr damage must roll a successful savlng throw vs. 
death magk to merely fall unconsclow. However, If the 
iaving throws fall, the vlctlm dies. 

Further Reading: Thls domaln and It0 demented demllord 

In some strange domaln. 

The F o k  The only person natlve ’ 

c 

in detailed in lslinds of Terror. 

D-ctBtulr 
lamot Sedbm Jurte 
3rd-lave! Human IUusIonlst. chotlf Evis 
Armor Class 9 
Movement 12 Dex 
kvel/Hlt Dlce 3 Con 
Hit Pointa 0 Int 
mAC0 20 WIS 
No.ofAsracks 1 
DamageiAttack ld8 (long SI 
Speck1 Attacks Illuslora 
Specaal Defenses Illwtons 
Maglc Reslatonce 10% 

Lemot W a r n  Juste Is approxlmateiy slx and a hsw feet 
wlth an amacistad, n e d y  rkelatal, framc. Hir .kk basn 
unhealthy, slckly pallor. Hh deep bkck eyes mclmarfre 
those who approach too closely. Uruslly, ink spalten hb 
clalhing. for h b  obseMhre wrltlng does not rHow tbne for 
personal hyglcns. While sctlng. he Urualy hldw hlr Imo. 
thin, greasy, black halr under a wlg or hat. 

he stlll rediatea a certain dcgrrs of magmtbm. Hh 
pemonaUty, though moderately gratfng, ir stbnctlve to th 
whorpask to hbn for even a short whlk. Hb Rurtlc 
dewNbn and gaunt appearance actually add to Ma 
etb*ctivermr as an actor, and he can beanormody 
pleuing to have around. Of course, hb mennor thew days 
Isdtmkruque and rude, for hedoer not really mrd 
mybaidy In &sans real. 

WhUe hb p w n a l  appearance Is somewhat unpleasant, 

threwhlmtd-y lnto the affort, but the her 
dctslls continued to elude hlm. H b  atkmpts at eating out 
tragic d e s  resulted only in melodrama or, even worn, 
unhmtbml comedy. 

troupe 
could not pcrform h b  wodu without playing up the canlf 
tremb of each plece. Jurte began cracklng under the rtnln 
of seeing actors -e Ida efforts. 

FhUy, Jurts ewld stand no mon. H h  playen had 
pushed hlm beyond at1 ream. He darlred a plsv h whkh 
all the characters dled in e x q u l w  palnlul weys. Heedid 

dcidlng blmselfofthe bomcnome acton. Yet, as h b  
rehearsed the place, they comtsnuy remarked on the 

from hlr MY revenge by what he percelved as empty 
t l a t t ~ y  and s h e d  h h  grim acheme to contlnue. 

H b  dlnctlng @orb fared no better. HL 

not try to turn It Into a trsecdy, al he wa l  lnbemsw only in 

quauty ofthe Ecript as abagedy. &le refused to lm lured 

Opening nlght for Juate’s lonwawalted new play finally 



replaced t h ~  dlapslble dagger with a genubrc ateel one and 
exchanged the false p o h  rOr a toxic subatame. He 

all the nonlqrhgthsl prop. with pmps that would prove fatel In 
the context bf the play. HI. qctms d roon perform thelr 
most convlricing 'death s c q *  ever. Since nom of the 
characters' bodlee were to be removed from the stage until 
the play war over, Juate was IUW thnt he could stUI escape 

~ t h r l # l t h e c n t l r s n r o m i n t h l 6 f a a d a r , ~ ~  

& the p l q y b e  after .afaing MS revenge. 
On atage. a tale of In-, lust, and batrayal unfolded 

b e h  the *-eyed audlence. The assembly gasped when 
thd mayor'rjran went down under the knlves of ~ ~ s s i n s ,  
Mood stma&ng across the atagc. 'Ihe poisoning scene was 
particularly affcalve, the face dths baron's mlrrtrrss 
turning conylncingly Mack as she choked on her to-. 
and the tMtwrs scene went off without a hltch. Yet, when the 
phy finally ended and Juste arood to take the applause, 
they booad $lm. The audlenw was expeftlng more from a 
master playwright than just a aeries of gory seanes. 

J&e, mqa than a Me c+ed wkh anger by this t h e ,  
fled h m  thd theater. Outside, he barred the dmra and set 
the bulWng pn fire. He crouched In a nearby alley and 
listened with great delight IM the scwarnn of the bumlng 
 pat^^^ esc+d over the roar of the intcmo. h the 
constabulary gathered to quell the h e  and march for 
wltnesres, J &e naked he could no longer stay M d d c n  He 

the MIats and ducked Intb a theater 
fled silently L the alley Into the Mists that had arlsep, 

had emptlediwhlle he alept. #h was the only peram left in 
the theater, t/lough all the gat Imps were rtlll burning. 
Even atranger, the theater no longer had dreaalng roomr, 
cosrtumc clogas, scenery, OT prop shops. 

Juste also found that ha could not venture beyond the 
front doan oh the theater, whbh were blocked by swlrling 
gray MI&. Nothing physkal.proventad him from leaving, 
but when he bven consideredaettJng a bot In the fog, his 
mlnd RIM with ban fo- dnce childhood, nearly 
overwhelming him with thek strength. 

Out of rhcer boredom and fnwkralion, Juste again began 
to wrlte a pia*. After an hour or so ofunintemp4ed writing, 
he cast MS gqze about. To hlrrwpdse, the envlronment was 
totally dlffsr-. He found hhnaelfin a dlm foreat, the over- 
cast rky henqhg low overhe+ The atark blackneM of the 
obeldlan diflq M I V ~  to dim the emerald &reen of the forast. 

dent as the *turn 
c l d  open+ at last of polronous Mood over 
the verdant wbodr. When Jw screamed and ran, he found 
himself agalnistondhg on the of the theater. The scene 
flats around cloady resc4Jblad the k a t  from whlch he 
had just escaw. Juste did np? recall this scene baing on 
W e  prevlowly. hrdced, It clowly maembled the scene he 
had recently dercrited In hls muscript. 

Excitedly, Juate returned to his writing h k  and began a 
IMyl sene. Ts his delight, the new props sprang Into being 
around him, qough he no longer MW It es reaUty. Taking a 
healthy supply of paper, a pen. and an Inkwell, Juste began 
wan&g Wugh the fortress d h k  lmgInatiMI, crratlw 

ofi In the dlsqance, the faM hovllng of wolves beealne 4- 
move c h r .  The dark 

*Id "StJOylng pby-worEdr wkh the stroke of a quu1. 
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have created everyone and everything In Scaena. Juate can 
deftly rattle off events In a character's ufbevents whlch 
none other would know. Such toctJcs hava cauaed many 
weaker souls to step away from the tenuous rootbrldge of 
ratlonsllty Into the aby- of Insanity, tumlng them Into 

When Jwte flnlrhes wlth hls " m e r  characters," he 
occasionally abandona them In the Ml-, leaving them to 
wander until they Rnd a haven. More oRen, he drops the 
bodies In a carefully chosen locatlon to hlghten the mid&- 
class cltlras, whom he refers to as "the herd." Even though 
he  deaplree and mocks them, he is all too eager to taka 
thelr money. Exactly what he needs It for ls unknown, but he 
conthrues to collect It. 

OCcarlonally Jude himeelf takes pert In the spectacle 
unloldlng on the stage. Ha usually does thls only when the 
scene ls unllkdy to change In the next hour or so, such as a 
banquet hall, a chamber In a castle, or somethlng ofthe &. When he does so, he may appear as any sort of 
humsnoid between flva and seven feet tall, male or famale, 
young or old. Whdn he does choose to appear, Jude always 
carrles the sheaf of papers on whlch he has wrltten the 
various acmes. 

Closlng the Borders: Juate can construct a wall of fcar 
amund h b  domain. Any character who ventures Into the 
Mlrtr at thb polnt begIns to feel a sllght unease. The fear 
and tam mount the farther Into the Mlsts he goes. bulldlng 
into a fevered pltch as h b  wont nlghbnares rlra from the 
Mlsts to challenge him, and hls heart begln~ to sklp rapidly 
and Irregularly. if the character continues moving away from 
Scaena, he muat make successful saving throw vs. death 
magic or d e  of pure terror, beglnnlng one hundred feet from 
the bulldlng. Every ten kat  beyond that polnt, he must 
make another successful savlng throw with an cumulative 
-1 penalty. (For example, at one hundrad thlrty feet, ha 
saves with a 3 penalty.) ThIs experience lnevftably kllli any 
vlctlms foollsh enough to contlnue. If the character trles to 
return to the bullding, he flnds It only flve feet away, as If It 
had been awaItlng his return. 

Combat: Justa may well be one of the most dangerous 
characters that many hemes ever encounter, for hls ablllty 
to shach the Ilmlts of sanlty knows no equal. HIS powers 
over Scaena also give him an edge far beyond his 
apparent abllitlas. 

Opponents can Injure Juste only by penetratlng the 
myriad Illusions whlch surround hlm. whlle he is not M 
experienced spell costar, he knows enough about the ways 
of lllurlon and mlsdlrectlon to avoid most harm that comes 
h b  way. Mom than one layer of mirage surround8 Jute, w 
It Is dwlcutt to catch hlm. 

Even If someone manages to reach him, Juate can move 
thmugh the vary subatonce of hls theater. If he has the 
inltiathre, he can maid wlth the wood of the theater to 
reappear somcplaca else. He la mort likely to materialhe on 
the stage, where he can Influence hls attackers more 
dlrcctly or turn them agalnst each other. 

As a last resort, he can cause the buUdlng to burn around 
him. To save hlmself. he wlll wlhgly endure tremendous 
suffering. If Juste Is ever slain, hls body melts Into the wood 
of the thaater, and he arises agaln In one day. Whlle 
regenerating, Jute la at hls most vulnerable. If anyone 
bunu the theater durlng thls tlme, ha Is pormanently dah. 

&&M pUppOb. 

When the theater bums, the doors automatically dose 
and bar t h a w b a s .  It takas a comblned Stmngth of M to 
open these doors, and only two charactem can get at them 
at a h e .  Otherwlre, the hemes probably wlll aufb the 
same blarlng death so many others have met in Scaena. 

scene by speakhg ita MIM aloud. He can malntsln cdy 
t h m  scenes on the stage at once, so if any party spilt# In 
more than t h m  ways, the lllwion b shattered unlarr Jwte 

does so, choncea are that he d l  sacrlflce the whda 
produdion Inatead. Thb never foul to axasperate Jrats, 10 
he wlil emat h b  revenge In a Mtlng manner. 
His favortta ploy Is to dholva the -y o r a n d  the 

heroes, lwvlng only a atage and tho sumudhg theater. 
The props and backdmpa will all be In place, showing the 
partlcrpantl that they ware In a play. It Is areantla1 to hh 
plqn that the party accepts thb as the truth, for If* 
qucstlon It, they might vary well destroy the whde Uhmion. 
The theater the charactera sea Is not the mal theater. Whlk 
It resembk the red thlng In nearly every pertlcubr, It too Is 
a sham. Just whan tha players have become comfortable 
wlth that malltyn somethhg horrible d l  happen 0 the 
theater. If the hema dlrklkve, Jurtc creates the U w O n  of 
a n W  theater as fast M ha can, cmstlng an endleu cycle, 
each one mturnhg the actors to anothar stage and pulling 
them deeper Into his madncu. 

After what may Kern like days of thls, Juate wjll cantad 
the h- through M hagt of himaelf, e x p k l n g  their m- 
reality. He arguer that slnca ha can changethe!renrlron- 
manta by slmply WUllng It, ccntml ollmaroundthem, and 
maate entire worlds, they too am obvb*Just hh cmatbnR 
Qranted, they may be free wlllsd; but that h a dde effect of 
the c m h  dstmng charactem. If they mnah u n e ,  
he will racltetothrmthelrmwnthlrtory, demmu&athg 
kmwkdge he could not posdbly posseso othenv*c. 

Justa Is a persuasive man, erpeclsuy 10 because of hh 
charlmatlc p e n ~ ~ l l t y .  If the hemcr fall to make successful 
savlng throws w. spell drning thb agumcnt, they flnd 
themsalves under h b  Influence (as per a charm spell). 

ARer a full d, each vktlm may attempt another saving 
throw. Any character that fails lom 1 poht dln(iclligenca 
per day and begins exhlbltlng OM faca of hls panolullty 
mom strongly than any c?her-untll that facet totally 
dominates the character. A victlm may attempt amther 
savhg throw VI. spell aach day to break free, wlth a penalty 
proportionate to his lntelllgmce lou. Thus, someone who 
has l o b  2 polnts of lntelllgence would save wlth a -2 
penalty, whlk 6Omone who'h.8 lost 5 points would save 
wlth a 3 penalty. If the vlctlm h k r  the spell, he recoven 
Intelligence at the rate of one polnt per week. Theb 
personalitk. also return wlth th& Intalllgence. 

If a vlctlm reaches 0 Intelllgence, he h n m  a mlnor 
character, and hh adstance Is entlrely dependent on Justa's 
wlll. If Juste with the character to dl~ppear ,  that character's 
exlrtenca Is completely obUterated untll Juste wlUa him to 
return. EVM then, the character wlll be only a pale shadow 
of what ha used to be. UnleM the vlctlm's compatrlotr can 
somehow macue him, he la doomed to an atarnlty of servlng 
as a blt player In Juste's masterplacer. Theae vMlmr may 
be rescued in varitw way., hcludlng rrmov- them from 
the theater, desbylng the theater, or W I h  Jum. 

Jude titles each scene he has wrltten and can call up that 

is WUlIng to racrwca some cmdlburty. since Jurta d y  
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n anclent Vlstanl verse clalms that the Mlsts of 
Ravenloft hide many thlngs. A rough translatlon of 
thls passage mlght read 

The Mlsta hlde buths and lies, heroes and ulilalns, 
trlumphp and tragedies. Most of all, the MIS& hide thi 
secrets df a thousand tortured souls 

For centuries, the mostbbservant men and women of the 
Demiplane have known that there was more to the world 
around them than met the eye. Certain citizens of the 
Baruvian mountaina have long suspected that Strahd von 
Zarovlch is not the normal man he pretends to be. Some 
have slmilar suspicions about the domain lorda of Sithlcus, 
Kartakass, and O'Henna. However, when it became clear 
that It was as dangerous to be astute as to be unobservant, 
the wlsest of these citizens decided to close ranks and keep 
thelr secreta to themselves. 
No one knows exactly how many secret societies are 

shrouded by the Mlrts of Ravenloft. Thls chapter presents 
nlne of these covert groups. 

Game We 
ecret Socktlas can fuiRu many roles In a R~mm 
campaign. In moat cases, the way In which a =ret 
sockty Rtr Into a glven camp@ depends upon 
the actions and allgnments of the player characters. 

If the organlratlon shams allgnments or goals wkh the player 
charactcn, then It CM serve as a patron. Indeed, It might even 
be poadble for the h e m  to bIn the order and hdly embrace 
Its ultvnate plans. A fine axampla of such ~roups rrUght be the 
Ckie or the Keepen of the Black Feather. By thelr very 
nature. ail membem of the anchorite claw belong to the 
Church of Em, deacrlkd later In this chapter. 

A member of an evil secret society (or one that merely 
aeeks to accompllsh thlngs the heroes Rnd objectionable) 
can make a Rne vlllaln for an adventure. In such 
scenarios, it mlght even be posslble for the heroes to 
confront their enemies wlthout ever learnlng the society's 
true nature or objectives. 

Lastly, (L secret society can be used as a distraction or red 
herring. In the course of the adventure, the characters mlght 
come acroas members of a mysterious order who get In 
their way but are not the actual focus of the adventure. This 
type of encounter can easily foreshadow future plot twists. 

n aimoat wary came, a dngle objective ddves the 
membera of a secret sockty. Thla may be slmpls, 
like the death of a given d e r ,  or more esoteric, like 
an understandlng d the true notum of Iyc and 

daath. In most c a m ,  however, the memben of a =ret 
society know (and met imes  fanatically embrace) this goal. 

Not all secret socletles have clearly defined goals, however. 
Raher, some secret socletles have goals so obscure or fan. 
tastlc that none can guems or even underatand them. Thus, 
some d t h e  rocletles appamntly merdy to exist. 

Gelb 
ost of the societies described on the foliowlng 
pages guard their secrets carefully. They do not 
reveal thelr existence, membarships, or goals to 
the outslde world. In fact, most secmt socletles 

am organlred In small groups called cells. Each cell b 
composed of a handful of members wh6 know each other, 
but no one beyond thelr own group. Only the leader of a 
glven cell knows how to contact members of another cell. 

ven In a land as dark and davold of hopa as'the 
Demiplane of Dread, m e  8-k to do what is Just 
and good. 

r p k  4ttptm of tbt BhcB Ptatfitr 
A Lawful Good 8sclat society 
Let a man so act by day that he may lie happiiy on hls mat 
by night. 

The Keepen of the Black Feather exbt only wlthln the 
borders of Baruvia, and It has dadlcated it.alf to the 
deaructlon of none other than Strahd von Zarovlch. Wrklng 
slowly and mcthodlcally, they hope agalnst hope for a 
trlumph agalnst thh vamph darklord, whlch may have 
repercussloru far beyond hair ulxlsrstandkg. 

--Japanese F'rouerb 

m- 
The common members oft w p  (I mcn and 
women of lawful good allgnment who sham a ~ l R e r s  
dedkatlon to the liberation of Barovia and the destructlon of 
its vamph lord. 

The Keepers are organlred into cells called talons, each 
commandad by a Talon Chief. Unbeknownst to moat 
members of thls society, thew Talon Chiaft are actually 
infected wereravens. Above these persons pmakia the five 
Holders of the Feather. Uke the talon chlefa, thame memban 
are wereravens. They, however, are true exemplar of the 
species, not infcaad humans. 

At the head of thls o h ,  although only the flve Hokiem 
know his identity, ls Pywr Tkohundrrdrummen, a ravarkin 
(see the R~mmMcmmoa C-AppmdlccsIE 
0. Pywr's determlnstlon allow the K w p e n  of the Black 
Feather to survlve under the very eye of the darklord they 
wlsh to destroy, - 
MemkrsofUl lsr- ' - -~themMhrcshthreeways.  Flrsr, 
each member wt mvan feather somewhqre on his body. 
When a member --a to IdenUfy himself to another, he 
strikes up a convenatlon and drop the word "nest" into a 
casual quertlon. To m p I e t e  thls verbel cde ,  the mspnsa 
must Include the word "faather." Laatlv. 



a#iuni# 
The focus ofthe Keepers b, of c-, the datructlon of 
Strshd wn Zarovlch and the llbantlon of Ebrovfa. Of 
coume, thamembsn reallre that thb b not an d l y  
accompbhpdfeat. Thus, they ohen sct M a .cent *e, 
&tmpUng e help those who have been harmed by the 
actlona of the vampIra count. When the chence to strlke at 
Strahd or hlb mhrions dlrectly presents Itself, they generally 
employ mewenarks or adventurem to do ao. Of all the 
wcmt roclatles Wed In thla chaptar, the Kaepars am 
perhaps the moat iUWe In thek rhemas and actions. Thsy 
know how sharp the eye of Strahd b, and they have no wlsh 
to atkect Ita cplutlc gaze. - 
Tho actlons of the Keepen of the Black Feether are dlmcted 
from the village of Barovla, In a reCra locatlon known M 

Tha Nest. *re, In a secret bament beneath an Inn 
k d 810 s wereraven 
II welgh mi. 

M h  

I ma weep p r  men ar mar Dinn, a )tat thelr'death. 
-FrenchPlouerb 

Inhabltanta of the deaert domeln of Har'Aklr vlaw the god 
Oalrb M the proteaor of grave6 and enemy of the undead. 
The Qlasn yand (named for the lab that oslris k beUeved 
to be grean-sklnnd) dedicates belf to the sonctlty of the 
grave and the destruction of undead or thoae who defllc the 
restlng places of the dead. 

m#hnrrir 
In order to become an agent of the amen Hand, a character 
must have a Wlsdom of 16 or better and be of neutral good 
alignment. He must have never pertlclpated In the robblng 
of a grew ot looting of a dead body. 

In m n ,  a -be# must allocate pmflclency slots to 
master the hlercglyphlc language of Har'aklr (treated as an 
ancient language) and the nllglon protlclency. It 1s 
Important to note that thls language Is not the modern mipt 
wd In thet deeert realm, but its ancient ancentor. 

4mmn 
The tradltional symbols of Oslris am the shepherd's crook 
and an m a t e  flall. Thus, each member of the Green Hand 
must wield a footman's flall In combat. The flall must beer 
an Inrcrlptlon In the ancknt language of Oslrls, and a 
member Identlfles himself to another by reading aloud the 
glyphs on the other's flall. Theso MI always be a 
personallred oath dedicating the weapon to the battle 
against undead and the deflIem of the pave. 

Hdlr#kr 
The agents of the Omen Hand are generally actlve only In 
the Amber Wastes. When a grave robbar, or other enamy of 

Soma d& that many dthenuatlmptwdwomk h 
Har'akh have wcmt chunkn whom mcnrban dthm Orwn 
Hand mea, but that may not k bw. 

Errt qfnb 
AQI.otle 
Though thi 
It WlU nots 

PrwfsmUleshavesuffandMmmuchetthe~~dthedark 
powem as that ofthe Shadowborn don. For- thk 
pmud end noble llne pmduced wine of the most piau 
heroes and heroines Imaglnabla. Desplte the tragic hlr(ay 
ofthis tardy, they rsmaln dedlcsted to the service ofbuth 
and juatlce. To that end, young Alul Shadowborn foundad 
anorderoflrnlghhodknomaatheCkla.Mrmbshdthc 
C k l a  became knwnasKnightsofthe shadom S h  It. 
lnceptbn some twelve decades ago, the C i e  he8 been one 
ofthefewbrigMspotlintheDemiplemofDread. 

m- 
All members ofthe Ckle belong to the avenger c W  ud 
am of chaotlc good alignment. In sddltlon to the -1 
requirements for avengen, m e d a m  must eho have 
Wlrdom and Charlama scorer of 15 or greater. Tho 
tradftlonal weapon of this order b the long word, and aB 
membem must speciallra In Itr we. 

4rtydlbr 
A Knight ofthe Shadows Is easily mcognlzedby thora 
famlllor wlth the organlratlon and othcrs of thelr d e r .  Even 
In the most perllow of sltuatlons, e member of thb sodaty 
wlll take no stopst0 dhgube hinuelf or othsmlrc hido h& 
msmbenhip In the Clrcla. Because of this, thy are the moat 
fe- of the =ret wcletles. 

Knlghts of the shsdowr always wear plate-mall arnw 
adorned wlth the ecllpwd sun that ahnds as the -of 
the gruup. Thls Icon also serves as a clasp to wcun the 
tradltlonal black and yeu" cepe that all membsn VUT. 



gdldlbs 
The Circle seeks to bdng the light of truth and Jurtice Into a 
world seemingly devold of such virtues. l ? e y  do so by 
OPpMinB the evU of the domain lords wherever they can. 
Such actlvltks would be almost suicldal If members of thh 
order did not take such great care to protect themselves. 

While there Knights do not conceal their Identltles, UKy 
rely heavily on MfehouMls and subtle strategies to remaln 
one step ahead of the lorda who would see them 
extermlnated. Ebcauae dlrectly faclng and defeathg a 
domain lord b almost Impossible. they ORen attempt to 
crlpple them by demying their ahld Ileutanants. 

I[ul- 
The Clrcle meeta once a year at a ckle of standing stones 
located In a hidden grove somewhere In the domaln of 
Avdeigh In the Shadowborn Cluster. FaUure by a Knight of 
the Shadows to make thls pilgrimage resub In d l s m h l  
from the order. Apart from thir, the Circle has no reccgnlzed 
headquarters. 

hose who seek an uklmate balance of forces 
usually face an uphill battle In thls land of 
darkness. 

. ,  

me qfirreli ir &trr 
A L.wlul Neutrd Secmt Sookty 
Reg th@ are In hell WIlnk there I 

The Church of Lra Is not a true eecret roclety, fol It taka 
no steps to conceal Its udrtutfc. It Is indudcd in thb 
chapter, however, k s u a e  of the InRuence It has over hs 
mambsrs and the knpMtsnes It plsyrtochsrI~ctera ofthe 
anchorite class. 

as Ezra, whom they depict as a tdl, slender woman in 
flowlng, white robes. Her raven hair and eyes contrast 
sharply with her pale skln. Revered ds both protector and 
healer, she Is usually deplcted h.oldhg an alabaster kite 
shldd and a slender sword of amilar conrtnrctbpr. The 
shkld is often sdomed with I sprig of wolfsbane in 
recognlUon of her role as a healer. 

Almost anyone can becony a member of the Church of 
Ezra. Thc onlyrequirkment ir a thha oftcn copper plecea 
per yqar and an allgnment no more than OM step removed 
from lawful neutral. 

Members of the church are expected to protect others 
from harm, always coming to the aid of Indlviduals In 
dlstn~s desplte MY personal risk Involved. Slmilady, they 
must always be ready to give old and c&ht to tha sick or 

icauen. 
4ngl fsh  Prooerb 

~ h c  pracutlom~s ofthis fa& w o n ~ p  a & known only 

m- 
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InJumd. OnS ofthe commcil sayin@ In thechwrh 1s Today 
I cam for you as bmorrow you will cam for me." 

Although mpdmrs of the church are not rrqulred to identUy 
themaelves In MY way, many wear holy symbok to show 
thalr faith. Then am n m t  treqwntly d l  tokens In the 
shape of wolfsbane iprlgr or thy rapllcas of the word and 
shleld that era b raid to carry. Ddng church nrvices, 
whlch am held every flve days, members of the church must 
war whlte clothing. 

adtab0 

- 
Tha Church of Ezra has no fewer than four &tinct aecta. 
Each of theae has its own objsctives and methods, although 
they all mco~nlrs the authorlty of the central church. These 
d l v l s h  comespond roughly to the alignments of the 
members: I&bl neutral, true neutral, lawful good, and 
lawful evU. 

In addftlon, the practices of the churches In each dornaln 
Mer from one another. Thus, a church In Bamvla will dWer 
from one In plkovnla, even though they technically balong 
to the same M. Any follower can wonhip at any church, 
but wwde of thelr own domain and rite they wlll And subtle 
and lometimen dbturblng dWemncea In the practices. 

All reds of the Church of Ezra mcognlre the authority of the 
Omat CathsQral (lawful neutral), whkh la located In 
Levkamst. T h o  lewr templeb-kated In Port-a-luclne 
(neutral), l4qrdentshIre (lawful good), and Newchar Springs 
(lawful evII)-exerck authority over the varloua rites. 

- 
@fib YisW 
A l h m  NeutralSecmt Soda@ 
An u n g d @ d  &Ject remalns safe lfprotectai bg deatlny; 
stricken br/ destiny, It pertshes though well.guarded. 

4 t d l c  Rwerb 

RWlben's Guide to ule vlstan 
unrolvcld In the wake d that L-., ?or that mason, the 

, many rny.tcrias remein 

C M  CCltEw bs C w M a r a d  a Wcret SOCht)'. 

--w? 
An ancbnt vtitsnl MY@ teach that "only the vlrtsnl are 
the VktanI." To the V i W ,  thls llluro.to the fact that tho* 
who am notoftrueV*tanl blood cMnotktnmtd hauch, 
trervenuanexcellantexamplaofthemembenhlp 
PMlorOphy ofthe vhtsni. someone mt ban to vlsthnl 
parant$ b nN a virtanl. 

From timato tima. an ouwdermay Lm welcomed Into the 
ranks dtheVI8tmi. Such a penm however, must have 
done =me great rervlcs for these wandemm ofthe Mlsta. 
Dungeon Masten ahould allow chuacten to earn this honor 
only after pn *pic adventm. 

The Wnl hove m naed of symbols, algn8, or other mbda of 
- 

1 

3n lhdt . .~cd*dbnd.awlm. -  
and exhlbltar--aswmbled with an eye toward the macabre 
and supernatural. virfton to thlr mystarlow 6edlvd fhd 
tests of 8klIl. games d chance, freak h s ,  dancen, 
muslclanr, and countless ether ways to pau their t h e  and 
rpend thelr money. 

The rnaater d thls carnlvd Is M unwual and keutiful 
woman named Irolde. Irolde and her motley colbcaon d 
wandorem usually appear ouWda of a town suddenly. 
perform fora night or two (though they have been knom to 
stay up to a week), and then d h p p a r  just M mydarlwly. 
Strangely enough. rerldentr almost always know In advrna 
tbat camivd wlll k arriving m. - 
lrddenaurrr psrtamar.sd anpkymklr Camlvd kan 
ell urou Ravarbh The 
aha hasMvmblsdnehernth.buvbr, klraheh.h.@vm 
thma1Yebdtarthm any they had brlorr. hadrrb 
kccmsondbdd.'spsrfama*achamctwmuthwa 
B0lneurUrud-c OrelIcaptbml .bawy. Thb 
mignbea8alorm#ytalent, orawnacdlec(bnoddlthr 
thatcanbedbpkyed. - 
*&*.$F?gpp p? 

daacaa adlrdu 

The nmterofldde'r amployeer b not largo; MI notbns 
popk h kwrpby. Sba 
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they an caucdto work to@therfnquenty, auofher 
employees know each other. Beeawe d thb, no specid 
slgnr of mc@tion are needed. However, many of her 
performers do have a m a l l  tatoo of a rearing home on the 
back of their heah. 

iMfmtbs 
On the wrfaca, Carnival appears to be B normal enough tnv- 
ding show. h achlsllty, It Is far mora than that. W e  no one 
MMM to know exactly what the camhral and h master an 
all about, a daw things a n  apparent. The moat Important and 
smytne ofthese is the fact that *ddc aaems to have no fear 
ofthe dcinaln I d .  Indwd, In her rrarals emutld the Core, 
she harhsrbored enamlei ofthe dsrklords on more than one 
O C C M ~ .  It w m ~ ,  In fact, that thz powen, of Ravenloft's 
deadly mestem cannot affect lrolde or- under her pro- 
~ . H a v t h b m l g h t b s ~ b l e l r a q u c r U o n n o n e c a n  
answer. Iaolde appeam to have IK) loyalty to arryaw, though 
she taka great care to protea those In her employ. 
No record of Csrnlval exlsta prhx to the Orand 

ConJuncth, but some clahn it has actually been around 
much longen. lrolde and her p e r f o r m  are very tlght-Upped 
on the matter. 

Carnival haa no headquartem, unless one considers the 
wagon In w k h  I d d e  resides to be such. Thlr ordinary 
looking wagw always s h  at the center of the carnival. It io 
from thlr grand conveyance that ahe operates all of 
Carnhrat's affsln. No one, not even her performers, has ever 
seen the lnslde of thh wagon. 

wwws 

n a land MI fraught wlth evil, -me lndlvlduals are 
inevitably drawn by ita power. 

!E!6s4nwtaae 
A M W S - - t W  
Permlsslon Is needless to hlm who has the power to take 
WlthOUt It. 

- S p n l s h  Proverb 

Durtng the reign of AznlIn the k h ,  the Krugat acted as the 
state polke fom of Darkon. Beneath this VUG group was the 
,Kargatane, an sMsmbly of mortab who dld the bkkhg of 
the Kargat-though wlthout always underatendhg the true 
naturedthelrmutux 

With the apparent death of h 1 i n  and the trodonnetton 
of hlr malm Into Necropolis, many bakve that the 
Kmrgatane has ceased to exk .  In truth, the organlratlon Is 
more powerful than ever, although they now act In a covafl 
manner and $ewe no masstar. Only theh endless h l r e  for 
lmmortaltty and a fascInaiMl wlth blood drlveathem MI. 

-wh 
Nome wh04eeksto Join the hrgstane Is accepted Into 
Mefr rada. Indeed, ELI& w a n  a n  routlndy killed, 

bR7pI 
I 



execution. Her past objectives have wuaUy revolved around 
saalnhg control over the people of Martira Bay. - 
Ksmdra dire& the actlons of the Kagatsne from her 
estae on the e x s t  of the Sea of Sorrow north of Martlra 
Bay. wenaver aha need8 to meet wlth one or more mem- 
ban of the order, she ~ n d r  out a tekpathlc message, sum- 
monlng them to the ancestral crypt on that grand eatete. 

eft ImmQ et BJidltOS 

Even thou& uou know a thi 
who knows one. 

Id rhlngs, ask thc 

& 3h Pro 

The Fratcmlty of Shadows is an aUbnce of wirards and 
magkhs devoted to unravelling the secreta of the 
Demlplane of Dread. They understand that their land Is 
unique, and they seek to learn why thls Is the care. 

if the Frat.ernity sought only knowledge, they mlght be 
conridered harmlasa. Their ultimate goal, however, Is to use 
the knowledge they acquln to take control of Ravenloft and 
become the maaters of all creatures who dwell there. - 
In order to become a member of the Fraternity, a character 
must be a male wirard of some type and have a neutral 
evil alignment. 

Although all of the Fratemlty‘s leaders are illuslonlats, 
moot other typw of wizards am welcome to Join the order. 
Only those who cannot cast spells from the school of 
llluskn arc rejected when they seek membenhip. 

Each member of the Fraternity of Shadows wean a silver 
ring In the shape of two intertwined aspa. The mouths of 
thew vipers form the setting lnto which an onyx stone Is 
placed. The Fraternity presentr one of these rings to each 
member upon acceptancc; the rlng grants the ablhy to cast 
a darkness, 15’ mdlus spqll once pet day. As only members 
of the Fraternity am able to invoke thb power, demonatrat- 
ing It b a sure sign of the wearer’s loyalty and authentlclty. 

Most members of this loosely-knlt organization carry out 
their research In their home domalm. From time to t h e ,  a 
member will undertake an expedition to ieam something 
that his mawrch has not been able to uncover. 

All of the members of the Fraternity work W a r d  a slngie 
goal: the attainment of ultlmate understanding and power. 
They recognize that the Nata hide many wcret.4, and they 
strive endlessly to Increase their knowledge. it Is quite pos- 
slble that the memben of the Fratemlty know more about 
the Demlplane of Dread than anyone else in Ravenloft. 

Whlle the Fraternlty of Shadows maintains no central 
headquarters, the need for meetings between members is 
recognirad. Whenever a number of members come together, 
they will do so at a place that rapmenu knowledge and 

- 
acaume8 
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power. Past meetings have taken place (*, of course) 
at the school of maglc in Lekar, Falkovnls and at the Qnat 
Library In Port-a-Luclne, Demantllau. 

zlje otiet of at Gnre 
ACh.otle EvnzIscrst Soclew 
Day by day death appivachca llke the slaughter 
belng led along step by step. 

‘Ihc Unhoiy Order ofthe Qmve b perhap Q turnmd 

the hand of Death from the heart of Pleaopdis, thin elite 
group of undead baveb the Dandplanc dohg thdrma*w’s 
bidding. W h u t  a doubt, the moottenlbk thlngebout thh 

4 d k R  I 

group b the fact that it b c o m ~ w h d l y  oftheuving dead. 

As mentioned above, membership In the (Inhdy Order b 
open only to the rsnk. ofthe U v h g  deed. Ofthose a a -  

Every member of the Unholy Order must vlslt the throm 
of Death in the city of I1 Aluk and swear loyalty to the grim 
creature that sits upon It. In exchange for thin vow, the 
undead being k given a fraction d Death’s power, d l h g  
hlm to drain one Ilfe-energy level trwn any Uvlng thhg he 
touches. if the creature b already abk to do thh, hh DMl@ 
Increases. Thus, a vamplm who joins the Unholy Order b 
able to drain t h m  life mcrgy leveb with his touch. 

Every member of thlcvlk aUiance carries a defiled h* 
symbol from some ldwhrl good rallgkn. Althwgh thls object 
has no special abllltlas, It no longer poses a threat to thore 
harmed by g m d  holy symbols. Further proof of member- 
ship in the Unholy Order can be found in the fact that each 
these creatures bean the mark of Death, an hourglass tat- 
too, over hia heart. 

The Unholy Order operates throughout the Demiplme of 
Dread. carrying out the orden of itr grim master. exactly 
what p h  the master of Ii Aluk has for the mnkr of the 
living remains unknown, but It is clear that his undead 
mlnlons am working toward some nelarloua objective. 
Typical assignments for the agents of death include the 
gathering of life anergy, the twovery of maglcal kerns, snd 
the recruiting of potsntlsl aniea. 

Death commands the Unholy Order from the dark fortm~~ 
Mown as the Qrjm Partmu, whkh was rebultt by his 
undecrd mlnlona after being destroyed by the doomdsy 
deulce. Located at the henrt of I1 Aluk, this Is the slnlstcr 
structure in whkh the llch lord Win met his apparent end. 

It b soid that beneath that keep Ile m y  aecmtdtha 
Death m y  not yet have a c c a ~  to. if thls b the care, OM can 
rest assured that the agents of the Unholy Order am search- 
ing the catacombs beneath the Fao tna~  for such t m a ~ ~ ~ .  

tuns, Only the salf-wllled and ChsoElc OVll are Conrldered. 

- 
’ 
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ue ettect of Dracula mbht Be 6est 
Xifieneb to that of a a@fitmare. 
One cannot toucfi a nigfitmara,. 

nteig6 it, measun it, 6ut nd one uroul# * 

#eqy t8e realiB of tfie fear it pro'ttohes 
in our minh fiihe a 6ab heam Drm#a 
sets off a signal: an alnpn, tufiicfi i i a d  

once false an$ real, a sufitleget 
bkiquieting reuer6eratjqn to 'wriich OW 
I rational tn(n#s ire  B'eaf. 6ut I 

ntfiicfi the more aetrslthte appratw of 
our su6conscious kin# 6 r i w  in 
I '  lou# an# clear. 

I I 

' I  
I 1 

-& fi. Pisher, I 
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hh chapter examines three of the most Important 
rpks uwd in the R A ~  campelgn setting: 
Wcar, horrw, and madness checks. when 
qomblned with the powen checks presented In 

he md chapter, they form the core of the R A V E N ~ ~ W ~  rules. 
k is podbk to run a RAVEHLOFT adventure uslng only these 
rub  and none of the others presented In this book. 

his chapter outllnes various methoda for Mghten- 
ing characten who. mlght MY, are beyond 
fear. Mer all, what tnrly frightens a 10th-level 
vyirard? Mmlttadly, the answer to that questlon is 

nuch.P StlU, In a RAmm game, characten will see 
m.y.llm that m k  of the supernatural and macabre, and on 
thankfully #are O C C M ~ S ,  encounter thlngs the human mind 
wm h p l y  not designed to comprehend. 

liQat tf,Panr? 
Fear is the leaat of the menta1 con- dlmnsed In this 
bwk. A chbractar can kome w e d  when he sees a 
truly powmsul monster, learn of a terrlbk evll, or f i d s  
hhMaf alohe in a dongeraus place. 

tlrne or endther. If the b m o s  mceUnt6r methlng that is 
Fear comes to everyone, advenmr  or commoner, at one 

-1 

dangerous but has no great supmaturd owrtmes to It, the 
Dungeon Master should assume that It merely lnspka fear. 

mljat & I[jPlTPr? 
Horror b a m e w h a t  mora Intanafeal ingh fear. h 
order to m a t o  horror, the situstlon must came a character 
to reJect what hh sems tell him. He must be confronted 
with circumatanceo that d u n d  logic and common sense. 
In some c a m ,  It mlght be terrlbly gruesome; In others, It 
could Just k sornethlng that the hero bellwea Imposslbk. 

supernatural are commonplace, it cannot be assumed that 
any magical encounter (wen a sinktar one) wwld 
necessarily engender horror. Dungeon Masters who keep In 
mind the following example, howaver, should be abk to 
separate fear and horror fafrly quickly: If a hem watches as 
nomeone ha does not know trandorms Into a werawOK, he 
h w l d  probably make a fear check; If he watch- hb wlfe 
do the same thing, It Is tlme for a horror check. 

Because ADCD is a game In which magk end the 

a n t  & mrdntss? 
Beyond fear and horror lies the realm mddness. 
those lesser states, madness Is not a passing phas 
character experlences madness when his mind ha# 
exposed to things beyond his ablllty to accept or even 
understand. Whlle a resourceful character can cope w l h  
fear and come to terms wlth horror, he wlll flnd madnaw a 
most debilitating state. Luckily, few and far betwean ON 
those who feel the debilitating touch of madness. 

The term madness, as used In this text, Is not meanbw 
cover all forms of mental illness. Only condltlons brought 
about by trauma, shock, or abuae fall Into thh category. 
Further, the descriptions given here are not meant 
overly factual lnformatlon about mental condltions. 
effort has been made to accurately reflect the co 
described, great libertles have been taken to promote their 
inclwion in the game. 

s even a casual examination of the mechanlcs 
presented In this chapter wlll reveal, the effects of 
even a falled fear check can be truly terrible. 

p’ m Some might even say that they seem more seve 
than the clrcumstances Justify. Thls is lrrtentlonal. 

Fear and horror checks are designed to promote role- 
playlng by forcing players to have thelr characters act 
frightened In frlghtenlng situatlons. Players who know that a 
failed check can have long lastlng effects on their 
characters will begin to role-play encounters that would 
normally call for fear or horror checks In order to avold 
havlng to make those checks. Before long, this tactic shoul 
have even the most hardened rules lawyer or war gamer 
role-playlng his haart out. 

Whlle individual Dungeon Masters may wish to extend 
this grace to Include madness checks. It is r e c o m n d e d  
that even the best role-players be asked to when 
aubJected to such trauma& effects. 



Re only thlng we have to fe 

ugural Adc 

ear)s a natural aspect of the human psyche. This 
valuable safety rnechadsm &n overrides all 
other factors, leading a character to flee or hlde 
from something that might prove injurious, fatal, 

or wen damnlng. Uke a doctor’s prescription, fear can be a 
Ilfe-savlng draught when taken In moderation. 

Sometimes, however, truly terrlble events can push a 
person beyond the bounds of normal fear and Into a state of 
panlcked terror, Such an Bxcesslve volume of fear, like an 
overdose of otherwise beneficial medlclne, can lead only to 
r ~ l n  and dhaaer. Fear checks are a game mechanlc 
designed to slmulate the often catastrophic effects of fright 
on adventurers. 

A number of conditions, called triggers, can force a hero to 
make a fear check. Some of thaw ere .trlctly aspects of 
gama mechanlcr, while others depend upon the scttlng and 
ahnosphere of the adventure. 

A# a de, a bar  check krnqulred when a hem flnds himself 
mnfmnbd with M overwheimlng threat. In -me casea, the 
heromayovprrrtknatethedangef,butifhekllcvesthe 
menace he feces Is far more powerful than he can handle, 
he m y  stlli be forced to make a fear check. C o n v d y ,  If a 
hero das nat bellwe the Uveat before hhn to be deadly. no 
fear check Is usually required. 

Balow Is a 1M of some of the molt common fear check 
tdggem. They a a m  that the party feces some manner of 
molubsr or other attacker. 

Common Fear Check Triggers 
0 The Hit Dlce of the monster total more than twke thore 

The monster can lnflkt armugh &mega in a dngle 
round to kU1 the character wlth the most hit polnts. 

0 The monater Is tmmum to ali of the party’s weapons 

0 The mon#er Is at leaat two &e categodes greater than 

dthe *party C- It. 

Md 6p&. 

the largest mrmkr of the party. 

4@b-~hWwm 
Of course, all the afonmantlomd trlggsrs are baaed on 
game mechsnka Players wlll almost always be Ignorant of 
things like the Hit Dke m d t h e  monster before them. 
Howwar, fear checks can be triggered by 
events in the game as well. 



Whenever a character trlggers an 
U O ~ .  L m s  a chance of breaking the party's 

nerve. The key word here Is "unexpected." If the herma 
are watchlna a thlef search for traps. they arc not usually 

Ihbk 4 
' , 'ear Check modtl 

Moditkr Cond 
+?/-? MSglc~l d n a e  AdJument ( b a d  on Wiadom .~ . 

too surprise; if he sets one off. ' 

Aa a rule, the chance that any glven tmp wlll cause 
those who,wltness Its effects to make a fear check is based 
upon the daqage It inflicts. For every point of damage 
suffered by the target, each character who wltnesses h b  , 

'predicament has a 2% chance of needlng a fear check. 
Particularly gruesome or savage traps double thls chance, 
,while those that are especislly subtle In their operatlon 

Sudden Isolatlon: When a group of adventurers Is ' 

suddenly spilt up or an entire party flnds Itself cut off from 
Its expected escape rout?, the nerve of even the bravest 
adventurer Is tested. 

Consider the caae of a party movlng along a narrow 
tunnel In search of some terrible monster. One by one, the 
characters move through the darkness keeplng a careful 
 watch ahead and behlnd, when suddenly. the flrst (or last) 
person, In llne falls through a trap door and slides down a 
long chute. As the vlctirn. reaches the pitch black area at 
Its end, a fear check mlght well be in order. ARer all, whlle 
the,character has no reason to believe that he is in any 
Immediate danger, his imaglnatlon wlll almost certalnly 
whip up a few terrlble~fates that might be looming around 

was the most powerful member of the party, those IeR 
behlnd mlght be the ones who feel Isolated. In that case. 
they mlght well feel overcome wlth panlc while thc, fallen 
character Is standlng up and dustlng himself off calmly. 

Witnessing Somethlng Slnlster: RavenloR Is a haven for 
macabre and slnister things, When a hero happens upon 
something dark and terrible, it may be more than hls nerve 
can bear. In such caaes, a fear check Is mandated. 

If whlle explorlng the Jungle island that looks to be their 
new home, the survivors of a shlpwreck come upon the 
,remains of a cannlbal's feast, they arc llkely to becoma' 

htened..Thh is especially true if the evldence Indicates 
nlbali greatly outnumber the adventurers. 
rets: Just aa the Demlplane of Dread has its  
nsters apd beasts, so too b it rlch wlth 

and puzzles. From time to tlme, diacoverlng 

of heroes caught In a terrible storm mlght count 
d refuge In a mohastery. When'they 
that records the, demise of a almllar 
thelr hosts are vampires, however, It 
ngeon Master to mandate a few fear 

' 

Of course, If the character who vanlshed dom, the chute 

ese secrets can flll any adventurer with fear. 

character has a fear check number, determlned by his class 
and level. For details, see Appendix Three: Character 

he rolls Id20 and compares It to h b  character's fear check 
number. The following table llsb SdJ~~trnents applied to the ' 

die roll. 

Classes.) \th en a player Is instructed to make a fear check, 

I 

score). 
Character or party pbwemes a spell, maglcbl Item, 
weapon, or bltofknowb@ whkh has sbaady 
proven sflaarve agahtW partlcukrttnaat. 
Character or party pssesses a spell, m a l  
item, weapon, or blt of whkh b 
believed to be dfecthw agshstthb threat. 

+4 ArdsthrsorfeUw1p4aysrdwactahsndsngaad 
2 A Mend or ally b clwrly endangered. 
1 Anhocentbendsngand. 
2 Character has faced and defeated a simllar threat 

wlthln the Iaat twenty-four houn. 
+I Character hps faced and defeated a almllar threat 

In the pMt (but not within the last twenty-four 
' how).  
-2 Character has faced and been defeated by a 

similar foe within the hat henty-four houm. 
1 Character haa faced and been defeated by a 

slmiler threat In the past (but not within the last 
twenty-foyr hours). 

+4 

+2 

If the adlusted die mll la equal to q greeter than the fear 
check number, the character resists the terror that 
momentarlly threatened to overcome hlm. if thb h a p p c ~ ,  
play resumes normally. If the die roll Is leu than the 
character's fear check nu+, however, the character falls. 
Men thls happens, he b ovemnna by terror and, at leW 
for a few seconda, allows h b  emothwto dicta@ hb actbms. 
For theae checks, a rdl of 20 always succeeds, and a d of 
1 always fells. 

!at gmcfs a Paiinn 
When overccine with fear, herues respond in many was 
Depending upon the exact altuatlon, the Dungem Master 
may wish to dictate the actiolll ofthe charactem. If not, the 
player can be asked to roll ld6. The Dungum Master can 
then conwltthe following chart forthe remiits (desdbed on 
the next page). Modiflera can be sdded to the db roll as indi 
cated below the chart. 

TnbIe5: 
alled Pear Check Reauks (ld6) 

1. Fumble 6. f%e 
2. Qape 7. Falnt 
3. Scream 0. Honur 
4. Stagger 9. Medneas 
5. Hide 10. System Shock 

+I 

+1 

+ 1 

+I  

Modllkr Condltlon 
Character is done (or can't be qukkly machcdby 
allies). 
Character IS a spellcaster with fewer than half of 
his spelts remainlng. 
Character has lost more than half of h b  maxlmum 
hlt pdnts. 
Character has failed (I fear, honw, rn madnew 
check WttNn the bs! twen&y-whews. 
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Paw8 
A characted who ruffan thh effect k 10 atortied that he 
Jump. bo& In fear and drops anythlns he was holding, 
LnclUdlng .wyspons. A Mvlng thrnv VI. fall mwt be 
eltempted IW each dropped ltem (we Chapter 6 of the 
LWmxh M w d  Gulde). 

In the face of great fear, Indeckion o v e r w h h  the gaplng 
character. Ha stands paralyzed wlth fear for the d r e  round, 
moving only If one of hk companions phydcally fortar hlm 
to. A gaping character takes no actkn to Mend hlmIf. 
thw h i n g  any advantage to hlr Armor Clau that might 
have hemgained by a shield or high Daxtarfty score. In 
addidon. any ablke dhcted at the character g a h  a +2 
attack bonu. 

8##r 
The character scream at the top of hh lungs and jumps 
back in h. Thb uu#s hlm to forfc# any s a b n  he might 
make thhm (a&hough he can rtnl defend hlnwiffrom 
attack). In addition to this loss, the Dmgeon Master must 
~&IITI~IM tba exact rllea of the character's acream. At the 
very least, the hsrtul hero wlU draw unwanted attentlon to 
hinuelf and qmU any chance of surprlslng hlr foes. 

maw 
The character staggem back, trlp, and falls. He must make 
a succeuful Dexterity check for each ltem In his hand. or 
dmp It. Any dropped h must make a succcuful Mvhg 
throw VI. fall to avold damage. Unffl the character spends 
an action regalnlng hir feat, he Is conridered prone and. 
thw, more vulnerable to attack. 

In order to save hlrmslf from what he belleves to be certain 
doom, the hero cowen In the corner, dives under a table, 
or OuIwWise seeks shelter. If the character can And 
no place to hlde, he muat make a saving throw 
VI. paralyzation. A fallad raving throw Indicates 
that the chaEacter faints (as described below). A 
wccarsful saving throw indicatea that the 
character turns and flees In tarror (as detalled 
below). 

If the hero b a rogue or other character wlth 
the abillty to hide In shadow, he may make UM 

of thb ipeclal sklll. The panic that grips hlm, 
howwer, k 10 great that his sklll Is cut In half 
during thls hasty retreat. Alao, he may n@ use 
hlr ability if the conditions of the encounter f 

A would normally prohibit him *om dohg 10. 

Thlr charaasr dmply cannot dear with the threat klon 
hlm. Hk eye6 roll back In his head, hls knee6 buckk. and 
hd c d l a p w  to the ground. W e  the character k nc$ 
Injured by thls fall, he drop any Itam that ho M C ~  
the ltem must make a s u c c e d d  rvhp Orror VI. M t b  
avold damsga. 

4anr f 
AhorriRedChOrWhh.r~-thsnhbndndWll 

a: Paned HonwoladrRem&atowewh&fae~ 
bafsllan the chamter. Au normal modMan apply. 

accepl. mDungconMsrsa rhaddmll ag&l ushgrr#r 

Juat as It Is podble for the effecta of a falled fear check to 
bloom Into horror, so too can they grow unchedr#l into 
md-. Of courae, only a char- who has almady 
svffaad a great des1 ofabuaemedworry about thh 
posrlbillty. when this ruult appssn, the DlmgeonMu(a 
should dl agsln lulnglbbla 9 P a  M&mBsckdl 
RsRlit. to determino the fate of the character. All m a l  
modwcn apply. 

Any character who m o c k  Ws level offeer wf l  rknply 
clutch at hh chert, gasp for kmath, and-cdkp. Friends 
might assume hehasfahted, but themRh Lfsrvor#. In 
actuality, the character maters on the verge of dsath. Of 
come,  he dropa anthing he k carrying and all such 
objects must make S u c c e d i ~ I  Mvhg throW. VI. fdlor be 
damaged. 

An irrnnedlate system shock rdl mustbe mbde la the 
character. Fallurn lndlcotea that the character has, Uaersuy, 
baen scsnd to death. whne masfc might be used to revive 
hlm, he io beyond the help dthe healer's herbs and powda. 

If the I]Rlan shock roll wcceeds, the charadsrhos a 

point, and ha h instantly nduccd to 0 hlt points and a d  
to be hovdng ondeath's door (as depaikd In Chapter 9 of 
the DuaaawvMwm aUlde). If he does notncshrc panpt 
medlcal atkntbn, hewlll lw 1 hlt pohtperromdunUihe 
m c k  -10, at whlch polnt, the chsrsctsr dies. 

chance to Wrvlve. ms conrlitutlon score k raduced by o m  
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4muedq prata pbll! " -tJr- 
Throwing off the effects d a  fear check ranges In Currrcurty 
frum fairly easy (M in the cue of someone who has fainted) 
to very dllficult (a8 for thora who have been ShWd to the 
fakd  homx 01 msdntrs checks) to virtudly bnposdblo (for 
thore who have aimply dropped dead). 

While certain actlons by the alliea of the character or 
maglcal spells might aid In the mastery of fear, the folhhg 
deadptbns are the accepted standard. Unusual caws 
must, M shirays. be dealt with by the Dungeon Marter. 

-gttaclr to health. 
A character who h a  ncelved a fumble, gape, stagger, or 
scream rea& will return to normd on the next round. Hls Is 
a pasdng faar, quickly accepted and mastered. 

m-meb 
A hero who hid, flsd, 01 folnted is aomewhet worm &. In 
Each case, it dl be a full turn (tan minuter) before the 
character rauM to normal. 
others m y  try to snap the pankked hem out of hls 

bauma du& that time. Somaone who has falnted can be 
awakened wrdth smelling sah or cold water, a cormlng In&. 
vidual might be mmthed 01 m a d  by a charismatic (and 
tn~uaed) companh, and 10 forth. Tha DungeomMaster muat 
nsdvc such attempts baMd on thak marlt and pnctlcalrty. 

Characters who have been horrifled. driven mad, or 
undergone a severe system shock are In far worse shape. In 
all cases, it may be a long time before they return to 
normal. Of course, magic can greatly reduce thls time. but 
such wondrous aid is not always available. 

Rules for recovery from horror and madness are provided 
later in this chapter. Characters referred to those sections by 
Table 5 should use the rules presented there. Characters 
who have suffered system shock are either dead (in which 
case, only maglc can help them) or badly Injured. Both 
magic and normal healing can restore a surviving character 

&aIe-P@iq@ @e Pent qliecli 
Asmentlonednumcrws~bctore,theRAMu3pTgenn 
docl not focus on rules, tabks, and dlcwithough these 
are certainly important In I t s  plap Inrtesd, It is a gsme of 
nlghtmards, hemlrm, ad the Imsglnetlon. Players who 
recognize thb fact snd Nn (hdr chamcteln In acco&rKe 
with the environment must ba mudsd for thdr efforts. 
To that end, m y  player whose hero acts In a fiightened 

manner when the sltuatlon dktatea that he should do so 
becomes Immune to fear checks. Thls game mechanic is 
intended to promote role-playing by slmulathg the sorts of 
reactions that should occur in a Mghtenlng skudon. 

\ 
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he conversation UMS lnferrupted by a mlghty cry. whlch 
ing through the silent house llke fhe mice of a demon 
bouflng In a tomb! AgaIn adagain  It sounded, wfth 
*rrfbIe dfsflnctness. 

-Arnbrose Bierce 
The Man and the Snake 

n most RAVENWP~ games, there comes a time 
when the heroes ere forced to confront something 
10 terrible that they can scarcely bellwe It to be 
real. Perhaps they must watch as a loved one 

undergoas a terrlble transformation at the he& of a vlle 
beast, or endure the loathsome klsr of some blowbucking 
cmatura as It indr upon the nectar In thelr veins. Whatever 
the cause, horrlfied chsractcn will be slow In recoverlng 
from the terror ln their hearts, 

PZIOtr to mnbt n qrmr C$te& 
Exactly what causes someone to become horrlfled varles 
greatly from person to penon. Tha mere dght of M undead 
creature wlU require normal men and women to make a 
horror check and may well have the same effect on a low- 
level adventurer. Indeed, a dead @dy, especlally one that 
clearly dled a terrlble death, mlght also overwhelm such 
characters. 
Aa a rule, horror is e much more emotional state than 

fear. The latter Is a basic survlval lnrtinct which, to KWRC 

degree, every penon experl~ces.  Honor, on the othu 
hand. occum In mgmenta d great anguirh, grief, or 
repugnance. Horror, It can be raid, forms the boundary 
between common fear and Um cdhpse into madmu. 

Whlle It Is Impossible to MY for certsln how any 
lndlvldual will react when exposed to a potentially horrHk 
sltuatlon. the following guld.lines can help detennlne how 
members of various charact& classes mlght rwct In 
certain situations. 

zuarrim 
Wanion, especblly those who have been adventuring for 
some time, are generally usad to sights of death, battle, and 
violence. They have probably wen Mends die In battle 
before and are not going to be shaken by even the most 
gm-e scene of carnage. 

and the supernatural. Whlh ahc rlqht of a wlrard coating a 
spell Is not going to .hock them. the effects of that spell 
mlght. A warrlor's world Is bunt around arms and battle; 
maglc that defies the rules ha has come to Ilve by wlll 
certainly rattle hlm. Macabre and supernatural thlngs 
whlch a wlrard mlght accept without bllnklng are more 
than the average warrlor is used to dealing wlth. 
Wltnasslng the  effect^ of a m s d u ~ ' ~  gaze, watching the 
vlle feeding d an Illlthld, or feeling the chllllng touch of an 
ethereal. invlslble creature mlght horrVy even the most 
stolc of warrlors. 

On the other hand, a warr)or b not accustomed to magic 

PDUrlf 
Wards are, in many ways, mirror Images of the warrlon 
they travel with. Thclr Uves revolve around mtrm and 

m y r t e h  pursulta, making them more redstant to 8lghta 
like tranrtorm~tk~ and spectral beings. lnterdlmsnrknal 
creature8 and rclntlllsthrg portals bdhg to bbaph- 

wizards expect to find arwnd every comar. 
On the other hand, a wirard doer not haw the warrlor's 

taste for battle, death, or blood. S- d carnage urd gore 
generally revolt them. A h ,  kcsura of thdr keen intahts, 
wkardr can romstlmes MIIM thatrwtarron ofa ryUatbn 
long kfaa thelr alllea really understand what is happening. 

As WWM~S of the many god. of the multlv.r#, prtcrtr en 
glfted with a -14 of well-bdng and conRdarce that many 
other charactm bck. Thelr W that theh only plrpore In 
UFO is to serve their patron delty proVrdar cham with 
m * W c e t o  things that others might And horritlc. 

Uke wsrrton, they normally do not fear battle and 
combat. In thair mles M pmtacbm of the falth, they haw 
seem w s n  and death. As h e a h ,  they havemoved among 
the wounded and dying. The perlb d the phyllcd world 
uruaUy do not 

wlsrds, they en not Ukdy to And thenudvea maally 
overwhelmed by even @a mort slnbtu of magka. 

regwofctcmal suffering are the wrb ofthIl+thst 

prbffr 

horrific to theme v a M  wub. 
slmuafiy, prksta m fmnuhrvwI m @ c  and the 

supematurd. whnenotw Dtwped h thenmcabre as 

It is the very &an& 6fi.the pdartthat a b  hb 

Ulauthhgn rhat CilsllSDorhh rsllolQw bolw.orthe 
t e a & h g a d h l r ~ A c t a d t 8 r r n l k ~ m  

nthe--cs-thep*lt(owt&chb 
god's pavsr Is lhlted or even NJlllbd b 0 ghmn m. 

m 
dirncuit to porkb s w n g  w i l r u r  a WIWM WIII 

traunvtbewenthemodpbu~&dc.T&bupddbybur 

No claw b mom diverse thatha drogues. mddrpil 

and wlU notho~thamhcmer. Some m v l k  chardam 
who bade In death, murder, and a a n n k d o n .  'Ih.re 
bdgandr am as wed to carnageor gore us any WMkr and 
perhaps juat as wlnarsble to slghta of maglc and the 
macabre. Others, jewel thkws and Uta Hke, may be b.l 
acclatomed to death or battle and d l  Fear the 
supernatural or dlabollcal. 

Whatever their chosen pmfsulon, h c w ~ ,  all ruguea 
depend upon secrecy and stealth. Nothlng b molc 

Mghtening to a rogue than the MIUO that ha Is e x p o d  and 
wlnerable. A canfully hidden rogw who har watched a 
norfaratu &ah the blood of a young w m n  might be able 
to bear the slght with only mhror nvulrlon. Should tha h a d  
creature then turn and lookdimctly et hlm. making It daar 
that he Win be the next victhn, the true horror ofwhat ha has 
lust soan comes crashing down upon the hero. 

Ijow 90 mn&t n .rirrrot Qtteb 
Waking a horror check Is coductd h acactlythe sann 

called upon to make a horror check. he rdb I=, a p p k  
any relevant modnsn, and COmpMI the to(.l to a targat 
number deaarmlned by his chsncta's dsu md kwl. (For 

b r h h  0s (I fear ehadr Or MVhg h. !V?lOll a phyU b 

-, M a  Asaadbc - Qlurcta cbma.) 



- 6  Tabk 7: 
IOI Check M o ~ K ~ I s  rallcd Horror Check Res 

1. Fear 6. Fte 
+?/-7 hgica l  defense adJustment (basad on Wldo... 2. Aversion 7. Mental Shock 

score). 3. Nlghtrnare 0. Fascinatlon 
+4 

+2. 
+1 
-1 

-2 

-4 

-1 
-1 
+1 
+1 
-1 
+1 
+2 

+1 

-2 

I) -1 

A relative or fellow player character Is 
endangered. 
A friend or ally is clearly endangered. 
An innocent is endangered. 
An innocent wlllingly partlclpatas in the horrifk 
scene. 
A Mend or ally willingly participates in the horrific 
scene. 
A relstlve or fellow player character wllllngly 
partlclpates Ih the horrlfic scene. 
Character is of good alignment. 
Character is of lawful allgnment. 
Character Is of chaotlc alignment. 
Character Is of evll allgnment. 
Character Is in close quarters (no place to run). 
Charaacr is in an open area (mom to run away). 
Hero has overcome or endured a rlmilar scene 
wWlin the past twenty-bur hours. 
Hem has overcome or endured a similar scene in 
the past (but not within the last twenty-Four 
hours). 
Hero h~ been horrlfled by a slflhr scene wlthln 
the past twenty-four hours. 
Hero has been hordficd by a slmilar m n e  in the 

(but not within the Gst twenwfour hours). 

If the rnodlfied roll equals or exceeds the 
)target number, the character ShNgS oft the 
effms of the scene and may contlnue 
normally. This is not to sdy that he remalns 
utterly calm or unmoved by the things ha has 
awn, only that he is able to cope wlth hls 
horror and suffers no measurable penalty. If 
the modlfied roll Is less than the target 
number, the' character has been overwhelmed 
by the horrors around him. A roll of 20 always 
succeeds, and a roll of 1 always falls. 

The many and varkd resub of failure are 
dewrlbed below. 

%fie @e& ot Paflan 
A horrified character wlll And the effects of this 
highly emotlonai state both lasting and 
debllltatlng. When a character falls a horror 
check, the Dungeon Master should roll Id6 
and consult the followlng table. Modiflers to the 
die roll and a descdptlon of each condition 
appear at right. 

L 

4. Rcvulslon 9. Madness 
5. obituion 10. System Sh 

Modllkr condmm 
+ 1 Character Is alone (or cmol  be quickly reached 

by allles). 
I Character Is a spellcarter with fewer than hdf of 

hls spells remalnlng. 
I Character has loat mom than half of his mdrn 

hlt points. 
I Character has falled a fear, horror, or. madneu 

check wlthin the last twentyfour hours. 

Etrt 
A fearstruck character has managed to a d d  the horror of 
the scam before hlm, though he stlll buccumba to fear. In 
such cases, the efkct of the felled check Is molved udng 
%Ma 5 Palkd Peer Check ResuRs. No dla modifiers apply 
,to M S  roll. 

at*rirr 
The horror of the scene proves too much for the character 
to bear. He whirls and fins, moving at hls maxlmum rata fo 
one full turn (ten minutes). At theend of that tlme. he 

.. 

comek to hlsbbnses. For &e next month or so, however, 
canna bear to go within fifty feet of the place w h m  the 
Fall& check occurred or MY Idantical places. 

If the chsrscter lo forced to vklets there,msWdom (or If 
accidentally does so) he must sttempt enother honw check. 
A s u c c d  check a h  the chamctertb rsmsln in the pres 
once ofthe horrlfk scene, but he srdfan a 4 pcnatty on all 
attack rolls; saving t h m ;  and faar, horror, and madness 
checks whlb In the m a .  Should the character fell this - 
horror check, the normal of such apply. 

At fint It appears that a character who rolkd thlr nwltr 
slmply fearstruck. Hls lmmedlate actlonr are datemined by 
rarolllng and consulting Tabla 5. The neat time the chancte 
trles to sleep, however, it becomes clear that he is badly 
traumatized. 
As awn as the character falls asleep, he begh to have 

terrible nightmares in which the horriflc events play 
themselvar out repeatedly. Wtthin half an hour a h r  ratlring 
(M6 minutes, to be pmclw), the hero suddenly awaken8 
wlth a terrible scream. Every attempt at sleep wlll have the 
same result, leaving the character an exhausted wreck. 

without a full nlght's rest, he suffers a cumulative -1. pens 
to all attack rolls, savlng throws, and ablilty/pFoRclency 
checks, up to a maxlmum penalty 01-4. 

A sleepless nlght also denlas the cha 
heal. Thus, the only way that someone 
nlghtrnares can recover from InJuries Is 
Characters wlth the ability to regenerate can s 
the character is a spellcaster, his inablllty ,to deep 
fm=mible to rest and m e m h  new qmlh~ *= 

lpwbrnr 

For every twenty-four hours that the character 



nightmares also disrupt attempta by psloniclats to rest and 
meditate, those charactem are unable to regain expended 
PSPs whlle suffering from nightmares (aee the "Psloniclstr" 
section In Appendix T h e ) .  

In short order, a leeple~  nights wlll begin to take a toll on 
even the mwt hardy Individual. For every week that a char- 
acter d e n  from nightmares, hls ConsUtution score tern- 
porarUy falls one point. Any -letad benefits, like bonus 
hlt poinu or savlng throw adjustments are affected as well. If 
the character's Comtltutlon score fplh to zero, he dies. 

A sleep spell CM ward off the nightmares for a tlrne. A 
character under the effect8 of such magic wlll be able to get 
enough rest to memorlre new spells or regaln BPs. In 
addftlon, someone alded with a slecp spell wlll not recelve 
penaltlea to hls attack rolls, Mving throws. and the Uke. 
However, this supernatural slumbef b not sufRcient to allow 
normal heallng or prevent the loor of Conatitutlon points. 

Rcvulslon is a more powerful form of avenion. In additlon to 
the efkcts descrlbad eariler, the character b unable to stand 
the presence of things even vaguely reminiscent of whatever 
horrtRed him. SomaOnc forced to watch as a nosferatu 
drained the life from h b  younger sbter mlght find that the 
slght of red wlne, a cut of rare meat, or even the trickle that 
follows the nick of a shaMng razor will fill hlm wlth m l s l o n .  

An obsessed character suffer8 the same negatlve effects 
auoclated with nightmares. HIS nights are 10 flied wlth 
vlslons of the terrlble thlngs he has endured that hls health . 
gradually deteriorates from loss of sleep. The use of a sleep 
spell provides the m e  relief to obaeswd characters as it 
does to those suffarlng from nightmares. 
During the day, however, the character's mind r e m a l ~  

clouded. He will speak about the horrlfylng went constantly, 
describe everythhg In terms relatlng to it, and mumble to 
himself about It when he Is alone. 

Such slngle-minded dcvotlon hM negatlve effecta even 
beyond those suffered by the vMlm of nightmares. 
Because of the hare that dulls the parceptlons of an 
obmswd character, he sufkm a -1 penalty to his initiatlve 
and surprise rolls, kglnnlng Immediately after the failed 
horror check. Each week that passes Increases thh m&er 
by ond point, to a maximum penalty of 4. 

An enraged character becomed instantly overwhelmed by 
the desire to destroy the thing that offends him. If he Is 
powerful enough to succeed, then this Is not a terrlble result. 
If he Is not, then rage can be fatal. 
The enraged character must mwe toward the cause of 

his horror at h b  maxlmum movement rate and engage It In 
melee combat. It b lmposslble for M enraged character to 
use spells, psionlc pmven, or ranged weapons. HIS mlnd 
reverts to a state of primltlve fury that only brutal vlolencq 
can mollify. 

So feral has his mlnd become at thin point that he casts 
aslde anything In his hands that ls not a weapon. Each of 
these I t e m  muat make a successful mnrlng throw vs. fall to 
avoid damage. If the character dcm not have a weapon 
available, he wlll aiiher attack wlth h b  bare hands or grab 

-8 

Okudra  

U P  

up some manner of bludgeon. 
A chsncterwkh a shield or other obJ& in hand might 

avoid dlwarding It (as mqulred above) If the p h y r  steta 

wielded as weapons may well be dsmaged or W y e d .  In 
such cases, the Dungeon Master might require the player t9 
make a succes6ful raving throw VI. crwklng blow br the 
Item to avokl such a fate. 

Each pttack Qt dama#e roll made by the enragad 
charactsr recdm a +2 bonw because of the fury rurobrg 
through h b  murclea. However, the bartkl nature d thb 
Ieavea the character expond to atlack, for hb thlnks UtUe 
about wif defense. This causes him to lose any bendlh due 
to a shield or high Dexterity score. In additkn, all &kea 
directed at him receive a +2 athck bonuk 

So powerful a rage b notesrllythrownoff. Even after the 
character slays the obJect of hh mge, he wlll continu@ to 
strlke at It. If such a character b M to hlmult, he Is entitkd 
to amake a n a w h r  checkcvsry thlrdmund. Success 
lndlcates that he has come to hlr -I.  fail^^ results in 
another thm rwndr of rage. 

rUryona W h O ~ p t s t o ~ t h e ~ C h l U S C W  
* wnl become his new target. Mtlgkal rpeb. Hkc slaap or 
UnONon can end the charscter's fury without drawhg hh 
attention. 

Another player character can atampt to talk the 
character out of his rage. Such an m p t  rCquinr one 
round and a successful Charisma the. If the check 
succeeda, the enraged character comes to his -. if It 
falls. he contlnuea to batter away at hb target. An 
unmodllied d l  of 20 indicates that the enraged character 
feels betrayed and wlll tmnrfer hls raga to hh Iriend. 

For the next month or 10 (am "Recovering from Honor" 
Mow) the charr&er may be thrown Into a rage whenew 
he encountem a scene or cnahuc rknikr to the object of hh 
horror. At such Umea, a new horror check ismade, whh en 
addftlonal-2 penalty. If the check fails, the chwacwr 
becomes enraged agah. 

Sanetimes, the only mponae ona b cspabk of whan 
confronted wlth mathing honibia la sbnple Inaction. In 
such cases of mental shock, the chamcter's mhd sema to 
slmply shut down, cau9Ing him to stand and rtara at the 
denalve slght. 

A character suffcrlng from mental shock will take no 
actlon to defend hlmralf, even If at@cked mpmtedly, Thus, 
he gains no bendit to Armor Clsr for a shield or hlgh 
h x t d t y  asom. Obvlowly, such d character cannot attack, 
caat spells, use pslonics, or take any other action. A 
shocked charpcter wlll follow a companion only If dmgged 
along. Such movement is Involuntary, however, end ir 
llmlted to haif the normal rate of W atunned chander. 

It may a b  overwhelm the character. Such an exper€ence 
entlth$ the character to another h r  check ( a l W  wlth a 
-2 penalty). Fallure Indicates that he again finds himself 
gripped by this terrlble amction. 

Eminam 
Fasclnatlon In many ways resembles obaemkm, mve that 
thevlctlm appean toopenly einbmce the wtht w. 

M ~~ to U M  It 09 Mudgoon. of COUl'M, fi@4 Ob@b 

rnmwad 

Fuwr encountan with the horrMc scene or one slmllar to 
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H 
fled hlm. He spends every waking and sleeping moment 
thinklng about whatever he has wen, and he even begins to 
incorporate It into his personallty, resultJng In a degradatlon 
of hla own character. A classic example of such behavlor 
can be Kcn In Renfleid's attempts to emulate the honlfk 
h-draining actlons of h b  master in Bram Stoker's Dracula 
These c h a w  In a character's personallty cause him to 

become more and more offensive to those around hlm. On 
the day aRer the character la horrlfiad, hls Charlsma and 
Wisdom each fall one point. At the end of every week, an 
addltlonal point Is subtracted from each abillty score. When 
either (or both) of theae scores reaches zero, the character 
is assumed to have been driven mad. At that time, the 
Dungeon Master should roll on Table 9 Palled Madness 
Check Result. to we what form his lunacy takes. 

Should the character come into the presence of the thing 
that horrified hlm (or something slmllar to it) whlle stlII in 
the grip of hls fascinatlon, hls condltlon will manlfest itself in 
one of two ways. 

It at ail possible, the fascinated character will join the 
scene. He will not join It if doing ao would clearly be 
sulcldsl, but he may well give away the locatlon of the party 
or other secreta without concern. 

uld It prove lmpssible for hlm to undertake that 
c , he will set aside ail other concerns to observe and 
sway the scene. During thls encounter, he will take no 
action to harm or dlnrupt the horrid scene and its 
partlclpanta. although he may allow his companlons to do 
ao. Only If they dlrectly challenge his actlons will the 
fascinated character act against his companions. 

The strain of recent events proves too much for the 
character. Somehow, thls horrlfylng scene causes his mlnd 
to collapse Into madness. The Dungeon Master should skip 
to lbble 9 Pahd Madness Check Results to determine 
what happen8 to the horrified character. All normal 
modifiers apply to thls second roll. 

mriuu 

11UtnBrnh 
Just as the Icy grip of femr cm sh the life fmm a man's 
heart, ao too CM the effects KH drive him to an early 
grave. A player who rolls thk .--It must make an instant 
system shock sunrlval roll wlth a -10% penalty. 

A falled roil causes the character to almply fall dead. At- 
tempts to revive him wlll fall, although maglcal m a n s  might 
be employed to thla end. If the IOU b succedul, the character 
has a chance to survive. Hb Conlltihrtion falls one point to 
reflect the sbaln on hla health, and he b Instantly raducedto 0 
hit polnts. If he doaa not receive immediate ald, the character 
wlll lose 1 hltphtperround untll he reaches-10, atwhlch 
polnt he dkr. Complete rule8 governing thls condition are 
detalled in Chapter 9 of the Ltrs?c# Msm &&le. 

In either case, the character drops MY Item he was 
carrying. A aaving throw vs. fall should be made for each 
item to determine whether or not It sustains damage. 

&cooeriqg Erom Romt 
Some effecta of a falled horror check may be set aside more 
easlly than others. In most cases, however, a horrlfled 
character will feel Its for several weekn. 

puurg;ltrtb 
Characten who suffer from an aversion are the least 
affected by what they have reen. By mentally bracing 
themselves and trying to underatand what lies at the heart 
of their trauma, they can generally reatore themaelves to 
normal In a few waeks. 

At the end of every fortnight tollowlng their perllws 
encounter, these characten h l d  make another h m  
check. Success Indicates that the character has won h b  
battle against horror and returns to normal, although he will 
probably always be somewhat affected by the thhg~ ta 
exposed to. If the horror check falls, the character conl 
to suffer for andher fortnight, when he can awin sttemp IO 

throw It off. 

n w -  
OUNr effecta last longer than a v d o n .  Once per month, a 
character who wffen from nightmsns, revuldon, 
obsession, or rage can attempt to escape his menW bond8 
by maklng another h m  check. A falled attempt at 
recovery Indlcates that he must endure hls burden for 
another month bdon attemptlng again. 

Those shocked or fascinated by what they have aeen WYI 
have a much harder tbne supping the bond of h r .  wle 
the sufferen described above, they are enwled to sdd#knal 
horror checks each month. Success Indkates that they 
leave their fears behind. In the caw of theae maJor effects, 
however, the checks each bear a -2 p e ~ l t y .  

A character's recovery from a faikd h m r  check can be 
greatly speeded wlth the ald of magic or psknics. A mt 
spell could erase the memory of the h d f l c  event, for 
example, ehlnatlng the trauma aasoclated wlth It. other 
psslble cum might Include psychic surgery or the 
judkious uae of hypnosls. Of COUIM, both a wlsh and 
llmlted rolsh spell should prwe efficacious. 

Of course, the human mind (erpaclally when it has bnn 
traumatired) is not somethhg to be tunpemd wlth by the 
unwise. Dungeon Masters should canfully watch the Muow 
of those treatlng the horrified, for the mult of fsllura ndght 
well be madnose. 

mrirr- 

m ~ i 3 p a s ~ ~ m w  

&oIe-I?Iqttqg tlje ljomr qljeck 
Just as a player can avoid the negative effects of a fear 
check by having hls character act In an appropriate manner, 
aotoocanhencgatcthegame~ofhorror.Ifthe 
Dungeon Master feels that a player character Is mpondine 
to horrwC scenes wlth the plopcr revulrion and diaggud, he 
need not require that character to make a horror check. 

In aome cases, the Dunseon Master may w l h  to roll for 
the effecta of a fslled horror check, arking that hls player 
incorporate only Its role-piaylng effecta rather than Impose 
the game mechanics indlcated. If player is up to such a 
demanding bIt of role-playing, he can greatly enhance the 
macabre realism of the game. 
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f a  sane dog fights a mad dog, It Is the sane dog's ear that Is 

-Burmese houerb 

he human mlnd is truly a wondrous thing, both 
complex beyond our undorstanding and powerful 
beyond our measurements. Sadly, it is also fragile 
and finely tuned. When confronted by the terrors 

and abominations lurking In the swirling Mists of Ravenloft, 
the careful balances baween logic ahd emotion, reality and 
Imaglnation, can be shattered. Thus, those who wander the 
Demiplane of Dread end up In asylums as often aa they do 

b 
ofttbzpathu, mcdalllon of= mirror of mentalprorucsq 
and thought bottle. 

Of course, p s ~ c l e t s  (especially tekpsthr) regubdy pear 
lnto the minds of others, m they must constantly be on theif 
gwrd lest they allow the seed ofmdnessto take mot in the 
fertlle dl of thdr brains. Even an exchange of bk*n in 
psionkcombstcanresultinmsdnsrrifonehnotpnpaFsd 
for the touch of an opponent's mlnd. 

Dark Thoughts: Once two mlndr have embraced eoch 
other, the Dungeon Master must conrldar their dRnity for 
each other. After all, a traIned telepath Is not Ukdy to be 
dlshukd in Ma least as he rlhr thruugh the thoughts of 
another human being. Of cwme, if he cllscovers that the 
suppowd human is a d o p p w ,  he may be in fa 

the grave. 

ultimate form of both fear and horror. A person confronmf ' 
with a great menace oRen allows his animal Instincts to take 
over. As fear grlps him. he tu rn  and flees. When it becomes 
clear that there is something macabre and supernatural 
about the menace. his senses are shaken, and his bask 
view of the world is disturbed. In the presence of such a 
threat, horror thus replaces fear. Lastly, repeated assaults on 
mlnd and body can endanger the viNm's sanity. It Is then 
that madness overwhelms the character, allowing him to 
escape the horrors of the Demlplane by retreating into an 
Imaginary world of his own design. 

arbca ta make a madness qrbctk L attsln such contact.) 
Thankfully, very few occasions call for a hero to make a 
madness check. The wverlty of this condltlon Is mltigatsv 
only by kn relative rarity. 

Certain events can mandate madness checks, just as for 
fear and horror checks. These rare events are bruught about 
by the actions of the character as often as by the twists of 
fate and the world around them. 

8 ~~mrnethlng of a shock. Mental contsctwlth any ofthe 
In game terms, madness can be thought of as the ."I 2 -;fil ?$oilowhg typcr of cmatum Is auumed to rrquke a 

.madness check 

. 
I- Thore who am utterly lnhul"h such Oa bahdden, 

morkoths. and cloakan. 
0 lntelllgent plants, such as doppleosnoer plants, 

phycnnlds. and Ireants. 
0 C ~ a u e S h t h c ~ O I ~ ~ ~ w d r M i k n d r ,  

fire elamentais, and g o h  ( W e  the anlmalhg force of 
"-, ' a golem Is a minorcreahne fromthe ELmmtal Planes). 

'0 Creatures ofthe W ,  such mMht horror8 and My 
. ferrymen. (This does not Include the dark powem whpt 
. it Is certaln that contact with them wwld raquln a 
': madness check, It has always p w e n  impoulbk to 

0 The lord of any Ravenloft dansln. 
0 An Insane mlnd (that Is. anyone suffering the effear of a 

falled madness check). 
A mlnd currantly dominated (urhrg &her rnaglc, Mhust 
abilftbr, or paionics) by any of the above. 

Ik many other type8 of contact CM mpim a chamctu 
' *,I' ,to make a madness check. the above ult indketns the mors 

Dungaon Masters should have no ppbkm deckUng wllaher 
any other given mstun foul lnto thlr csteeory. 

M n c t B L ~ ~  
One of the mort common triggers for a madness check Is 
direct mental contact wlth an aUen M insane mlnd. When 
two charactera link minds, each must deal wlth the thoughts ; 
and mental patterns of the other. Thus, it matters llttle whlch 
side establishes such contact. 

Maldng Contact: A number of rpelis and magical items 
might allow a character to glimpse the minds of others. 
When the character examines the mind of a mature similar 
to himself, he faces no danger of madness. However, when 
he crosses certain racial and mental boundarks. madness 
becomes a distinct posslblllty. 

Among the wizard spells knom to c a w  madness are 
Bloodptonc's mhtluljolnlng, Strahd's Mghtfuljolnlng, 
contact otherplane. E% know allg~nent and whrd slght 
By the same token, priest magic can alm endanger the 
mind of the user. Among the spells that can threaten the 
sanity of a character are c(xRIIIwe, detect lle. dlulne 
hplratlon. genlru. group mlnd. ldek know allgnmmt, 
mhd mad, rappwt, spcak wlth dead, thought tnvadcast , 
and thought capture. . situation. 

Many magkal i t em afford contact with other mlnds and, .I 1 
thus, also carry the rlsk of hplrlng madness. These include . 

, the Dungeon Master will feel that a msdneu 
.'check is In order when no pnvlour fear OT horror chadc has 

++ Flpeen made. Tho following is a list of posrible hm 
:*:>+lnw 

The character has wltnerwd the dertluctlon of the rest 
of the party and n w  stands done In a very dangerous 

The character is a paladin, ranger, pas t ,  or other 
character with speclal abilltks who hsr bund hlwlf 
stripped of these powem for mbdaede on hb put 

' 
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0 The character has undergone an lnvoluntary ellgnment 
shift or suffered aoma sMlarly overwhalmlng mental 
transformallon. 

0 The character has been aublected to some physical 
transformation far beyond the bounda of the normal 
world (for Instance, his braln has been placed In the body 
of a golem pr, worse yet. now floata h l d e  a glass Jar). 

Not everyone who has been drlvan mad traveled that road 
unaaslsted. Many are directed, or even forced, down the 
path of lunacy, 

Mgkal  Indunmenk It ls posslble for a character to be 
affected by a maglcal spell or even placed under a c u m  with 
the sole puqmse of drlvlng hlm mad. Examples of thb terrlble 
fate are far more common than one would llke to bellevc. 

Dependlng upon the strength of the maglc loosed on hls 
mind, the character may be forced to make a madness 
check or even be automatlcally driven lnaane. Examples of 
the former mlght Include repeated appllcatlons of a h y p m  
sls or neuenndhg ntghtmare spell, while the latter mlght be 
llmlted to spells as powerful es wlsh or lImltecf ulsh. In 
either case, the Dungeon Master has flnal aay In the matter. 

Qa.llggMlng: When someone seta out to drlve another 
perwn rpad, the Dungeon Master mu6t determlne the 
effectlvemr of the effort. If the perpetrator haa magic at hls 
disposal, then the tnformatlon presented above applies. If 
not, the perpetrator must attempt to gasllght his vlctlm. 

Even wlthout the ald of magic, the evll Dr. Dominiani has 
worked for many years to drlve hls unsuspecting patlenta 
mad In hopes of studying the process and devising a cum 
for l t -an admirable end, to be sure, but a less than noble 
means. Other examples of gasllghtlng might Include a 
husband who wsks to rld hlmself of a shrewlsh wife by 
drlvlng her mad, or a woman who marrles wealthy men and 
then shatters their mlnds hoping that they wlll klll 
themselves and she will lnherlt thelr fortunes. 
These guldelines are intended for uae only on nonplayer 

characters. Dungeon Masters should not allow someone to 
gasllght a player character slmply by maklng a die roll. With 
that understood, the followlng conditions must be met In 
order for a character to attempt to gaslight someone: 

0 The perparator must have higher Wlsdom and 
Charlsma scores than those of his victim. 

0 The perparator must be a close end trusted companion, 
Mend, or family member of the vlctlm. 

0 The perpetrator must ramaln In close proximity to the 
vlcUm fa thlrty days, during which tlme he uses hls 
Influence over the character to convince hlm that h b  
sanlty Is sllpplng away. 

Illiw8&mlh$Jt 

At thu and of thirty daya, the victlm must make e 
madness check, with all of the normal modlflers. If the 
madnem check falls, the vlctlm suffers the normal &e& 
of such a mlshap. If the check succeeds, the character 
realsta the efforts of the perpetrator. In eddltlon, the vlctlm 
Is entltled to a Wlsdom check whlch, If successful, allows 
hlm to realize what la belng done to hlm. If the 
perpetrator's actions are not discovered, he may continue 
hls efforts and force the vlctlm to make another check In 
thlrty more days. 

i 

As his victim attempta the forced madness check, the 
mental assallant must make a powers check. The chance 
that he wlll fail this roll io equal to hls own Wirdom score, 
since clever individuals use more diabolical meana to forte I 

Madness checks are made In exactly the same farhlon OS 

fear and horror checks. When a player makes a msdnero 
check for hls character, he rolls ld2O and appllM the 
modifiers Ilsted below to the result. 

n#.& 
MadnessChakModubm I 

ModMar C o n d h n  
+?/-? Maglcal Defense AdJusfment (based on Widom 

score). 
-1 Character is of Chaotlc aUgnment. 
+1 Character la of lawful alignment. 
-2 Hero has been horrlfled by a similar scu thln 

the past twenty-four hours. 
-1 Hero ha& been horrlfled by a slmllar ecenc In the 

past (but not wlthln the last twenty-four hours). 

If this modlRed total is q u a i  to or greater than the 
character's madness check number, as indicated by hls 
class and level (for detalls, 8ee Appandlx T h m  Character 
Classes), he successfully masters the assault on his mind 
and retalns hls sanity. If the roll Is lower than the target 
number, however, the character falls the madness check, 
and deep wlthin hls psyche, something map. A d l  of 20 
always succeeds, and a roll of 1 always falls. 

When a character falls a madness check, hls mind may be 
damaged in many ways. The exact nature of a character's 
lunacy can be determlned by comultlng the table below, 

R 1: 

Fakd Madness c Rewb (ld6) 
1. Horror J. Schlsophmnla 
2. Depression 7. Paranole 
3. catatonla 0. Amnesia 
4. Delusions 9. Multlple Penonslltks 
5. Halluclnatlons IO. System Shock 

+1 
+1 
+1 
+I 

Modilkr Condition 
Character has a Wladom of 9 or less. 
Character has a Charlsma of 9 or less. 
Character b of chaotk allgnment. 
Character has failed a fear, honor, or madness 
check wlthln the laat twenty-four hours. 

Eoch of the types of madness llsted on lbbk 9 has Ita om 
unlque effect on game play. The tollowlng entrlea describe 
these mental allments in detall. 

Some characten are forhmstc enough to be able to throw 
off the effear of a madness check, 

4- 
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hazards aasoclsted wlth horror. When W m l t  appears 
the Dungeon Master should refer to Wb 7: Palled Honc. 
Cheek Results. All of the normal modifiers apply. 

A chon 
mental shock can even lase the wHto live. Such s 
d e p r e d  person abandons all Interart in life and dteatvely 
becomes a living mmble. Such a character wlll inltlate no 
action, wantlng only to be left alone. In any glven sltuatlon, 
the character h 50% llkely to do nothing, regardless of the 
matter’s urgency, even If his personal well-being seema 
threatened. 

If the rdl indicates that the character Is not Interested in a 
situakn, he will simply stand stlll, sit motionless, or wander 
a m d  aimlessly. Any strike directed at the character 
recehres a +4 attack bonus, and the depressed character 
automatically fails all savlng throws. 

If the character does take an Interest In the rituatlon. It 
wlll be only e minor one. He wlll follow lnstructlo~ glven to 
hlm by hls Menda or companions (preferring to obey the 
directions of the character wlth highest Charisma score over 

, all othen). He undertakes these actlons Ilstlessly. however, 
receiving a -4 penalty to all attack rolls, saving throws, and 
pmflclency checks. 
In either case, the d e p r e d  character h stlll subject to 

the dkts of subsequent bar, horror, and madness checks. 
However, his absolute lack of interest actually provides a +4 
bonw to all such rolls. 

m w  
whose mlnd h wbjoctd to a truly terrible 

J 

clddrrir 
When a situation prove8 too overwhelming to deal wlth, the 
mind sometimes clows Itself off. When this happens, the 
character collapses and appears to be In an Incredibly deap 
trance. A catatonic character wlll sit motionless, responding 
to no external stlmull, regardless of events around hlm. The 
ksln simply refuses to acknowledge any lnput it receives. 

Because the character remalns utterly motionless, he 
cannot defend himself In combat. Thus, attacks made 
against hlm succeed Wtomatlcally, and all of his saving 
throws fall. 

Any catatonic character, whether he Is a pslonlcht or not, 
dktlvely employs both the tower of Iron wlll and mlnd 
blank defenns. Thus, attempts to contact him mentally CM 
prove very difficult. 

Ikbfftr 
A character suffering from delusions belleves himself to be 
something or someone he h not. Often. thin newly adopted 
persona Is ~lmdone the character greatly admires. For ’ 

Instance, a Knlght of Solamnla (hum the world of Krynn) 
mlght belleve himself to be the reIncamation of the 
legendary knl$ht Huma, or even H u m a  hinwlf. 

The player should be allowed to choose the fonn d the 
delusion, but tbe Dungeon Master CM always veto any 
unreasonable s r y l g t ~ t l ~ n ~ .  The best optlons are those 
relevant to the events that drove the character Insone. 
Sl@nlflcantlr, the player’s cholce need not reflect his true 
ablllttes or pemonallty at all. The above mentioned Knlght of 
Solamnla could feasibly believe himself to be the great 
w h r d  Palln or even the mlghty Malysbyx, greatest of the 
red dragons. 
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Om of the moat farclnatlng as- of a delusion Is the 
character's abllky to mtlonallre away any evidence that 
mleht be uqed to dlrprove his new bekfs. A character who 
belkvea he Is actually a dragon might respond to comment8 
about hls clearly human appearance by polntlng out that he 
has been tmpped In a human form. plo argument wlll shake 
the character's falth In hls deluslon. Indaed, the deluded 
hero may even adopt a condescending attlhlde, feellng 
sorry for the poor d s  (clearly madmen) who do not see 
hlm for who or what he Is. 

4- 
Charactem pufferhg fmm halluclnatbns see the world 
around them as a Wtad and unusual place. In many ways. 
thls can be consldered the opposlte of a deluslon. Exactly 
how a charqcter sees the world should be determined by the 
events that drove hlm mad. 

Conrlder the example of Vlctallus, a warrior lrom the 
domain of gwvla. Whlk travellng on the Sea of Sorrows, 
hls shlp sa& and he found himself under the care of the 
vlle Dr. Dodnlanl. The mad doctor decided to Induce a 
phobia of Insacts In the poor warrlor's psyche as part of his 
research on madness. Although Victallus eventually 
escaped, hl) mlnd was shattered dut to the minlstratlons of 
Dominlanl. For over a year after he n(umed home, tha 
young warrbr MW IMO& everywhere. 'Ihey crawled over 
hls food, coverad hh bed, and w a m  In hls bath water. It Is a 
trlbute to the warrlor's courage that he was ever able to 
mgaln hh rpnky In the wake of such tCITOn. 

A character eventually becomes Incapable of dealing 
rationally wlth halluclnatloru. A normal penon seelng blood 
everywhmimlght eventually become Inured to the 
horrtrylns sight, but not a halluclnatlng character. The 
haUucInaUons always c a w  an extreme emotional 
response, sometimes even compktely overwhelming the 
vlctlm. In gome terms, the eFfecta of a particularly 
overwhelmlng halluclnatlon might be resolved with a fear or 
horror check. Of coune, the effect of a falkd check h 
merely a WbKt of the greater madnw and docs not 
mqulre separate treatment. 

A schlrophrenlc character can have sudden, and 
occaslonally violent, changes In mood or peraonallty. Whlk 
the mlnd of such an lndlvldual Is not as splintered as that 
of a multlple penonallty, others may percelve him In much 
the same woy. 

At the start of every waek, or whenever a schlzophrenlc 
character experiences a rtresshl altustlon, his penonaUty 
has a chance of changlng draatlcally. In game terms, thh 
entails sudden shifts In allgnment. At such tlmes, the 
Dungeon Msster should roll Id10 and consult the folbwhg 
chart to detqrmlne the character's new alignment: 

Thble 10: 
Schlzophrenlc AUgnment Changes (ld10) 

wwh- 

1. Chaotlq Good 
2. Lawful Good 
3. Neutral Good 
4. Lawful Neutral 
5. True Neutral 

6. Chaotlc Neutral 
7. Neutral Evll 
8. Lawful Evll 
9. Chwtic EvU 

10. OrIgInaI Alignment 

Thls 1s not considered an Involuntary allgnmmt M, so 
nona of those penalties apply t6 this chaw (Includtng the 
making of a madnass check). In addltbn, magk dedgned 
to detact allgnment reveals only the character's true 
allgnmant, not that Indicated by hls abcrratlon. pdonlc 
powem, on the other hand, can datermlne the charscter's 
current alignment, sui r )  the normal ma NU found 
In RavenbR. 

Pamein 
Paranoid characters h v u  on unrwaonlng faor OI UIU world 
around them. The character sees plotl and schemes 
everywhey every actlon Is meant to dlrcndlt, Infure, or kUI 
hlm. Even the members of hh om party are not above 
suspicion. 

At the start of each doy, the Dungem Master b u k l  
select (elther by choke or randomly) ona member of the 
character's party. For the durstlon of the &y, every action 
the MI& character takes should be dwxlbad to the 
player of the paranold character In rlnlater and omhous 
ways. For example, a Ward putthg an o w  In htr 
backpack should be dwnlbsd as 'taking careful steps to 
conceal something wkhIn the dark confines of his puck." 
Descrtptlons of atrangem or casual acquaintances lhould 

always hlnt that there Is more to them than meeta the eye. 
No one ever dmply looks the player character ovq inaead, 
they are dercltbad as examining hlm 'hungrily" or %th a 
pmdatory gleam." 

If the charecter ever actually ccines upon ddence of a 
plot agalnst hlrn. the Dungeon Master should reqqm the 
player to attempt a horror check. Falltire on thla check 
ylelda normal rasults. excapt that thev WISE wlthtn tventv- 
four houn. 

- .  

isnlauh 
In an effort to throw off the h n  ofthe world, a 
character's mind can opt to h p l y  block cut mxna (or afl) 
rnemory of the trauma It has suffered. In the mort minor 
cases, the resulting amnesia Is only partial, perhapa 
blocking out a faw houm. In more tmumatlc cam, however, 
all memory of the past can vanlsh. 

In game term, amnesh h mfkctad In a lou of 
expadence polnts and, thus, levels. When a character lorer 
hls mumuy, the Dungeon Maatar should dl percanrlk dke 
to dlscover what percentage of the charactcr'a Ufa (and 
experlence polnu) has been loat On a roll of 75, a 
character wkh one hundred thousand exprknce poi- Is 
reduced to twenty-flve tholnand cxperknce points. In the 
event of an a v e w r  character, thh would Indicate a drop 
from 7th level to 5th level. A d l  of 100 indicates that the 
character loses all memory of hls past and muat be treated 
as a 0-level character until hh mental health can be 
restored. 

Thls memory loas does not uwslly ellminate a 
charbcter's ablllty to make use of hls proticlencks, although 
special ablutlar (Ilke those of a thkf) may be nducad ~n 
cffectlvcneaa. SlmUarly, a character's spell carting or 
pslonlc abllltks, hlt points, MV@ throws, and attack rolls 
wlll all reflect hls new level. Spalls Uke rrstoratlon, whlch are 
w h r l  In restorlng levels to thoaa who have sufferad level- 
lralnlng attacks, do not restore loat memories. 

ICR 
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History. h alter has a dlstlnct hlstory and 
backgrour m which his permallty Is drawn. For the 
purposes or play, thls Is one ofthe major points that 
separates tragmenta from true alters, for the former have 
dnly vague and Ill-deflned pasb (If they have any at all). 
The table at dght can generate major events from a 

character's background. As wlth the pmvlous table, the 
Dungeon Master should roll twice. The Rmt roll Indicates 
the major aspect around whlch the personallty Is based, 
and the second Is a moderation factor. 

For example, a roll.of 20 and 13 might lndlcate a 
perronallty who belleves hlmself to be a wealthy pdnce 
who fled from hls homeland In order to encape his 
corrupt parents. 11 Has a powerful enemy 

Of course, the entries on thk chart are lntentlonally 
vague w they can be Interpreted many ways. Before 
decldlng exactly what the Msults lndlcate, the Dungeon 
Master and player should conalder both the character's 15 Wanderlust 
allgnment and perwnallty. 16 ' Wltnesaed a helnour crlme 

. 01 Rightly accused of a crlme 
Wrongly accuaed of a crlm 
Enslaved, but set free for wme reason 
Enslaved, but escaped (may fear recapture) 

Only survlvor of terrlble dlsaster 

Hunted by ausculnr 
Acquired tremendous waalth 

0" 
0 
0. 
'(M Exkd from homeland 
OB Had s t a r - c d  love affalr 
07 
08 Vlctlm of vlolent crlme 

12 Orphaned 
13 Ran away from home 
14 C d  by hags, gypdes, or such 

17 Has aecmt knowledge 
18 Was once another alignment 
1 Q Abndoned by family 
i mr of the noblllty or arlstocracy 

01 Ciarrulous 
02 Hot-tempered 
03 Overbearing 

08 proud 
09 Rude 
10 Aloof 60 Defensive 
11 Mlschlevous 

I4 lrnverunt 

16 Thoughtless 66 Cheerful 
17 Absent-mlnd 

93 Barbaric 



character C l a s s 4  Is quite p0uW that an alter sees 
himself as a different character C I ~ M  than the original 
personallty. The following chart can detennlm the alter's 
class. The player should roll once for the alter's class and 
once for a posrlMe klt. If the kit roiled Is forbldden to the 
alter's class. then the player should Ignore It. If the table 
mqulres addltlonal rolls, dupllcate rolIs and further "roll 
Mce" or "roll thrice" resuits are lanored. 

Table 14 
AI aracter cb 

ldZ0 uracter 

I 

hate  
savage 

Met Soldier 

The klts in the second column of the chart are dercrlbad In 
h m b  Opncury: SkNk G Powen. If this book Is not bem 
used In the campsign. the player can elther lenom thew 
d e r  or shnply take them sr role-phylng wggertlonr. 

characters do not apply to alternate penonalltiea. It Is 
qulte poulble for an alter to ba a paladin/ranger/thlef. 
The Important clement Is simply the player's ablllty to 
m e  up with a background story to explaln away any 
wemlng contradktlons. Also, raclal Fsrtrlctlons do not 
apply to an alter's class. 

Importantly, the alter does not gain all the abllltles of 
hls 'class." An alter who fancbs himself a wizard has no 
spelkaNng abilities unless the original character did. 
However, an alter does take on m e  of the traltr of hir 
chosen class. For Instance, If the character Is called upon 
to make an attack roll or saving throw, he uses the table 
Indkated by the controlllng penonalky's clsrs (at tha 
same level as the core personality). The same Is true of 
fear, horror, and madness checkr. Other abllltles may or 
may not apply to the alter. depending on the rltuatbn 
and the declrlon of the Dwgwn Master. Whlle a wlrard 
wlth a priert alter could certainly not nun undead, he 
mlght very well ba proficlant wlth the wc of a mace or 
war hammer. 

Plnal Comments: Playen and Duweon Masten should 
be aware that thew tables reflect how the alter or fragment 

. The normal restrlctlon) for dual and muitl-class 

- 

anen himself. Most of the personalitlei feel only a Umlted 
allsoclatlon wlth the physical shell whlch howas them. In a 
way, they look upon the body In the same way that mort 
people vlew that homes. 

Whlle the emergence of a personality invdvea no mad&n 
physlcal transformstlon, each one has it8 own manncrbms, 
handwrftlng, wnse of values, and M) on. A b 1 3  E L 0  tend to 
have dlatlnctlve traits such M o.tuUen, fnv6ulte phraws, and 
unwual clothes. Even the character's volce changer wlth 
each penonality, making R p0uiMe for those who know ttK 
hero weU to diatin&h between the varlous s h .  

Sometlmea madness can taka the ultlmate tdl cm an adven- 
turer. When a character roUs this result, he must ettanpt an 

A failed roll lndlcates that the character slmply falls dead. 
Attempts to revlve hlm fell, n-h mngkel means might 
MVC hlm. 

A successful roU Indicates that the character he8 a 
chance to survive. Hb Condltutlon Is Instantly mduced by 
one point to reflect the strsln oa hIs health, and he tab to 0 
hItpointa.Ifthechwacterdoesnotncelveimmedlate~ 
he will lono 1 hlt polnt per round, dying when hlr hit poht 
total reache8 -10 as described In Chapter 9 of the Dunvon 

In eithcr caw, any ltem canled by the character are 
I .  

4 

fwww 

I ~ a d l a t e  system shock SUWIV~I rdl with a -25% penalty. 

m awe 
ped. A aavlng throw VI. fall for each item can 
rmine whether or not they sustain damage. 
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If the check succeeds, the therapy sasdon haa been 
productive. To be cured. the patlent needs as many 

The following nmthoda CM help a character recover from a 
falkd madness check. In the case of amnesla, curlng the 
madness wtl rrstora both experience polnta and levels. 

s u c c d  rcubnr, as he has pdnt8 of Inte(llgence. If the 
character falls a madness d n c k  during tnament, all 
pmkiusly succeMhrl checks am ellmlmmd, and Me 
process muat begin again. 

xwala 
The moot opVlow route to recovery Is havlng a pslonlclst 
use the psychic aurgery science. If successful, the pslonlclst 
c u m  the character's insanlhr at once. This Dractice is a bit 

sn#rrkru 
A few sanltarlums are scattered across the domains of 
Ravenloft. sfthouah these am mstrlcted to the mort 

dangerous, however, h c e  spslonlclst who' 
makes contact with an Insane mlnd must 
hinuelf make a madness check. Only 
d t c r  a succpssful check can the 
psbnkiat atempt to cure the 
lunstlc. 

culturally &ve- realms. mer OU, on~y the most 
sophisticated medieval cvlturas recognirc that madmss Is 

The most prominent fadllticl am located In the 
d o m a h  of Dementlieu, Rlchemulot, and 

Mordent. Of course, Dr. Dominianl has M 
asylum in Dominh, but his habmnts 

am a blt radical, to My p~ leut. 

Truthfully, ylrard magic cnrlng Inrcmlty. They can shmv 
can do very lMe to cum vlsltma loom after loom of demented 
In~anlty. It mans that ., people. driven mad by a varkty of 
w l z d s  have had little Intern experlances in the Demlplane of 
the allmen@ of the mlnd. Exa Dresd.Thedoetoncblmtobe 
why is uncldar, but they may have tralned In d w ~ v r v h w c h  
shunned the field merely paUanrS through hvpnwb and 
becawe It clearly, In thelr aherm&ods.Intruth, 
optnlon, fell Into the malm of however, the quality of 
pslonlCS. .xabnent varles from sanitarium 

However, two priest spells can cum 
mental Illneea: hcal and ratorstloh In the To determine the level of cam a 
case of the former, the mere casting of this 

an aUmnt whlch can be tmated and cured. 

mlllic MortMnjtwhJmsared.wt#lto 

' to canbrim.  

patient mce~~es.  thc ~unaaon ~ .s ter  
should roll ld8-5, p rovm-  a modwcr 

T -  from a -4 oenaltv tn a +3 bonus. Thb r -  - I - -  - - -  -- -- . -  

speciRc h t  of matorlng the character's mind. As stated 
balore, mstomtim cannot restore lost memories. 

adJument applies (In addltion to m y  other~) to 
the madness check made for any thnapy that the chemcter 
receives In the sanitarium. In the event of a malor c h a m  
at the faclllty (like the appointment of a new director), the 
mcdlfier should be rdlcd anew. 

Hypnosh Is e long. mundane road to recovery for 
ch,amctera &IO do not have either of the above O@IOM 
available to $hem. The character murt'be placed In the 

Mmoot all sanitariums chsrgs for Umlr mrvkes. TvprcSr 
s to k a t  a patlent average about one hindmdgeld 

leces a month. Any month that the ranksrhnn b not wld 
rontplued ~ b r e  of someone capable of pe&orming or castfng 

Once. each weak, the patient must be hypnotlred so that 
the therapist CM spend an hour workhg wlth the now-pliant 
mlnd. M the end of the hour, the patlent must make another 
madness chpck. The followlng modlfkrs apply to thb roll: 

Table' 1.5 
k$nessRecoi l ~ u s l  ',s 

The therapist Is able w &me the dubJea's 

hn- 

Modifier c!bocutlon 
+2 

h e  patient recelveano tnatment. If no payment b & 
two consecutive months, the character h simply d*dragcd 
and I& to fend for himself. 

While it Is possible for a player to avold havlng h h  
character make a fear or horror check by behaving in an 
appropriate fashion, thli is wt the case wlth madness 
checks. Even the most advanced and talented role-player 
would have difficulty In wrtraylna the areat ranae of 

eqmtlono through magtcal or pslonlc means. &.?$ 
The therapy takes place In a location where thiF** 
petknt feels safe and relaxed. 
The theraplst Is of the same alignment as the 
wtient (prior to the onaet of madness). 
The therapist Is of the same class as the patient 
(prior to the onaet of madness). 

emotlona and changes that a n l n k e  &aracterkdergas. 
For this mason, It Is recommended that bungton Masters 

use the game mechankr provlded for madness checks and 
their effects. Thls Is not to MY that players should not be 
encouraged (or even requlred) to de-play as much of thelr 
character's madness as posslble, only that the oame svstam 
Is really lndliperuable In such sltuation 

+ 1 

+1 

+ 1 . 
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he greeteat danger to those who battle the horrors 
of RavenloR Is not death, but the seductlve, 
corrupting force of evll. Indeed, most adventurers 
pray for a chance to Ue peacefully In a 

consecrated grave. It Is all too easy for even the most noble 
and valiant of heroes to gradually become that whlch he has 
kvoted hls Ufe to deatmylng. 

n most cases. players run their characters In the 
heroic fashion expected of them. From time to 
h e ,  however, a player opta to have hls character 
undertake an actlon of questionable morality. In 

most game worlds, he could get away wlth such thlngs 
provided he did not perform an action so helnous as to 
requlre an allgnment change. On the Demlplane of Dread. 
thlngs are not so slmple. 
The dark powers keep a constant vlgll over the actlons of 

every llvlng thlng In Ravenloft. Whenever someone commits 
an evll deed, the shadowy gaze of the dark powers could 
possibly fall upon the wrong-doer. In order to determine 
whether or not a given act draws the attention of the dark 
powen, the Dungeon Master makes use of a game 
mechanlc called a powers check. 

A powers check b, qulte slmply, a means of proddlng the 
dayer charecten away from acts of evll. If the players follow 
he course of heroes and champions, they will never have to 

Jttempt a powen check; the less pure of heart, who often 
tread the gray edges of the Abyss, wlll make them constantly, 

while the chance of falllng a given powers check is 
generally sllght. those who must make them repeatedly will 
surely fall sooner or later. when that happens, they begln to 
slnk Into a q u l c h n d  of evil, and only the greatest of hems 
ever saves hlmrelf from that mire. 

henever a character undertakes an action that 
mlght be conrldered evll, the Dungeon Master 
should mqulre a powers check. Exactly what som 
of actlons require powen checks, however, can be 

-?e subJect of some debate. 
A. a rule, a Dungeon Master should requlre a powen 

check only when a character commits a premedltated act of 
evll. If the character suffers from m e  form of mental 
domlnatlon, no check Is requlred. F the act Is a necessity 
forced on the character by his ahation, no check Is 
required. A Dungeon Master must decide on a case by case 
basls whether or not an act requires a powen check. 

powers check Is nothing more than a percentile 
roll. when the Dungeon Master decides to requlre 
a check, he assigns a chance of fallure and then 
rolls ld100. If the roll Is above the chance of fail- 

urn, the attention ofthe dark powen was focused elsewhere, 
and the character doer not cpme to thelr atention. 

p Fl 

If the roll Is equal to or less than the chance of failure, 
however, the character draws the attention of the 
mystarlous marten of Ravenloft. In recognition of the 
character's mlsdeeda, they grant hlm a new spcdal 
ablllty-but not without a prlce. In addition to thb new 
abllity, the character wlll-be burdened with soma manner of 
disadvantage or weakness. 

Determiaiqg €be Qbnnet of Enitan 
Once the Dungaon Maate.rdeclda8thet an actrequha a 
powera check, he nnut adgn a chance dfslhse. Evll act$ 
ranga trwn petty crlmes to unrpeakeble cis ad^ of 
debauchery, and the Mtun ofthe d o n  rhwld mMdate 
themerttyofttnchedr. 

Tabla I& Remmm&d Powers Umckolndketeathe 
c h m  of hUum asaoclated with acine commcn d act$. A 
partlcullvly v h  exampla of the# Qedr should have ita 
chance of failure incrwred by haU, ffmklpthg 
c-ea played a part In the character'# cbclrbn to 
do d, the chance offallure may be reduced. In aUcs#r. 
ofcocma, the Dungeon MMtarhaa tha final lay. 

In ran# c a w ,  these are the hast rbky of evll deeds, l V h k  
the dark powem may occarbnally taka notke ofathk4 
nMingthestxhgsonapune,UnyaregeneraUy 
unlntuarted In such matters. UswUy, only those vbknt acts 
ofa psrtfculsrly cruel dr b n d  nature attract the amntion of 
the dark powen. 

whlch the perpetrator has no actual Intent to nrurd.ror 
cause lsrtlyl hum tothevktlm. aCtbnS.ra& 
unwmantcd murltertabnr of nullcs, spite, or tdgotry. 
Wolent crimes llke mugghgs M lnto thh category. 

ASMUk, QlkWus: A &voln MMult Is O M  In whlch 
damage ir Inflicted on the VMbn. In ganenl, the 

srrairsn(mployra daadlyweapon andcsrer UaletOrthe 
survival of hlr vlctlm. A particularly barbark uurmsd 

Exceptiondy vblent crimes U k e  athnptd murbr hU 

Betrayal, Mqjor: Few acfl am M difficult to dofine aa 
betrayal. An a rule, however, betrayal can be ddlMd n the 
bnaking of a trustor promlw. thb should not beconhPad 
with violatiomof holy osthr ortcnatr, whlch am ck.crfbad 

they adhemtothe letter of It, *uI countn bcasyslr. In 
orderto swllfy sr a mJor betrayal, the act must k.d to the 
long-lsrtlng harm or de& of the vknm. 

Betrayal. m o r :  A mtnor act d k a y ~ ~ I  c- the victhn 
to be plwcly humlUeted orfomr a chsngc In hlr ufartyle. 
%dng M anbsnsssing secmtmtrwtedto youby a 
close W or lover qudiies n a minor bebayal. 

Extortlon: Thlr category cown many crtmhul M.S, 

lnchdhg blackmall and armad robbary, In whkh the 
parpebaor uses the tJu6at of vioienca to deprlve someone 

mmone to commlt evil acts, vldatc a law, or othenvk 
undertake an un+-l--U- - 
W g :  The dm vera1 mareveryword 

E(lhrraMsmfldma 

hMUk, [Inprovoksd &lprovokad aWldb am h In 

b&hg C M  O h  fall hto thh -, howewr. 

radcrthb heading. 

b e h .  h k M  that V b h  the 8m of0 prwnhe, Cvan If 

ofsomthha whkh Is *Uy hia. It also Includw torclng 
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‘Am of Ultimate Darkness‘ later In tJ~h chapter. 

whether in the middle of a public market or in the darkness 
of a hldden lalr. can potentially draw their ettentlon. The act 
of lylng Includes both the telhg of untruth8 and the 
omlulon of facts, but unless the Ue has a d M y  negatlve 
effect on the hearer, no powers check Is required. 

Murdu. Brutal: To define any murder as lesa than brutal 
Is obviously Inapproprlate. In game tern, however, thls 
category hcludw all acta of homicide In which the vlctlm Is 
made to suffer for an extended perlod of Ume. For example, 
beheading someone would not fall into thls category, but 
strapping them d o m  beneath a slowly descending, razor- 
edged pendulum would. Especially brutal murders may well 
fall under the heading of torture, which is descllbed below. 

Murder, Prernedttated or Nonbrutal: This catngory 
epcompassas both nonbrutal (as defhmd above) and 
premeditated murdcn. Pmmedltated murder includes any 
act of homldde whlch Is committed In the nome of pe-l 
gain or vengeance. 
Theft. Grave Robblng: Orave robbery Is one of the most 

universally draplwd acts that any human belng can 
undertake. Thls indudes ever- from the vlolatlon of 



Tort hyoln who In torture Is 
cerWn 10 run emu d the dark powen In short order. Even 
when d t o  @In InformatJon that night multln an 
uwmaegood, the uw of torture 1s an wil act. Even tortum 
done out of necessity falb under thb heading. 

Torture, Lledfstlc: Those who regularly engage In to- 
for sheer elrbyment number among the most vile and 
heinous creature$ In Ravenloft. Such folk a n  certain to be 
coluumcd by the evll withln them. 

vloratlng a nllgious code can often attract the attention of 
the dark powen. Thb 1s especially important If a peladh or 
priest undertaker the evil act. 

Unholy qeb should nqutre a powers check only If the 
offender Is pare of h b  .h.anrgnrslon. A character who 
anten a ratrpfe and f&to maka a holy dlgn of respca 
because he; does not know .bout the cuatom has commlttad 
no wrong. if the character dl refuses after being Informed 
of the pr-, he runs the risk of offendhg the powers. 

onholy am c*pard on both the pcnonsl bellefa ofthe 
chsracter and the beliefs of thow around him. A character Is 
sxpaacd to condrtatly uphold h h  own personal bell&. 
For Instance, a wonhlper of l h r  muat always follow the 
teachings of his church, and If he falb to do so, hb 
tmugwdm may be noticed by the dark powen. 
Alternative&, a character can also commit an unholy act by 
&y and malldourly VrOlatMg the ku& of thOS0 srwnd 
him. A chamcter who mocks an bnportant Idol may well 
offend more than the local towmrpaople. 

Braakhg a Tenet: EnqmUgIon ha6 a number of d e l  
that b mernbemmwt fdlov. For example, wonhlpers of a 
sea god mi@ be sxpactcd to eat fish or mafood at lee& 
once a day. Anyone who knowingly vklates one of them 

Bnakhg an Bath Deltlea often requln their followen, 
eyncfally r(ltmben of the clergy, to make pmmlses of 
loyalty and obadlence. For example, priests who wonhlp a 
god of peaw dght wear M oath of psclfirm forblddlng 
them to evet rtrtkc d e r  In anger. If such a character b 

E m  #the act w M  prompted by a darks for =If 
prercrvstlon or In defense of a hdplau Innccent, It still 
mqulra the cheracter to make a powen check. 

holy vows. The vidstlon of such a vow oRen carrles 
panalths wen beyond the powan check. For the purposes 
of powen checks, holy vows am Ufekmg commitments 
deslgned to trhow the davotlon of a Meat to hls deity. A 
priest who h a k s  a vow betrays both h b  church and his 
delty. 

Defilement: A character commb an act of defllement 
when he cawes e sacred ob]&, place, or penon to lose Its 
blessha. Pourlng I m p  oil lnto a font of holy w a r ,  themby 
spoiltng the holy water, counts as M act of defllement. By 
the wme token, opening a tomb In the domain of Har’Akh 
also COW hs defilement, btcauaa of the specla1 mvemnce 
that the natives grant to the dead. 

Desecration: In many ways, derecrstlon maembles 
d e h e n t  In that it rubs a holy place or Item of I t s  M C M ~  
Itabua. Dencratlon, however, actually make$ the objcct 
ofknalve to the delty who b i d  It. 

lulkll- 

practices b gullty of breaking a tenet. 

$pad4 Inta thmuring a punch, he vlolatea thk holy oath. 

Breddng a Vow: Uruslly, only memben of the clergy take 

mwmm 
Whenever a character calls upon the dark powera to c u m  
anotbr,whetherhbsctlonranlurtifkdornot,hamud 
make a powers check. The chance of few Rich a h k  
dependslpntJle Anal effect ofthe NM, as brdlcstsdon 
the chart. While all c- have the potentla1 for drawing the 
attention of the dark powen, those lald wtt)lout c a w  am 
twice as dangerous. 

A complete dlrcuuion of c- b presented In Chapter 
Twelve: The whlrpemd Evil. 

’Ikro other commonly at&mpied acto can mandata p o ~ n  
checka as well. 

Castlug an Evll Spek Most @Is do not raw a pomn 
check. Some, however, Up lnto sources of mystical power 
beat M untouched. Spsb that requlm the player to moke a 
powen check are noted In ChaptemElghtand N h  lnm 
$ a m ,  the Dunqeon Master might feel that an avU spell b 
being used wlth exceptlmaBy altru&k e. W so, ha 
may opr to halve the chance of bUum on thlr powen check. 

Using Evlt Pslonlc Powers: When a chanctrr u s u  the 
powom ofthe mhd In the service of evll, he runs the dsk of 

OtwWHrpI 

r h b  thoughts. 

y sih~atlon lnvolvlng powem checks, a few 
ahodd k con&&red. 

a norms1 powem meCkjuat b 
ofu#tmstadarlorauara.o 

torrihh- almost certainly draw the aftm*bn of the 

a c t o f u l t h M t s ~ 6 6 b  
Certsinly. the betrayal and 
by h b  brother strahd fail# 

othvr only nmplfks the ofmclty. It Is no wonderthatthb b 
the ffnt rwcoM act to *the sttentlon ofthe dark 
powen. 

when a prayer connnb an act ofumlnate darknen, the 
Dungeon Master b free to a&n any chance of fake. As a 

be 50%. In ardrams Casea, the DungmlMastermlght won 
mandate a 100% chance of fdlum. 

-m&*- 
Occarknally, a chsractv wlll undertake an act that seems 
to requfra more than OM powera check ( I l k  ualng a chNl 
touch spell to murder M l m e n t  perron); both the c a w  
of thh wli spell rmd the act of mWer mqulre pomn 
checks. W, the character ahould make only a alngla 
powen check when thb ha-. The chance of fauhrg 
ruch a check equals the tots1 of all the kru cheeks. In the 
example above, the powen check would how a chance of 
fallum equd to 10% (for the pmmedmtad 

Nk, the IhhlJnl V d W . a e a a d f a  ruch 0 chack dradd 



Innocent) plus 2% (for the uwof a 1st-level necromancy 
spell) for a total of 12%. 

AWEN~OPT campaigns should Include hmr, 
romance, drama, bdventure, and tragedy. Thls 
game should not msembk a board game, with 
d e s  and tables resolving every actton. Game 

n nlcs sbuld always yldd to de-playlng. 
lowly, a powen check Is a game mechanlc. When a 

cnmrader csmmlta an evll act, dts rdls determine whether 
or not a sinlster fate Malls hlm. A good Dungeon Master, 
however, wlP not allow the powen check to interfere wlth 
role-playlng, Instead, It can be uaed to promote the 
macabre atmosphere of the gemc. 

Conslder the followlng example: B y m  de la Sol, a young 
rogue, hijacks a shipment of medicine destlned for a clty 
ravaged by the plague. Thk act will cause dozens in the clty 
to dle. De la Sol is well aware of this fact, but ha valucs his 
own coffers over the health of the I M O C ~ I I ~ S  in the clty. The 
Dungeon Master decides that a powan,ph.ck Is clearly ln 
order. However, rather than slmply InabqnUng the player to 
~ I I  m e  &e, he narrates the macabra"lings assumed to 
be assoclated with a powers check 

. 

As you transfer the ulals of healing tincture to your 
pouch, ashluer runsdown ywrsplne. For the brtefa 
fractlm o f a m m i ,  YOU are certain that someone Is 
.koklng over your shoulder. Indeed, you can even feel 
wisps of lcy cold breath Qn the back of your neck. 

When the player a n n o u n k  that his'character whlrb 

' ' 

around wlth b Mfc In hand, he s m  nothing. Thh h an ideal 
time for the Dungeon Master to have the player roll 
percentlte dice, wtthout glvinq any explanation. ~f the play& 
succeeds at the check, hi$ w n t a r y  brush wlth the deck 
powers comes to an end. Another brlef nmatlve fs then In 
order: 

As quickly as It came upon you, the uncomfortable 
feellng passes. You see no evldence to lndlcate that 
anything the least bit unusual has happened. Most 
likely, the whole encountetpereiy sprang Itom your 
ouer-actlue imaglnatlon. 

Should the character fall hhpmven check, the Dungeon 
Master mlght employ the following narrative to convey the 
experience: 

A sudden chlll wind blows through the ram, snufflng 
the llght of your lantern. M e  wake of this sudden 
gust, as the acrfd smell of the stlll sinoldeftng wlck 
twists around you it becomes clear that somethlng Is 
amlss. The ram, which should now be all but pltch 
black, brlghtly lllumlnated. A/tera moment of 
surprise, ybu become aware that you can now see as 
clearly in rhe dark as by the ilght of the noonday sun, 

aUlng u powers check talnta a character's rplrlt 
with evll. At this pdnt. a gradual pmcess of h a y  
begins, and, if allowad to go unchecked, It rsrults 
in the ultlmate corruptbn of the character. 

The followlng steps apply to characters whose descent 
takes place completely wlthin the confines of the Demlplane 
of Dread. Thus, many evil beings may anter the process at a 
higher level due to their past actions, wlthout actually 
experlenclng the changes arsociated with the h e r  levels. 
For exemple, Strahd's evil actlons earned hlm the po&Jon 
of darklord, though he never experknced the lntervenlng 
steps. 

!He  Itt,ri b XWrudbn 
~ n y m f l s t c s l t p a ( h r k . d o U r u l u f i w o s ~ c h n  

Of course, what the Dungeon Master has not told the player 
Is that hb character wlll k w  flnd normal daylight to b; 

.., , 



- 
By k r t h e  most traglc mute to dmkness Is the way by whlch 
an Innocent perm Is lured lnto connnWng l m d n g l y  evU 
acts. Wlth qach new crime, he drlltr further and further from 
posslble rejkmptlon. 

It Is WON notlng that the rnyaerious dark powers never 
engage In his practlce. Whatever they might be, they do 
not lead the Innocent astray. No penon comes to the 
attention of the dark powers unless he wUUngly commlts an 
act of evil. 

mub 
Thh fell f r qn  grece Is all the more lamentable because the 
rlctlms commit no h n g .  These characters have been 
ittacked by ION creature eMe to sap I l k  force, convey the 
h a d  dlwdae of lycanthropy, or otherwlsa transform Itr 
rlctims Into a copy of Itself. Many vampires, lycenthropes, 

ghouls, and spirit 
derknus In this v 

force paople down the path of 

cl- 
C is and maglcal a f f l l c t l ~ ~  can bometlmes drag 
< ctera lnto the darkness of abroluta corruption. In most 
CUWS, a dlaracter receives a curse In responae to evll acta 
he has peqmtrated pn another. Soma extremely powerful 
curses can even tranrdorm vlctlnu Into lycanthropes or 
undead creatures. Mdltional lnformatlon about curses and 
their effects can ti bund In Chapter T w l w  The 
Whispered EVIL 

Drt.LPac& 
From tlme to tlme, e dark and terrlble c 
to the entreaties of a ksser belng, but the prlce for Ita 
servlces almost always leaves a mark on the petltloner's 
splrlt. Even  tho^ who request a bendlclal or charitable 
aervlce soon &cover some horrlble twlst mlngkd In wlth It. 
The moat famous example of thh type of cormp4on can be 
found In thq cese of Strahd von Zarovich, darklord of 
Barnvia, although exactly who he struck hls deal wlth has 
never been determlned. 

re wlll respond 

m m  
Thls most common route to darkness and corruption has 
brought most of RavenloR's domaln lords Into fhe eager 
embrace of the Mlsts. Those who fall Into thls category 
seldom fael any remorse for thelr helnous acta. Whether 
thelr actions are dlctoted by cold, calculating loglc or 
rDamed In the wlld frenzy of passlon makes no dlfference. 

make hls own way In the world and chceae for hlmsslf 
between the path of llght and the path of darkness. The 
Mlsta of Ravenloft welcome evildoers, but theirs Is a cold 
and deadly embrace. 

A tradltlonal &&s ham thlrteen step. kadlng from the h 
MII of llfe to the gaplng maw of death. The same number of 
rtrldts wlll carry one from the ranks of the pure and 
wholeborne to the gruasome cadre of the damned. T&bb 17: 

I)( 
X 

nue: In 5 consldem !, e character must 
have nevel d upon to t rttempt a p o r n  
check. Aa soon am a chuactcrhmro do bo (wen if he doer 
not fail the check), he l o r s l  this prlty. Vary few people 
achrally fall under this caegory. whuc all pc ban hA0 thh 
group, few porse~  the moral stamina to reslat dl the lursr 
of avll. 

A protccton from gml or slmllar spell can repel a pure 
character. Evll prlesta can even attempt to turn them as If 
they w m  paladins. 

Qan:  Characters, both player and nonplayer, who 1 
attampted but never failed a powera check, fall Into thh 
category. Mort people Rt into this QIUUP. 

AI1 characters brought into Ravenloft from other 
campalgns are cmldered clean unless the Dungeon h a t e r  
has borne spedal reason to class them othenvk. The 
exceptions to thls rule are paladins (classlfled as pure) and 
those of evll alignment (classlfled as unclean). 

Redeemed: One can turn away from the twlstlng path of 
evll even after traveling upon It. However, few am strong 
enough to wlthatend the seductive force of evil. 

Redeemed characten have falled powera checks In the 
past and been touched by the dark p e n ,  but they have 
torn themselves away from the wicked embrace of evll end 
managed to regain a state of grace. Whlk they can never 
agaln be pure or clean, they have saved themselves (et 
leaat for now) from the perlls of eternal torment at the hands 
of the dark powers. The "Redemption" seectlon below 
pmaents rules for the redemption of evll characten. 

Unckan: when one first beglns taklng steps down the 
Fad to corruption and ultlmete darkness, salvatlon Is sffll In 
slght. During thls stage, a person Is deemed to be unclean, 
for though they have strayed from the path of good, they 
have not yet treveled too fer down the trail of disaster. 

An unclean character has falled one powera check. H b  
soul h r n  the mark of darkness like the klss of a hot 
branding Iron. He has recelved some singular glft (a mlnor 
change, as described below In the 'Changes" section) from 
the dark powera. At the same time, however, hls evil has 
brought hlm a curse. Usually, no outward change shows In 
the appearewe of an unclean character. 



~ d a t t h l s s t a i p h  SUI not d y  dltRcutt 
The player ptahr conbd of the u n c h  character, but the 

become a h p l a p r  chancter It he continues to f o h  the 
path of darkmu. 

lndlvkbl pbrres irom unclean to corrupted. At thla point, It 
becomes a parent that he Is CHher Unable orumvllllng to 
m k  den$on. &cause ofthis, It h verydtmcult to return 
toantate grace. 

A corrupted character usually remalns under the control 
of the player. However, the Dungwn M a h r  should mU 
pereentlle dlce when the character Rrst falls to ullr level. If 
the roll h 5$ or below, the character glves hinuelf over to 
evil and becomes a nonplayer character. 

AcnuwCE: If a corrupted indivldwl continues In his vile 
actions, he pasea frwn corrupted to accumed. At thla point, 
redamptlon 1s almoat lrnpsmlble; even powerful ma& and 
prledy Intervention can do IWe to hdp. 

ACcuMed,pkIyCr charactem stand a fair chance of 
becomlng npnplayer characters. whcn a character slnks to 
ullr bvel of ~so~ption, the Dungeon Master should roll 
percentlie dJce for hlm. If the result is 25% or below, the 
character h rconrumsd by darknesa and becomes a 
nonplayer character. 

Beart: W e n  a character progresses to thls level and 
undergoes his first moderate change, he CM no longer hlde 
hla mutstrorqs. Wlth great effort, a beady character might 
p o u  for a WITMI man st a distance, but even the most 
casus1 of ex(unlnatlons will reveal that somc(hlng is amiss. 

Upon reqhlng thh level of cmptlon,  the character's 
alignment shlfts to neutral (If It is not already neutral or 
evll), and all penaltles for Involuntary alignment changes 
apply (see the EWOPON MUTER Guide). Characters who 
have follows the path of destruction thls far are almost 
never able to redeem themaelves. 

When a pbyer charecter reachea thls level of cormptlon, 
the lord of the domaln lmmedlately becomes aware of hk 
presence. Whether he opt8 to take notlce of him or not 1s up 
to the Dungwn Master. Also, the Dungeon hater  should 
agaln roll percentlle dice. If the result Is 50% or below, the 
character becomes an evil nonplayer character. 

Cruture: The changer that overcome a character at thlr 
polnt are truly terrlble. Decent people avdd all contact with 
someone like this. 

By the tlma he has descended to thls level of depravity, 
a character has proven himself to be utterly evil and 
unworthy of redemption. At thls point, the Dungeon Master 
should agaln roll percsntne dlce. Any roll of 75% or below 
Indicates that the character becomes a nonplayer 
character vlllaln. 

Monster: Upon descending to thlr level of corruption, the 
character Is hlly transformed into the creature previouely 
selected for hlm by the Dungeon Master (see *Changes" 
below). Any character who bec- a monster Is of great 
Interest to the local domain lord, 10 he almost always 
contacts the vlllain somehow. Whether thls contact is 
peaceful or vlolent, however, depends largely upon the 
plana and aqbltlons of the domaln lord. 

almost certainly become a nonplayer character. When the 
character reacher thls b e l  of corruption, the Dungeon 

Dm@m Mpster ShOyM advlae Mn that Mo ChMScter may 

Conuptg: Upar falling a second p o w m - c h d ,  M 

Any character who descends to the level of a monster wlll 

Msrtar h l d  roll percenik dka. Any di of 95% or betow 
~ m ~ l c l  the character han the control ofthe pbryw. 

At Ws level dcormptbn, Ms chamcter nnrt 
either become a 'willlng mnnt of a d.rklord or .ehrdly 
become the lord of a Pockst domain. 

A demilord undergoes hh flrst nu$r chenga, tnm- 
some outward wldence of hlrcorru@i@ ttut k &I W 
hnp@bIe to conceal. In the waked- - , h o w  
tha lest ofhb humanlty forever. For that reason, .ny 
danliordautanatlcaHybaCome*aronptayg~.N 

the nnlrr of darkneu to bacaM lold) of- own- 
of T m .  These ylle aeatumsmmlbrt a d major 

than won. 
ovulord: Overlords rule rectloM of Clwtcr Q m a k  

Uauiuolly, thw Clusters were prevkralv Independent ldends 
of Terror. At this polnt, the overlord undargoea another 
m@or change, makhg It obvlour that he Is not a mature to 
be M e d  Wlth. 

Duklord: Darklords have achleved the final pwsibla level 
of corruption, becoming Ms mort powerfw of Rwanlolt's 

fmm even the other mestem ofthe DrmiphnedDrend'r 
scattered mglons of 4 1 .  Thne dangwow and 8Wter 
creatures d e  their own Card domah.  

Chwgc,KUkkh!J%ava,-Mfhf lkWandpanrRd 

domain lord.. lhdr pwwn and Intenecbletlhan.psrt 

A# a character rlnks through the murky depths of 
corruption, he becomes mora and more affaad by the 
embrace of evil. Sh-y, both hh body snd rpldt 
begin to mutate. A# lndlcaad on lbbh 17, the three types 
of changes are mlnor, moderate, and major. 

Master can elect to merely roll on the approprtcrtc tabb and 
enforce the selected change. However, this method don not 
promote the role-playlng so Integral to a RAWWFT 
campalgn. The flnt time a character Ialis a powers check, 
the Dungwn Master ahould consider takhg a few momenta 
to deterrnlne Ns eventual. fate, considering both the act that 
was commltted and the nature of the character. Using that 
Information, he should select a creature Into whlch the 
character wlll ultlmstely evolve If he continues to pursue the 
rewards of evll. 

For example, If a ~ c m n c e r  falla his pow- check 
because of his dark magic, the Dungeon Marter might 
decide to eventually transform hlm Into a llch or nooferatu. 
Altematlvely, he mlght decide that a thief who dabbles In 
grave robbing will ulUmately become a ghoul. If the player 
docs not change his ways, the Dungeon Master can w the 
selected creature as a model for the rewards and penaftlea 
he hands out wlth each felled powen check. (See "Terror 
Track" at the end of thls chepter.) 

Note: Not all charactem begin this dencent at an equel 
abillty level. Some of the domaln lor& wleld more power 
slmply because they already had special powen and 
abilltles before belng transformed. 

When a character faiis a power8 chuck, the 

I 



minor anw -cmatramPtndanpbn only wlarg-w 
Mlnor changes are not immedlately obvious to those who n a v t m  WNIEI~ a -~WW -.  AS^^ a 
encounter the character. While they can sometimes be 

generally able to conceal these changes from his 
companions. cormptlen” bslow). 

changes. Whenever a character undergoes a minor change, 

character tslbhb tpurth povcn W ha panw blto the 

Imm fhul ccnsumption by the duk powers (see ‘Final 
detected by a close examlnatlon. the corrupted character is -,and wtha -ddfOlt6CSn MW hhr 

The followlng chart provides several examples of minor 
m-m 

the Dungeon Master can consult the chart, either rolling 
randomly, selecting an approprlate change. or uslng these 
to devise new ones. 

The mwt common way In whkh achemter can- 
to revem the dtactr of a fatlad p m r s  check b by nylklo 
the e m  that kd hlm down the dark path. Inthbcme, 

m r h b  Qliaqps 
Moderate changes are more obvlous than minor ones. A 
character must take fairly drastic measures to conceal a 
moderate change from those around him. In any case, a 
close examlnatlon of the character will reveal that 
something is clearly amiss. 

Major changes are so apparent that it Is almost impossible 
for a character to conceal them. 

mnjw anw 

I l t h p € h ~ ~  
treads the path of d a b s ,  the harder 

It beconma return to a state of gm&. MI, if aomeone 
who wag m r menterily led or dram a m y  acta quickly to 

The h~cr 

change hir tayr,  redempUon Ir pcmibie. 



penalty on all proflclmcy 
checks. 

5 The character's skin becomes 
tougher than usual, glving him I 

bare Armor Class of 8. 

bacomes harder for hlm to 
move about. 
One of the character's physical 
ability scores (Strength, 
Dexterltv, or Constltutton) 

6 

. .  

anme tlme,howe&, one of his 
mental s c o m  (InteUlgence. 
Wisdom. or Charlsma) 
decreases by one polnt 

mental sc&r dmp by'en eqr 
number of points. 

becomes redeemed. He no longer has the speclal power or 
the curse beatowed upon him by the derk powers. 

If the character has progressed beyond the flrst stage of 
corruptlon, hls status Improves by one level. Thus, if he was 
~ l a ~ l f l e d  as corrupt, he becomes unclean. If he wants to 
further redeem h a l f ,  he must'begin the process again, 
working to revwe the falled powers check that caused hlm 
to orlglnally become unclean. The abllity and curse 
assoclated with the most recently falled powers check 
dkdpate. 

the ape 
convdnclng such a prlast to cast the spell may actually be 
harder than repentance. 

a succenshl resrarectlon survlval roll when It Is e m i t .  
Otherwbe, the spell has no effect. 

For the spell to help redeem the character, he must make 



If an amoncmcnt spell falls to undo the damage done by a 
failed powem check, subwquent attemptd will a h  have no 
effect. Only after the character has either failed another 
powera check or reversed the ctfsas of the most recent 
check by repentance can another atonement spell old hlm. 

In molt c w ,  a character who has only undergone mlnor 
ch- CM stlll sew h i m I f  hum ultlmate collapse, 
although the feat will raqulre exceptional effort. Once a char- 
acter ha8 undergone a moderate or maJor change, however, 
It b almost lmposltble to restore him to a state of grace. 

Exactly what powera might be invoked to reatore a 
character w far lost Is a matter for lndivldual Dungeon 
Masters to decide. An exceptionally powerful spell such as e 
wish might sufflce If worded properly and granted by some 
unusually potent source. In rare caws, the gods mlght even 
grant a divine blessing for the character (although it can be 
debatad that it is lmposslble to obtoln such e dlspansatlon 
while within the Damlplane of Dread). 

Of courw, even when such powerful methods as thew 
am uwd, their maximum posslble effect 1s to remove one 
level of corruption from a character. Thus, restoratlon of a 
character who has falled four, five, or six powen checks is 
an incredibly difficult task. 

Ehul- 

Etmr Emtb 
AMNLOR games should not center around rules 
and mechanics. The use of terror tracks can 
hew add mystery and excltement to powers 
checks. 

nature of a glven character and select the type of monster 
that the character will transform Into If he follows an evil 
course. For example, a forester with a fondneas for wolves 
could gradually become a werewolf, while a necromancer 
may well be transformed Into a vampire. The latter wlll 
serve as an example to Illustrate the use of terror tracks 
(we hbb 21: Track of the Vemplra). 

Once the Dungeon Master determines the flnal result of a 
character's corruption, he should make a list of the powen 
and weaknesses associated with the selected creature. 
When thls la done, the list should contain ten powers and a 
Uke number of dhdvantages. Then, the powera and 
weaknesses should be arranged In order from least 
Important to most Important. 

h stated earller, the Dungeon Master ohould consider the 

Of course, few creatures can be so neatly dlssected, so 
the Dungeon Master may have to add or subtract a 

few powers or weaknesses In order to bdng the 
total to ten. For example, If the flnal version of 

the creature can draln two llfe energy levels, this 
might flrsf appear as the ablllty to draln one 
energy level and then later as the ability to draln 

two energy tevels. When using the 
optional terror tracks method, the 
Dungeon Master need not necessarliy 

worry about the exact definitions of minor, moderate. and 
maJor changes. 

On the same note, It can be dlfflcult Mnnatlmes to decide 
the order of the rewards and punlsbments. Once again, the 
Dungaon Mamter should not frat too much about this. It is 
slmply a matter of opinion as to whether castlng no shadow 
Is worse than being repelled by gadlc and mirron. The 
overall effect wlU be achieved admirably as long M the 
powem and drawbacks are presented In a more-or.bss 
pragmsshre fashion. As the hero becomes more like the 
monsters he has spent his life M n g ,  each stage of 
corrupuon will just naturally wem worw than the last. 

When wrftlng out the track of comtptlon for a hero, tk= 
Dungeon Master should introduce a few changes to the 
generlc monster uwd as a d e l .  CQnrider our example of 
the vampire: If the character undergolng the tranaformatlon 
has a fondness for roses, perhapa they should raplace garlic 
on the list. SMlarly, if the hero already has a Shngth qwl 
to that of a common vampira, alter hls Dexterity or 
Constltutlon score. 

These ten steps can then be uwd to ass@ the ma& 
and penaltlea for each failed powers check-all the way up 
to darklord status. Table 21 gives an example of what a 
terror track might look like for someone destlned to become 
a vamplre. 

I The character's stnngth increases to 18/76, and 
his features become angular and feral, reducing hLu 
C h a d m  by 1 point. 

II 

111 

N 
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VI 

MI 

MU 

Ix 

X 

i he characier isins the ablUty to qpld~r cttinb at 
will. F m .  this plnt  on, he must be Invlted in order 
to enter a housa. 
The character can wmmon wolves or bats at wil. 
but he no longer casta 'a ntlacrion or shadow. 
The character becomea Immune to Ilfe-affedhg 
and mtnbaffectlnp spells, but garlic and mlrmn 
now physically repel him. 
The character can be h f t d y  by + I  o r b  
magkal weapons, but holy symbd. now 
physically repulse hlm. 
 he character acquires the charm g a z i ~ i t y  at 
wlll, but sunlight now buns him, InflMLng ld4 
points of d a w  each mud. 
The character gains the ability to take on bat form 
at will, but holy water and symbols now Inflict 2d4 
points of damage to hlm on contact. 
The character gains the abMy to take on gosoow ~ 

form, but he can now be turned as a vampire. 
The character gains the dbUity to regenerate 3 hft 
polnts per round, but aunUght can Irrevocably 
destroy him In one round. 
Thc character galns the ablllty to &ah two Ufe- 
energylevalr,buthecannowbedestrovedbva ' .  . 
stake through the benrt. The character fsnnoi 
rsgmerate while the stake ls In place, but he will 
be completely reatored If the stake is removed. 

1 0 0  
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ho are these coming to the satrifice? 
i 34 (i 

I To wfiatgreen altar. 
0 mMterious priest, 

\ 1 fiea#'st thou that heifer Iowiqg a t  the skies, 

ir 1 Ana all fier silken flanks witfigartanas biesu I 

What little town, 6 j  riuer or sea shot'e,; 
Or mounfain-6uilf with peaceful citadet 
11s emptie# of thki folk, this pious morn? 

;Ana, little town, fQ &tee& for euermore 
' Ui11 silent 6e;'an# mot a soul to tell 
UQ t4ou art ibesolate, can e'er return. 
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emuw the Mists isolate Ramldt from outride 
powera, many spells have strange affects In these 
dprk lands. The dark powers distort the 
cannactlon between the faithful and their patron 

gods and goddeses, attempting to isolate them from their 
(IouIcc of strength, so prk.tr suffer for their choke of 
cccupatbn perhaps more than any other clscls. 

Thb chapter describes =vera1 prkat spalls unique to the 
Demlplane of Dread and changer to many famlllar spells. 
Priests from outaide of Ravenlofl do not know the altered 
cffeas of a spell until they cast It. at which time they 
instantly reallre that something ls amiss. Still, they may not 
know the e c t  M~UW of these alterations. Of course, If the 
change is an obvious one, the character may well deduce It 
for himself. Any magkal Item that casts or imitates an 
altered speU Is subject to the anme changqs (see Chapter 
Eleven: Forged of Darkness). 

shy have come to belkve that the gods have no 
teFert In the Demlplane of Dread. To be sum, a 

I of cvldence suppor(s thh OpInIon. Any 
st, paladln, or pllgrlm who has come from 

Borden of Ravenloft wlll attest that the 
Land of the pllsts feels strangely empty. Despite thls, mollt 
prim spells atlU function, meaning Wt priests, clerics, and 
their Ilk draw power for thdr spells from somewhere else. 
Sane cldm that the dark powen, for whatever reamn, are 
snrwering &e plsycrr of these wandering holy men and 
granting thqn spells. Aa with so much about the dark 
powan, hoyever, It h Imposalble to know If thls Is true 6r not. 

Anather 9ommc.n belief asserts that the goda of the 
multivene have some sort of agreement to leave the 
Dsmlplsns pf Dread alom. Some have even suggested that 
the dark powers have shut the deklea out of the Realm of 
Terror. 9 who espouae thls theory point out that In the 
past, the dark powers have proven to be as powerful as any 

could they vlat the efforts of a coalltbn of deities? It Is 
doubtful, but then again, how can humans judge thlngs on 
so grand a acale? 

To be sum, It d a s  aeem Ukely that the dark 
hold off the efforts of an Indlvldual deity, but 

By end la cooperstlve magic functlons normally In 
Ravenloft.?% e Idea of several priests operating together for 
a single speu efkct does ndt aeem to concern the dark 
powers. Of Qourae. the nature of the spell and Ita applkaioa 
may well reaulre the pmtlclpants to attempt powers checks. 

I 

I kith magic works on the principle of devotional power, 
a c c u m u l w  thrwgh maw wonhip. The more worshipers 
that partlclppte, the stronger the megk wlll be. SInce 
Ravenloft has few organized rSlfgbM, faith mogk is difficult 
to achleve. 

Sffll, the &miplane of Dread is not wlvIout churchea and 
thsdog*nr.iA hnndhd of well-known organhsd rdgbns, 

Under(p0rmd f*, end forgotten c u b  colrtinuc to practice 
retlgh outlawed centurtsr ago. For ewmple, the Church 
of Ezra has spread thruughwt mwt of the Core dnnshr 
(see Chapter F h ) ,  and the Fashn of Q'Henna h ruled by a 
prieat w h  mastery of falth meglc may be second to none 
(em Chapter Three). 

BwIllr 
Mort rulm for this type of magic as g h  bi the T a d  
Me& atlll epply. Deltles reserve quest spells for spadel 
situations relating to thelr own lntemts. Since none of the 
powers seem to take Intereat In Revenloft. few qw4 apeb 
should be granted. Even powera who repmwnt the force8 of 
g w d  have, for whatever reaaon, turned a Wnd eye to 
Ravenbft. It Is not enough to any that a quest rpall ahcald 
be granted to combat the h s  of d l .  The c a m  nuut be 
much more directly related to the deity's Intemsta. 
The sltuationa to queat @Is darnibed h mh chaptw 

ate optional. The direct attentkndr power b invdvdto 
receive a que& spdl, and It Is conceivable that a ddty cauld 
ovenlde the reaMctbns of Ravenloft. The Dungeon Msrtsr 
murt make Judgment8 based upon the adventure and 
campaign. Keep In mlnd that thir h a %thk hormr d n g .  
The characters ahould feel Mghtmml end powsrlsu, bui 
they should a h  be able to Mumph. 

Ravenloft llmlts the spells In this sphere. A given domdn 
m y  not offer a full romplament of animalr and momtars, 
and priests cannot summon atlimela that do not tke In the 
donudn. To detannlnc whether a partlcula animal m y  
inhabit an ama, check the domsh's -. Sf the ten! 
doed not state othcrwlse, Dlmgaca Mastmcan assume that 
all nomhl animals am avauabb. Sf the anhrd Is arypc uiet 
the lord of the domain can c d ,  however, the lord's 
power urpcnsdor the prkrt's nugk. The animal aa 
appears when summoned, but it may not be M y ,  
dependlng on the brd's Inrtnrctlona. 

charsacncan summon ~ o r m o n r t e n f r m a  
outalde of Rsvqloft, but the subJude ofthem #pcdIbmight 

UplaMtIon at the least, and evll cmotures mlght even 
attack the priest. Sae the apecifk wmmonlng spUs in the 
folbwlng pcges for exact cffeas. 

The sp& in this aphere are intended for win either the 
BkrmwsrmP n t l ~  or &mesm: Sklrmbher gamea. 
hwrucm Cam&M rsrdy uw there rub,  as oothlc 
h o r n  and medieval batuse do Molten work weIltog&m. 
However, war @is a n  approprbet In a few wlea 
shauaUonr on occambn, a Ivwp of kete vlRa@rs (lmwuy 
brandiahhg torches and pHchEorks) may go monster 
hunting. Sane ofthe @Is froon the sphere of war are 
appropriate for uae on these angry crowds. 

War spells cannot create a mob or Incite a crowd to hunt 
down the n-ntwter. A sttuatton muat already exist In whkh a 
mob oruowd he8 gathered wlththe ucpraclprpry. to 



hunt down a monster, break Into a castle. or angage In 
m e  other mass combst actlvlty. The crowd must contaln 
at hst ten adults for It to qualify as a unlt In BAITLESYSTEM 
game terms. 

Every mob must also have a leader. Usually a particulady 
incensed member of the crowd, maone who has been 
pewonally wronged by the situation or monster, functions as 
the leader. If the leader ever falls. there is a 25% chance for 
a new leader to rlse from the ranks of the mob. this should 
also be somone pewonally wronged by the situation 0r 
monster. If no such lndlvldual exists, the crowd wlll disperse 
in Id10 minutes. 

adventure, w w d s  and mobs do not make fear or horror 
c h e c k  those rules apply only to Indlviduals. The mob rolls 
a morale check In any circumstance normally dictated by 
the A N D  game rules and In any dtwtlon where an 
Indlvldual would roll a fear, horror, or madness check. 

A mob hqs a morale rating of 9. When u d  In an 

he priest spells listed In Table 2 2  Altemd m a t  
SpaHs function dlfferently in RavenloR. The exact 
changes descrlbed below supplement the 
deacrlptlons In the player’s Handbook and Tome 

ofMaglc. Verslons of altered spells that work normally In 
Ravenloft appear In parentheses. 

Elrst-IieueI gpeIrS 
Analyze Balance: In RavenloR, no spell or maglcal item can 
reveal good or evll In a creature’s allgnment. When 
assessing how many “grades” a creature Is removed from 
neutral, the only posslble answers are one and zero, as the 
spell would only detect that a creature is lawful or chaotic 
(one grade away from neutral) or neutral (zero grades away 
from neutral). Thlq same rule applies to analyzing the 
a - o t i M d - .  

Courage: As noted earller for spells In the sphere of war, a 
crowd of villagers can be glven courage wlth thls spell; thus. 
the next time they are required to roll a morale check (most 
llkely to be when they Rrst slght a monster up c l o ~ ) ,  they 
automatically pass It. Unfortunately for the mob, actually 
tlghthg the monster wlll almost certslnly requlre another 
morale check. This spell lasts until the next dawn or twelve 
hours, whichever is greater. 

Detect EvilDetect Oood No one can maglcaliy detect 
good or evil be. Thus, neither thls spell nor I t s  reverse 
work In RavenloR. 

Emotion Read This spell funcrions normally in Ravenloft, 
but the Dungeon Master should keep In mind that self-wllled 
undead can prom a barrier of falee thoughts and emotlons. 

Know Age: This spell judges the age of the physlcal body; 
in the case of many undead, thia provldes interastlng 
answers. The bodlei of some undaad, like vampires, stop 
aging at the moment of thelr deaths. A vampire mlght really 
be four hundred yean, old whlle hls body Is preserved at 
thirty-scven. 

Any creature whose body has ceased aghg Is allowed a 
saving throw VI. spell. If successful, the spell reports the 
apparent age of the body. If the saving throw fails, it reports 

the tme age (from the moment of the creature’s birth). 
Zambles, skeletons. ghosts, and banshees and the ilke do 
not have preserved bodles, so for all of these cases, the 
spell functions normally. 

Morale: As statad in Tom oflrkglc, thls 6peU Improve8 
the morale of a milbry unit. In Rwenl&, the most #t&y 
use le with a crowd of vlllagers stormlng a cartk or 
a moneter. The lypkal mob has a morale re4lng of 9. Thun, 
if relsed by one the mob has a morale of 10, hnd If robed 
by three it has a morale of 12. Thle Improvement remein8 
in dfect until the next dawn or for twelve hours, whkhever 
is longer. 

Speak WRh Astral Traveler: Slnce astral travel dosr not 
functlon In Ravenloft, thls spell has no sstral travelem to 
affect. If -ugh some outrageow quirk of doRlclin kws an 
astral traveler Is encountered, then the spell works nomully. 

Thought Capture: this spell re3emblea the maopdonlc 
devotion retmrpcctloh allowlng the caster to capture 
wander@ thoughts set loaoc from thelr ownen. In 
Ravenldt, such thoughts still bear the Mmp of the 
perwnautks who cnmted them, and the thoughts of the 
lordrrof the domalns are Wongcr then others. As e mub 
thb spell ha$ a I096 chance of gethdng e thought han the 
lord of the domaln. If the location where the spell le cast k 
vl&ed regularly by the lord of the domaln, the chance rises 
to 50%. 

The thoughts of domaIn lords CM be tainted with svll and 
honors that should not be contemplated. Charactera who 
gather a thought from a domain lord have a 25% chsncs of 
belng forced to attempt a madness check. Even If he  doe^ 
not have to make the madness check, he must rtlll mske a 
honor check. 

Create,Haly Symbol: Thls spell functlons normally in 
Ravenloft, except that the lord of the domaln knows 
Instantly that a holy symbol has been created mewhere In 
his domaln. If the symbol Is of any evll allgnment, that is all 
the lord learns. If the symbol belongs to any neutral 
allgnment, he knows the approrlmstc locstlon of the newly 
created symbol (e.9. somewhere in the village or on the 
grounds of the ruined monastery). If It Is of m y  good 
alignment, the lord knows the exact location of the prlest 
who cast the spell. 

Creatlng evll holy symbol warrants a Ravenloft 
powers check. 

Know Alignment: RavenbR insulates evll from detecth. 
As with the standard versbn of this spell, the target geta a 
saving throw to avold detection altogether. Even If that roll 
fails, the spell can detect only a chaotlc, neutral, or lawful 
alignment; the spell never reveals evU or good al!gnment. 

Mlnd Read This spell has dlfficulcy penetrating the barrier 
of false thoughts presented by self-willed undead. Thus, 
although m a l  folk get no saving throw, self-willed undead 
do. If the u v h g  throw succeeds, the undead creature can 
plant whatever thoughts It wlshes Into the caster’s mlnd. If 
the saving throw falls. the prlest penetrates the veil and 
delves Into the foul depths of the creature’s evll mlnd. He 
learns everythlng llsted in the spell descrlptlon. However, he 
must roll a madness check after experlcnclng the abhomnt 
mind of an undead monster Som&me m h d  





be- can stlll enter the Damlplanc of Dread If they 
succeed in the roll described In the T m  o f h g l c  entty. 

Chooae Future: For the moat part, this spell functlons 
normally In Ravenloft. Horror checks are not rolled twlce, 
however. The flrst roll applies to both futures. (If necessary, 
the Dungeon Maacr can roll to pmtend that it mlght have 
been possible to get a dlfferent result.) 

Causa Dheaae: Cause Dlseasc Is the reverse of cure 
d k e ,  Castlng this spell requlres a Ravenloft powers 
check. 

Emotion Control: This spell functlons normally In 
Ravenloft. The courage optlon can be wad to remove the 
effects of a hiled fear check. In that case, it cancels the fear 
but does not provide Its normal bonuscs. This spell does not 
affect failed horror checks. 

Fdgn Death: Thls spell mquires the caster to make a 
Ravenloftpowers check. 

Helping Hand Thls ghostly hand cannot cross domain 
borders. If the target is in a dlfferent domaln than the caster, 
the hand does not flnd hlm. 

Negative Phns Protection: Ravenloft insulates undead 
from the Influence of other planes. Thus, the attacklng 
undead monster suffan only Id6 polnts of damage from this 
spell, and It can attempt a savlng throw vs. death magic for 
no damage bt all. 

Remow Cum/Eestow Cum: Runooc c u m  works poorly 
In Ravenloft, where ita duratlon Is llmltad rather than perma- 
nent. The taget of thls maglc can attempt a savlng thmw vs. 
spell to temporarily rid hlmself of a curse, but it only hold 
back the curse for one turn per level of the spdlcaster. 

C u r w  are very powerful In Ravenloft (see Chapter 
Twelve: The Whispered Evll). The stronger the curse, the 
less llkely It L that a mere spell can suspend it. Able 23 
ilsta the savlng throw mcdlflers accordlng to the power of 
the cum. 

Bestow cum works as descflbed. but It requires a 
Ravenloft powers check with the modlfkrs glven In the table 
below (expressed as posltlve percentage values). 

Table 23 

8avlng nlmw 
CUIM Penalty 
Emhrrasslng 0 
Frustrating -1 
Troublesome -2 
Dangerous -3 
Lethal -6 

B Pana1tks 
Powers Check 

hM#y 
0% 

+I% 
+2% 
+396 
+6% 

Speak Wlth Dead Castlng this spell requlrer a Ravenloft 
powers check. 

wum Normally, this spell sends creatures from the Outer 
Planes back to their homes. The spell’schance of success Is 
SO%, plus (or mlnus) 5% for each positive (or negatlve) 
dlfkrance in level between the caster and the target. Of 
course, o e cannot so easily escape the Dqmlpiane of 

the creature to a random locstlon in the Demlplane (but not 
a c m  a c l a d  b e i n  hodarb 

Dread. If 7 his apell succeeds in RavenloR, It merely sends 

CaU Woodland Beings: The fairy folk IW in the pbycr’s 
Handbook do not inhabit any of the known domslnt. of 
RaverrloR. Furulermore, the lord d the domain in which the 
spell Is cast controls the spell’s muits. The brd CM #nd 
any cmature In hls land to anawer the summons. Of courm, 
the being wUI ~ b c y  the lord’s hwtrdon and not the 
caster‘s. 

Wmenaional Folding: This spell c ~ n o t  connect emf16 in 
different domah. The prlest cannot fold the Damlphne to 
conndct to any area out#idc the domain where the rplr wm 
COSt. 

Focus: Moat domsln lads CM detect the c&ng of n 
focus spell. Domain lor& steeped in tha arcane lore of 
magic tend to have this power, ea do 
supemstural orlglns. However, lords of more m l o r  

better than thelr subJCcta. For example, strehd von Z.rovich 
or Harkon Lukas could almost certainly dara a focur; m 
the other hand, Wad Drakov and kana Borltal cwld not. 

If priest createa a focus devoted to an evil ai@nnent, 
those domain lords who can senseluchthhgaurUtknw 
only that the deed hay been done, nothlng mora. If the prk.t 
creates a focus devoted to a naubel auemnsnt, the brd vlll 
know the approximats locatlon of the seating (wlthln a mtle 

knows exacUy where it was colt. 
As described In the Tme ofMgtc, bcw ampilfles or@ 

p l t l v e  e h t s  of the Ilsted spells. In Ravenloft, It can elso 
focus soma of the revemed spells. Faur can affect the 
followlng nvsrsWe spek blcss/cunc*, cum 
bllndnesshuse bllndnePs*, cure dlrcaw/cawc dlMMc*, 
detect lle/undetectablc lle, dlspel cull/d&pelgo~~P, know 
allgnment/undetectable allgnmsnt, protccUon 
eulVpmtectim lrom good*. pwf& W E drlnk/putrsfy food 
G drink., r r m ~ l c  fearkause fear*, tongue@&&, and 
true scllng/lhlsc salng. Those revorsea marked with M 

asterlsk (*) force the caster to Fdl a Ravenloft powers 
check. The table below glves the few additknd spells that 
focus can affect In the Demlplane of Dread. 

of stmng 

rn0M baCkgr0vldr C a m  usucluy d*ed 0 fonu MY 

or So). If the speu cnaes a good fornu, howavm, thelord 

‘ A b l e 2 4  
Addltlonal Spalb Affected by Focus 

poorlbk 

SPU p- llrpr 
Accelerate heeling SA 
Antl-vermin b a r k  S A L  
Aura of comfort S/I 
Calm chaos s 
Efllcaciws monster ward S 
Elemental forblddsnce 
Emotion control. 
Land of stabillty 
Slow rot 
1 ad ward 

tone of truth 

A dngk emotion mud h epeclfkd 

Creating a focur with devotlonbs msgy g d  fnnn 
followen of an evll deity, regardlw of the spell, alro 
warrants a Ravenloft powers ch& 



Join WitC Astral Traveler: Thii spell simply does not 
work in RSvenloR, as It lies In the Ethereal Plane. 

tsadsrahip/Douk The B A I T E S Y ~  game we for 
leadcrshlp 1s Inappropriate for RavenloR. However, the 
prlest can use this spell to singk out a person In a mob 
and make him into a leader. This new leader could then 
conduct the mob in march of a monster or other obJectlve. 
The presence of the leader grants the mob a + I  morale 
bonus. Should the leader die during the hunt, the mob 
must lmmpdlately roll a morale check. Refer to tho 
"Sphere of War" sectlon earlier in this chapter for more 
lnformatlod about mobs and crowds. 

Doubt removes leadershlp qualftles from a person. If 
succarsfull cast upon the leader of a mob, the mob must 
immedlate& roll a successful morale check or disperse. 
Even If the check succeeds. the mob no longer receives the 
bonus for ksvlng a leader. It can amck an immediately 
vlsible targbl, but If the mob has no obvlous target, It 
dbpures. 

Modify Memory: Thb spell can negate the effects of a 
falled fear 6r horror check. It efther wlpes the memory of the 
event frwn the panon or alters hls memory so that the 
honor of the sltuatlon b masked. 

Thls spell can c a m  slnlater effects as well. If uwd to 
force ?I penon to nlhra a scene that was orlglnally cause for 
a horror check, the victim r e a d  as if he were really there. If 
a previous horror check for that sltuatlon failed, then the 
rerul(r of Wat check may come back to haunt the vlctim. 
For exampk, if the pravlous result had been 'aversion," the 
character spain feels the need to run in horror. If the 
p r e v h  check wcceeded, the vMlm must roll a new horror 
check, wlth a + I  bonw for having survived the scene 
More. Maklng a penon mllve a scene of horror almost 
cvtalnly warrant8 a powers check. 

probabllltler or effects of a fear, horror, madness, or powers 
check. It affects only the chances of an actlon taken by a 
creature. Slhce these checks are not actions, but reactions, 
this spell does not affect them. 

Rapport: Of come, self-willed undead have the ablllty to 
ralse a barrler of falac thoughts, effactively blocking thb 
spell. If such a creature chooses to enter into a rapport with 
the prlest, It has a choice of actions: It can feed innocent 
thought6 and ~ m o t i ~ n ~  vla the barrler, or it can allow the 
priest a true gllmpse of Ita malevolent Inner wIf. 

Any normal penon who gats a close look at the twlsted 
mlnd of a self-wllled undead monster must make a madness 
check. For this reason, many undead monsrem would allow 
the prlast access to Its mlnd, knowing the possible effects. 
SInce the portlclpants choose whlch thoughts and emotions 
to share, the undead creature need not reveal a n w n g  of 
Importance. 

Reflecting Pool: Instead of offering a window to another 
plane or grounded settlng, this spell creates M image of 
nvlrllng fog, and the prlest actually sees a specific locatlon 
In the Mlata of RavenloR. The priest has a 10% chance of 
gllmpalng some horrid, evil creature within the Image, 
prompting a horror check. 

Thought Broadcast: Any wlf-willed undead creature 
subjected to this spell brdadcasts only false thoughts. It has 
total control over thew thoughts and CM even send out the 

Probability Controk Thls spell cannot alter the 

completa 0l)pOdta of i(s true thoughts. 

Thow~withinrangeofthespeUmaybeIomdto~e 
fear, horror, or madness checks at the Dungeon Marter's 
discrabn. dapcnding upon the nature ofthe subjdamind 
or thoughts. 

the domain lord's contml of the weather. The lord may 
choose to let the spell work normally, however. 

Weather Stnsls: The effect8 of this speU cannot overrkle 

Commune: amce wmnloft IS erfsahrcly cut off from the 
rest ofthe multharne, this spdl doea not funaton in the 
Damlplane of h a d .  

Dlsj~aI Eva/Dispel Good: NorrnsUy UIlS .Pal can raturn 
evll, s u m m d  creatures to thelr home p h ,  but the dark 
and deadly creahver In RavwWt canneu be dl.p.tchad so 
easlly. if thb spell succaeda in Ravanlon, L mady rtnd. the 
creatures to a random locatla! withln the Damlpl.ne (but 
not acms a closed domain borda). 
The spell docs remove evll em$mntmmts, that@ It b 

generally tnekctive agalnat cumea ISM down by a 
nonmagkal -8. The name m t r l c t h a  apply to the 
reversa of the spell. 

reveals a random locatlon in the Mhtr, with a 1096 ch- 
that a ghastly monster wlll wsndar into vkw, pmnpthg a 
hvrmr check. 

-ne Shin: Thb spell transports the charectw to a 
different domain within RavenM, 00 it camd ha$ anyone 
or anything -ape the Demlplanu altogehr. Further, It 
doer not transport across cloned borders. 

Magic Font: JUa as with mfktfng poet (above), thb rpeU 

Quest: rcormSlly, a mgat whu doer not blh a qwrt rul- 

not following the asslgned quast The punwlmmt cannot be 
too severe or Ilfe thnstenhg, but it mustrlowly women aadr 
day that the qwat Is Ignored. Uknwhs, foliowlng the quest 
should graduslty cancel the punlrhmaa. For umnpla. a 
character dght  shrink 10% In hdght esch day he v l d a a s  
thc quest. Each day the character mums to the quest, he 
revems one day of shrinkage. 
Rake DeWStay Uvlng: If the mgat of a rafsedcadspell 

falls h b  murmctbn survlvsl roil, ha becomes M udwd 
crsaturc of a type qual In Hit Dice to his formar M. 
Vamplres are the most powerful creahrras a mlsc dead upell 
can create In this faahlon, and they retail) any abllltlar they 
had In W. In campaigrur where the Requlcm mkr am king 
uaed, charactem robed as undead should be convt 
accordhg to the guldellner pmaated In that accq L 

Cruthrg this rpeU (or i(s reveme, 
Ravedolt powers check. 

True Seeing: When prhts datect alignment with this 
spell, they discern only law or chw.,  no^ gcud or &I (we 
know allgnmcnt). Otherwise, the rpsll hmctima as 
described in the player's /fardmk, with the fdlowlng 
clarificstlons: 

0 The dufdptlon of this spell statea that the caster wes 

fen C U d ~ i W ~  t0 di Mvfnom.  hl hVdd& 

thecwtarcsn also assign anotherdditbnd psxwmmtfor 

[icing) rquimi a 

through ilMons and 'apparltioru." Thb doas not mean 
ghosts or other lntanglbla beings, who am real whlls not 
physlcal. Undoad creatures of this Ilk do not 
MerentJy under thh spell, Ifthey bok iYce ncm@ 



people, this spell usually does not change the caster's 
perception. 

creaturea and belngs under m e  sort of controlling 
spell such as charm or gem. True seefng reveals these 
spell effects. Vampires and lyc~thropes control animal 
troops through enchantment, but they do not control 
subservlent creatuma of thelr own kind this way. 
Polymorphed creatures and Item become apparent. A 
lycanthrope In animal form Is not consldered 
polymorphed, nor Is a vamplre or similar creature wlth 
natural shapechanging abilities. As a general rule, If the 
creature can change shape as part of Its nature, this 
spell (when caat In Ravenloft) docs not reveal the 
change. In order to quallfy as polymorphed, a 
transformation must Involve spellcastlng. 

0 Enchanted creatures Include conjured or summoned 

Age Creature: Any person kllled by this spell must roll a 
successful .spvlng throw vs. spell or become a ghost. 
lntentlonally kllllng a person with this spell calla for a 
Ravenloft powers check. The reverse of this spell, restore 
youth, functions normally In the Demlplane of Dread. 

In campaigns utlllrlng the Requfem rules, the guldellnes 
in that accessory should be uaed to transform characters 
Into ghosts. 

Codure Flre Eiemental/DIsmlss Flre Elemental: A 
conjured elemental cannot leave Ravenloft by means of, 

dlsmlss Rn elemMltal or any sMlar @I. It mud flnd Its 
own escape from the Demlplane, just llke thoM player 
charactera who wlsh to flee the Mk&. 

A b ,  the priest has more difficulty contdlng the 
summoned creature In RavenIoft. Upon arrlvlng, the 
creature makes a mvhg h o w  VU. apdl w8h a -2 e, a 
successful roll allows It to act f?eeIy. Thls don nat meen 
that the elemental automsuCally aaadu the prbt who 
s u m m e d  It, but It very well mlght m e  It leanu thet it 
cannot quiddy return to ib home. 

domaln In whkh It waa cast. If Mkt. unmurdthedanh, 
the caster can focus on them in order to reach the border. 
The spdl stlll provides an escape lrom maze rpellr end 
helps the caster bypass traps. 

such an exlt Is within the domain, thls speU can guide the 
c a s t e r t o I t , ~ ~ d e d t h e c ~ ~ a t h e M R n s o f t h s s x # .  
In thla case, the spell hats only one round per ke l  d the 
caster. Aa some portals a p p m  only under rpsaRc 
conditions, Pnd the path has no eftsct Ifthe portal 1. not 
pmwnt when the spetl Is cast. 

The Great Clrcle/the Black Circle: Ondead are *ranger 
In Ravenloft than on other planes. Thus, the gmt  ckle 
haa a reduced effect In the Demlplana of Read. Thb spell 
daatroya any undead with 6 Hit Dlce or fewer In the area of 
dfact. All other undead suffer I d 6  polnts of damage per 
priest in the clrcle. Creatures of evil alignment m d v e  ld4 
polnta of dqmage per prlest In the drcle. In the latter two 

Find tha Path. Thls @I canna flnd l o c s t l o n r ~  the 

somq e x b  fnxn the Demlplana am physical locatlmr. Y 



cases, the vlctlm may roll a sevlng throw vs. death meglc 
to halve t h ~  damage. 
The black cfrrle works es described In the Tome of 

Maglc. However, castlng it requlres a powen check for 
each priest in the circle. 

Qroup Mtnd: Of course, self-willed undead heve the 
aMUty to raise a barrler of false thoughts, effectlvely 
blocking ais Spal. If such a creature chooses to enter into 
a rapport with a priest, It hea a choke of actlona: It can 
feed Innocent thoughts end emotlons vla the barrier, or It 
can ellow the priest e true gllmpse of Its malevolent Inner 
self. Since UK participants choose which thoughts and 
emotlons to share, the undead creeture need not reveal 
anything of Importance. 

Any normal person who gets a close look at the twlsted 
mlnd of a 8eIf-wllled undead monster must make a madneas 
check. For thfr reason, an undead monster may allow the 
prleat access to Its mind, knowing the posslble effects. 

Land of Stdblusy: Thls spell d o u  not supersede the 
domain lord's control of the land. If the lord's deflned 
powen spqcffy control over the land (or any effects 
de8crlbed Ih the spell), he can overrlde the effects. 
However, he may declde to let the spell work 
nomlly. 

8d's hrlng  Orb The llght from thls spell Is 
considered to be the equlvalent of daylight. There- 
fore, in addition to normal damage inflicted by this 
spell, It harms creetures affected by dayllght as If 
they were otendlng outside on e bright summer day. 
Word of Recell: Thla spell works normally, with a 

few excaptions: It CONI& transport the character off 
the Dcmlplane or qcroas a c l o d  domain border. 

I 

(1 
BemHa-Idud Bpas  
Astral 8peU SInce Ravenloft lies in the Ethereal 
Plane, thls spell does not functlon here. 

Breath d Death This spell la the reverae of 
breath of Ilk. Camng breath ofdeath requlws the 
caster to make a Ravenloft powers check. 

Co~Jure Earth ElementaVDlsmlss Earth 
Ekmentok A conJured elemental cannot leave 
Ravenloft By means of a dlsmh earth elemental L. 
my slmllar,spell. It muat find Its own escape from 
he Demlplpne, Just llke those player characters who 

wlsh to flee the Mlsts. 

I 

Gate The gate created bythls4.ell lwda brto(but not 
out of) Ravenloft. Thus, a summbned creature muat find 
another sxlt, Just llke any other being. Thls entrapment 
oRen lnfurhtcr the monster, prwoklng an attack on the 
caster m d  any companions. 

Ushg CNs spdl to summon an wU belng calls for e 
Ravenloft powers check. 
Holy WoWUnholy Word: Costera csn use aittmr vmkn 

ofthls &I only ontheshomQ pbm. Hence, only 
Ravenloft nahre player ChSracM (crested wwlyhe rules in 
thls bodr) CMUM the holy LuordspeU in the Dardphna d 
Dread. Tho6efran other r e a h  ufu flnd thathespdl ML 
when cast. 

Even If the spell does fundon. the MUI nunewhat alter 
I t s  effects. For cxsmpla, neither this spell nor ke reverse 
can d r h  creatures from the bemfplane. E (I cartcr 
attempts to force creatures from RavenW the spell 
randomly tramporb the targab to wether loutbn in Ihc 
Land of the MI& (though not chmd domsh 

borders). Fdlowlng thb, the trwrportsd cmakma 
cannot corn wlthln Mht dthe csrter for I fuildrv. 

i .  

b s  

I 

certlng warrants a powk 

RalncaMtka: In Ravenloft, the t.Ip3t ofthb 
apeU has a 1% chance of being rehcmaed rm PI 
undesd creature. 

Alw, the priest her more dlfflculty controlllng the 
summoned creature In Ravenloft. Upon arriving, the 
creature makes a raving throw vs. spell with e -2 
penalty; e ruccessful roll allows It to act freely. This 
does not mean that the elemental autwnatlcally 
attacks the ,priest who summoned It, but it very well 
might once It learns that It cannot quickly return to 
I t s  home. 

nstoratlon. Any person kllled by thls spell must roll 
e successful savlng thrciw vs. spell or become an 
undead creeture. In campalgns utlllrlng the Regulem 
rules, the g/lldellnes presented In that accessory 
should be used for charactera who become undead. 

Casthg this apell requires a Ravenloft powers 
check. 

heray Drain: Thls spell Is the reverse of 

'A 
I 

If this happenr, the penon becomes a monrtar 
type wlth Hlt Dice are equal to hfr former 
experlance level. Uke rake dead, thls spell cannot 
create undead more merful then vamplm. 

in camparaU -h RepUrCmd-, 
cheradem r a w  as undad rhordd be mnvortd 
accodng tothe wkMkps premntd lntfut 
acceMOry, 

murrectlon spell falls hls resurmdor~survival roll, 
he bacomer an tadcad creature d a  typeequclth 
HIt Dke to hls former Laret. VmnpIm are *mat 
powsrfwcreatureaa nwrstlonrpdlcsngsll(a 

had h Ufe. In cmnpalgm uthing (ha Rqufam 
rules, cheractem ralwd M imdead shouid k 

that act-ry. 

cbay' In thb fashh. and thay rstatn q 

convded M.corBhg t o t h e g l d d e u n a s ~ i n  

CMUIIQ thls spcll mike revem, destrucUon, 
qulres e Ravenloft powan check. 
Shadow EngIneS: whcn this spell explros 01 ir 
incelled or disrupted for m y  r-, X h.. 6 
M6 chance of cawing a qnall horde of& 

shr~hsdowr (as described h the MmsTRws MArmk 
tome) to rlse up from the .helmred Ulurlonr. A 
roll fr made for each englne as It d l s 8 ~ .  Each 
engine can spawn 2d8 shadows, whlch will abnort 
certainly attack those around thun (including the 
caster). 

Splrlr of Power: Thk spell normaliy enabks 
wyeral prit.ts of high kvd to call down an avatar 
of their deity. h unspoken law of nonlntervantton 
by the powem ofthe rnultlversa rimkeaW..pdl 
lnOpersMc In RaMnkft Howevar, the h u  a 

u4 
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%lit Paf'li 

of summonln~ mnm other extraplanar 
e notum of the mnnmoned mature wlll be m u r e .  

rna*taiqy the heme plane of the delty being contacted. 
Thus, a call~to a deity of fire mlght result In the arrival of a 
ftre elomanbal. 

make an Iqtnedlate reaction check to determine Ita 
lmpressbn bf the summonem. If hortlle, It wlll likely Mack 
at once. When the creature learn that lt Is trapped In the 
Demlplane bf Dread, It wlll probably seek revenge on those 
who have ylprlsoned it. 

Aaempuna to summon the avatar of M evll d e b  Is cause 
forepowe check. 

anyone or a ythlng out of R a d o f t  or across a c I o ~ ~  
border. ou$ &se, it functlms normally. 

UncontFdkd Weather Domain lord. can sometimes 
control wepthar, or at least exert certain Influences upon lt. 
If a lord's control Is st odds with thIs spell, the domaln lord 
automatkal\y wtnr. In many caws, however, he does not 
bother to coptest the spell. SUII, if a domain lord has the 
abllky to cobrsr &Is spell, he wlll Lw dware that It has been 
cast even If he doea not opt to thwart It. 

Should a Freature appear In response to thls spell, ib must 

Succor: x alther thls spell nor I t s  reverse can transport 

Qtttst Spttlr 
Anlmal Horde: Some domaln lord. can c o n t d  the anlmals 
In thalr land+, or at least some specles. Any of those not 
under the control of a domaln lord may answer the 
summons d thla spell. However, the domaln lord's control 
always takr) precedence over that of the spell. Still, the lord 
frequently a i l m  the animals to answer h e  summons In 
order to dlsqover the prlest's plans. Once he knows, he may 
or may not qhoors to overrlde the priest's hold on the 
IInllMlS. 

Circle of Sunmotes: The light from the motes can harm 
creatures vulnerable to normal sunllght. Beyond that, th 
spell functlons normally. 

Conformance: This spell docs not aHsa the chances o 
fear, horror, madness. or powers checks. 

Elemental Swarm: At the end of this spell's duratlon, 
summoned gkmentals cannot return home, which tends to 
Infuriate them. Since the spell has explrad. the priest no 
longer has apy control over them, 10 the Dungeon Master 
can k l d e  Whether or not they attack. 

Etherwalk This spell transports the prlest and his party 
Into the Border Ethereal. Once there, however, they find 
themselves unable to travel any deeper Into the Ethereal 
Plane. They 
which they leR whenever they choow. 

H l g h w :  ThIs spell cannot cross c l o d  domain borders. 
lmaga Interrogation: Normally, thls spell enables the 

priest to travel the planes, and even through Ume (lnspirlt 
form). Here, he can travel only around the Demiplane, 
though not atross closed domaln borders. 

In Ravetiloft, thls spell can easily traverse the barrier of 
tlme. Anmpb to (ravel back In time to a perkd before 
Ravenloft existed may be catastrophic, however. The instant 
a priest enters a tlme prlor to the comlng of Castle 
Ravenloft, he is briefly plunged Into an icy cold darkness. 
The spell ends at that polnt, and the priest must make a 
madne~ cherk. 

re-enter Ravenloft at the location from 



Those whg are held wlse among men, and who search the 
~~ESOM of thlngs, are those who bring the most sorrow on 

slues. ' 

-Euripides 
4 E 
3 

*ny spells thet exbt In Ravenbft are rrtlll unknown 
the F& of the multlverse. For the most part, no 

ssne man would attempt to inaster these dark and 
terrible magics. Still, some seek thh forbldden 

lore despite the great agony thet may accompany it. 

Aurd ofp4scomfoi-t (Evocation) 
Reversible 
Sphere: Tr#velers 
Levsl:2 
Range: Touch 
Components: V, S 
Duration: U hour/level 
Catlng Time: 5 
Ana of Effpa: Creature touched 
Saving Thrbw None 

Evll priesto use this spell (the reverse 08 aura ofcompre, -* 
a form of hlld curse, rubjecting the vlctlm to M 

Fshnnhpltond select a weather effect, ouch as rain, deet, 
or mow. 
No one, hot even the target, can .see these effects, though 

ha still aufftrs the result&. The Spfccta only slightly hamper 
the target. He can move and fight normally but wfka a 
penalty of -1 (or -5%) to all actions that require a dle roll for 
succesa, includlng attack, raving throws, and ability 
checks. other a@wtmenta may appiy a the dtscre~on of 
the Dungeqn Master. The character may also have to d r e ~  
accordhg 8" the pvcclved conditlons, rnther than match 
actual con itiOns. A character wearlng just a loincloth in a 
tropics1 J q l e  could actuallv suffer hstblte as a result of 

Zone of DeWpUon (enChsntmaac/chMR1) 
RevarslMe 
Sphere: Wards 
Level: 2 

I 

envlromnent for the &ation of the spell. The 
p tempershrre from -20' b 140° 

, 

thls spell. 

Duration: 1 Imnd/level 
Casting T b e :  5 
h a  of Effect 5-foot square/level 
Savlng Throw: Negates 

Thls Is the reverw of the lone oftruth spell. Everyone withln 
the area of effect knows lmmedletely that they may speak 
oaly lies. They can dacide exactly what they say and how 
tbcy say It, but every statement must be a Ik. k a u s e  
quartions, suppositions, and exclamations are not 
atatetnents,'they are not afkted. The Dungeon Mastar 
should carefully exsmlne every statement and classify It as 
true, false, Or an exception to the spell. For example, the 

IDV 



in four d, and a gmater wlnd (a gusto/ 
wind @, for example) dbpemes lt h 

o n e r m m d , a s d o e a l k l J r ~ .  
TheCloudtnlUnWMSprcrnSr 

hmmcf#thndm#kg 
gabsos. &nall Mhab (ndoe. The material components for thls spell a n  

an eye and ear of a dead man. CasUng thls spell 

harminit to fie caster. The spell 
ceases to wprk If the caster and 
target are in different domains and the 
borden of elther (or eny lntervenlng 
domaln) clwe. 

requhs a powen check. 
rqulrrah, etc.) m u t e t e b * o ~ a n d ~ a u k ,  pllv 
andothcrfoulirwetrlnnwdistdyliMup~ 

blgn Undaad (Necromancy 
Sphere: Neoromantic 
Level: 4 
Range: Touqh 
Component$: V, S, M 
Durstlon: 1 p r n  + 1 roundllevel 
Castlng Tlrne: 7 
h a  of Meet Person toucharl 
Saving Throw: None 

This spell allows the caster or any wllllng person to 
masquerade as a zombie. The pemn looks undead, 
ceases to breathe, and fnls no psln or emotlon. He also 
becomes Immune to paralysls, pdm. and energy- 
dralnlng awcks. If poison Is dellvmd whlle under the 
effects of thin spell, It takeu affect normally when the spell 
expires. Poleons to whlch the perwn was exposed before 
the castlng $f the spell, but that have not yet taken effect, 
can be foreealled, though they wlll take affect normally 
after the sHl's expiration. Mdltlonally, lmmunlty to pain 
does not praect the person from harm; he sUll suffers 
damage normally. Spells that affect undead have no 
Influence o v ~ r  the penon, however, whlch can potentially 
reveal hls trye nature. 

rkh and flesh change color, 8hrlnklng to reveal bones, but 
h b  attlre d d s  not change. A b ,  hls Joint. become M, 
cauring jerky movement. Heao longer attack as a player 
character. but as a normal zoarbk (#e the 
MANlMl tom*) * 

Any creat+e that sees the fake zombie asautnw that it 18 

real. Unless Ordered to do so, red undmd creatures wlll not 
attack the sgJect. If the pemon doe# somcthlng out of char- 
aeter, 
thingo are not as they seem. Wonplayer charactem are enti- 
tled to Wtsdcm checka to see @,they notice the h p t i o n .  
The mstarlal component for lhls spell la a blt of bone and 

dM fmm a abve. Casting thb m o d  rwulres n mwcm chack. 

The person's body look Just llke an anlmated c o p ;  hls 

anybody who y e s  h4m mlght deduce that 

Won (Evoan 
Revemlble 
Sphere: Elemental (Alr, Water) 
Level: 5 
Range: 30 yards 
Cmponentq V, S 
Duratlon: 1 raund/level 
CMtlng Time 0 

Saving Throw: None 
Area of Effecp 20-foot Cuba 

Thls reverse pf cloud ofpurfflcetfon creates a blllowy 
cloud of vile vapom that move$ wJ?h the prevalllng wlnd at 
a rate of twenty tsCt per roun& A .aolrg wind bmaks It up 



least In the eyes of the caster. The h l  deed may even 
have bean wlntentlqnal, but It must have yielded horrlble 
results for the caster. The vlcthn of the cume can be of any 
allgnment. 

The caster penonally chwses the punlshment Inflicted 
on the victim. Wordhg ls very Important, so the player must 
record the exact phraring lor future reference. The curse 
may fall If the punlshment Is Inapproprlate, too hamh, or 
otherwise lacking (Dungeon Master's dlscretlon). In thls 
case, the Dungeon Master can choose to elther guide the 
player to a curse that Is acceptable or make the character 
waH to see If the curse takes effect. 

The prlest becomes a vessel for the dlvlne wrath he 
invokea. He must clearly announce the curse In the 
presence of the d l d a r .  Thereafter, the curse Is In effect, 
though its effects wmetimes take time to surface. Instead, 
the curse may develop over months or years. 

Dlvlne curse can be Ufted. The victim has two means of 
removing the curse. An atonement spell can Ilft the curse, 
prodded the spell accompanies a great, hcrolc deed or 
slmllar act of explatlon. Such an actlon must be an 
approprlate counter to the orlglnal evll deed. Sometimes, 
the curse itself may Include an escape clause. ORen the 
clue to llfllng the curse la hldden wmewhere wlthln the 
wordlng. The Dungeon Master should encourage such 
clauses, slnce they do not neceluarHy provide an easy 
escape, as Illustrated by thls sample cum: 

You h a u ~  walked long upon the backs ofthe 
downtryiden. Now, each step you take shall be a 
palnful blow to your flesh, untll you smde baarefoot tl, 
the sumirrit ofMount Arabek between sun& and 
sunseb 

At Rrst the escape clause seems deadly, If not Impossible, 
to fulfill, but a creative Dungeon Master or player should be 
ible to clrcumvent the obvlous. For instance, the cursed 
,haracter might pay m e o n e  cast a haste spell upon him 

or otherwise incrwse his rate of travel. 
The materlal components for this spell are a tlny sllver 

gong and the priest's holy symbol. Datalls on curses are 
pnsented In Chapter Twelve. Powers checks are mandated 
11 accordance with the d e s  outlined In that chapter. 

Anclent C u m  (Abjumtlon) 
Sphere: All 
Level: 7 
Range Speclal 
Components: V 
Duration: Speclal 
Castlng Time: 1 round 
A n a  of Effect: Speclal 
Saving Throw: None 

This magic works llke the 6th-level dlvlne curse spell, 
except that thls curse can also affect the descendants of the 
targeted character. Here Is an example of an anclent curse: 

You and your seed shall wlther at the touch of gold 
and silver unto the seventh generation. Always shall 

' 

If the cause is great, the curse may be worded to last 
indeflnltely, affectlng all desculdsnta of the offender. C he 
pmvldea M escape clause, the caster can often c a w  more 
powerful curses. In the example above, tke curse mlght 
contlnue: 

Onl# when gou have men b 
taken, shall your helm pmspc 

nm 

r o d  w d  (wuntl~n) 
Sphere: Wards 
Level: 7 
Range: Touch 
Component% V, S, M 
Dwstlon. Permanent 
Casting TLme: 1 Qy 
AreaofEffack1tomb,acuk30fast/rids 
Saving Throw: None 

This apen enables the@& tocoat a-ans upm 
a tomb. Anyone v!-olatlng the tomb l m c ~ ~ t 6 c h .  
cum. At ona point du- the cest!ng d W  rpdl, the pkrt 
must cast a either a dlolne cumem a n d c n t c u n c ~  to 
ddlnethe.tf.ctr. 
htskea full day tocastthh qmu, end the prcrt cmot 

hln tanpteddWthOQnlngthUC~.Hbmwt*  
~ ~ t h e ~ m d - o f * ~ ~  
the wlus, fioon; cdllngs, and doon ri(hal@m d h h c .  
During WI. the, the prlsd sho a& downme a*.d 
condwonrthat win trlggerthe c w .  They can k 6s dmpk 

ofthe klng, mnwlng bburlsl weaswe, bmaldtb 
ordsrtroylnehisposmube,ordchetngthe I 

tomb." 

In gmcml. ha rhordd Interpwthcrordhg of* 
Cunc'litemtly. thotgll vsgw or uncieu pasmgea 
should k given unfavorclbk lnterpm@tlonr. 

W s r d ;  It murt Au an a m  no krgmman (I cube 
thlrty feet on a ridc. Pothar pieror arrlrrthe 
caster, however, each addttknd p# edslrtac 
feet to each slde of the cubs. Tlwdore, w ~ l l  
priertl(lncludlngthec~)csnwudaeuba- 
rhsped area. up to nhetyfeeton a .Me. 

OS "My ClU&S4 W h h g  thlr tanb"01 OS 

CanpHeatrrd as 'any morw dbt&@tg the nmav 

The Dungeon Moater detmnha the exact efhts. 

The prlest ha8 a lbnlt to the drs d tomb he em 

Themeterkl 
holy symbdr of each priest 
symbols must be I& In the 
burled In thc Walls or floor. 
the same race as-the priest can 
Inalead of the M y  symbol. A combhatbn of 
c- and holy symbols L sccept.ble, a0 long 
as each prierrt laevea at least one componart. 
Emmbhg Uvlng creatures as a 
part of the spell 

1 
+ '  A 
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fie master tfieri placeh fiimself 
Between tfie two Iaaies. 



a v e M  is a land of darkness and macabre fates. 
While the slnlster nature of the Demlplane of 
Dread may seldom affect the life of a common 

o n h n t  the machlnatlons of the MI& on a regular basls. 
don, those who dabble in the black arb must 

upt es the R M ~  d T m  alterthe magIc@ 
ppwm of prlear, so too do they &tort the powen 
of wirards. The following Mctlons provide a general 
O h V b W  O f h r d r y  hl b V d &  kMdP(l0M Of 

specific spell effects fdlow later ln thls chapter. 

Gonjorntion ana ~ommontqg 
A wlwd who casts certaln conjuratlon or summonlng spells 
may flnd the msulta llmited by drcumstance. A wizard can 
summon anlmals and enchanted creatures only if they udst 
wlthin the domaln in whkh he casts the spell. If the descrlp- 
tion for a glven domaln docs not Indlcate whlch anlmals llve 
there, assume that the local fauna Includes everything from 
simllar habltata In other realms. For ease of reference, 
w o n  Mastun can assume that the Core domalm are 
simllar In ecology to the natlons of central and eastern 
Europe. Thus, a summoning attempt would not brlng forth a 
tiger or elephant in most domalns. The Dungeon Master 
should choose an approprlate creature from the domaln. 

Ravenloft Is cut off from the rest of the multlvene, which 
creates a problem for wlzards who attempt to summon 
planar creatures. In general, a creature still responds to the 
summonlng, though It Is rarely what the wlrard Intended 
and often unfrlendly, especially when the creature attempto 
to return home and dlscovers that It cannot depart from 
the Demlplane. 

Ccrtaln spells, partlcularly those of the school of 
necromancy, functlon more dfeCtl.-'- 'n Ravenloft. Wizards 
should be warned that casting sucl Ils with abandon can 
affect the caster In the most slnistc. __ .rays. 

he elementallst docs not use new covered spells as 
much as he uses the old spells In a new faohlon. Instead of 
organizing them by school, he thinks in tam of nature's 

ekmcntl: Earth, Water, Air, and FIN. Ravenloft, for dl lb 
strange and myrtariour twirtr, dosr not dittar from any 
other realm in this regard. AJ auuh, d all the practttlonen of 
the art, e l ~ l l s t a  suffer the fewest chsnger to their 
spelh In the Land of the Mieta. 

Wlld mages soak to dlscovar and employ the thaonllcd 

ested In how magk work8 M he b In urlng It. They have 
dlscovered the secrets of chaos and can use the prlndpb 
of uncsrtahty to chart a rteady ccnuse through h wwne 
arts. The abliltks of wild magas chanw lMe in Rswnloft, 
though the M&ta have affected a few of their spells. 

it h important to ramember that the ruler of Ravenloft 
take precadeqce over the affects of wUd surges. A wlld 
aurga can nevermmovea cum or wrdothe effectsofa 
falled Ravenloft powem check. it cannot enable a wlld mclgs 
to magkaUydlstlnphh good Rwnsvll, negate the abiUtyd 
rail-willed undead to dlagulw thenuel- mantally, or allow 
charactem to walk the planan. Any wUd aurge that would 
detrbnartally affecta domeIn lord has a 5oKchance to 
affect a t l lhent target Inbed. h y i n g  apd benoklul 

UIldGrplMIngS of M g k .  ThlS brwd of I6 M hrt.r. 

effects of wild surgea functkm normally in Ravenloft. 

able 25 lista tho common wizard spells with 
altered efkcta in Ravenloft. A dedpt lon of 
changas to each spell follows the table, 
supporting the text in the player's Handbook and 

the Tome of Magic. For more convenlent referencing, the 
ravema of a spell 1s llrtad beslde Ita counterpart (following a 
slash). If elther venlon of the spall works normally In 
Ravenloft, It appaan In parentheses. 

ChuL Touch Thla spell becomas even more deadly whe 
cast In Ravenloft. If the vlctlm fob a saving thmw VI. rpdl, 
the touch ln!llcta Zd4 points of damage and drab one point 
of both Strength and ConrttMkn. If the tar@ makes a 
successful thmw, the touch still MMS Id4 points of 
damage and dralns om point of Shngth. 

Castlng thls spell requlrsr a Ravdofl powen check. 
Co~~Jure Spell Component: Thb spell cannot retrkve corn- 

pcilmta rrwn Olhlde the domatn whara it la C a d .  The wlwd 
dOUnotrsSlirs U l O t t h b h t h c ~ f O I h b ~ U ~ .  

Dependhg upon the type of companent baing 

Detect Undead: In RavenloR, each undead creahw can 
iummomd, It msy requln a Ravenloft powen check. 

rttampt a savlng throw VI. spat to prevent -. If 



four or more slmilar creatures are grouped together, they 
make a slngle roll wlth a -2 penalty. A natural roll of 20 
always Indicates success. As stated in the player's 
Handbwk, the spell cannot penetrate &ne more than one 
foot thick (in other words, most castle walls). 

Fhd FamPar: Any wlrard may send out e call for e 
famlliar in Ravenloft, but only those of evil aUgnrnent are 
sure to recelve what they expect. Wirsrd~ of less slnister 
bents wlU flnd their aummons answered by creatures far less 
helpful than they mlght appear et first. 

If a neutral or good wlrard casta this spell, the Dungeon 
Master should roll on Table 26 to determine the natura of 
the creature summoned. No matter what the result, the 
creature Is actually a pseudo-famlllar as described In the 

Table 26 
Good or Neutral FemPars 
1 d8 Pamlllrr 
Roll Summonad 

1 Cat, House 
2 Cat. Wild 
3 Crow or Raven 
4 Owl 
5 Toad 
6 Rat 

0 None 
7 Wper 

Should an evil character cast such a spell In Ravenloft, 
the Dungeon Master rhould roll on the Tabla 27 to 
determine what creature (If any) answers hh summons. 

ld8 Naubal tclwtul Quptlc 
Roll M M M 

1 Bat,sentinel Bst,sentincl &rtsantlnel 
2 Dog,Death Imp, Assauln Famlusr, Undoad 

4 wolf,worg aremlin,Mita GWM 
5 Bat,SMIUnel Imp QmmUn, Oalltrlt 
6 Imp, Mephk (MW Booway Imp, Quark 
7 Rat, Oiant Cat,Mldnlght Baobhansith 
0 None None NOlW 

3 F ~ m ~ , p # u d o -  B ~ t , N b h t l b t ~ ~  hp,M@lt(Flre) 

No matter what the ellgnment of the caater, such Intimate 
contact wlth the fabrlc of Ravenloft can have a CaMPting 
effect upon the wizard. Becawe of thh, caatlng a flnd 
famluar spell in the h i p l a n e  of Dread nquires a Ravenloft 
powm check. 

Metamorphose Liquids: Thls spell h unchanged in 
Ravenloft. Whlle thls spell can certainly change water into 
blood, the artlflclally created blood lacks a vital 
component of the owner's I l k  force; thus, nosferatu and 
other blood-drlnking creatures derive no sustenance from 
the metamorphosed liquid. If a vamplric creature drlnks 
blood made with thlr spell, the meal does not slake hls 
thlrst end causes hlm to vomit up h h  offensive meal ld4 
turns Ieter. In fact, any evil, magical creature that sustains 
Itself solely on flulds from a living creature suffers the 
same effectd that the vampire does. though normal 
creatures can still draw nourishmant fmm -tar qnd other 
flulds created by thls spell. 

1451 
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Detect fMjDeh3 Good: No one CM msglcally detect evil 
in Ravenloft. This spell and its revem, detect good, slmply 
donotfundion. 

ESP: Unl/ke undead In other realms, unlhrlng creatures In 
Ravenldt 4th "low" Intelligence or better can choose to 
proJect false thoughts to those who use mental powars on 
them (though a creature unaware or caught by surprlse 
cannot project its thoughts). Thedim, the W s p e l l  
seldom c a p p ~  the true thoughts of the creature. The 
creature usually proJecte ~ f e ,  friendly, and reassuring 
thoughts. Wizards do not know about thls spell's altered 
effects when they cast It, 

choose to pmJect its true thoughts. Sensing thoughts so 
horrid will ahnost always require the caster to attempt a 
madness check. 

M h g  throw to avoid d e t d o n .  Follure lndlcates that the 
spell reveal8 whether the target has a chaotic, neutral, or 
lawful allgnhent; It never detects good or evll alignment 

Nahal's Uonwnskal Nuuyler: This spell scrambka 
detection spell results. In Ravenloft, only lawful and chaouc 
tendmcles can be detected. Mer thb spell has scrambled 
the detected allgnment, the lawful and chaotlc portions are 
stlll the only parts of the alignment reported. 

Spectral Hand Thls necromantic spell lasts twice as 
long In Ravenloft. Casting this spell requlres a RavenloR 
powers check. 

At the Djngeon Master's dbcntion, an evll creature may 

Know AQnment: As usual, the target of thli spell gats a 

!E!Ofr#-IieueI Bpeb 
Alternate Reality: The dark powers hold sway over reallty 
In the Demlplane. As a result, mechanics unique to 
Ravenloft are largely unaffected by thls spell. Fear, horror, 
madnew, apd powers checks cannot be changed from 
falled rolls Into successful ones (though the Dungeon 
Master can felgn rerolllng them). However, the secondary 
dle rolls detmninlng the precise results of these falled 
checks can tbe rerolled. 

le, If a character who falls a horror chsck ends 
up For obses ex3 wlth the horrlfk scene casts thls spell to get a 
new horror $heck roll, the rerolled horror check 
automstlcal y falls (although the Dungeon Master rolb a d e  
to fool the Pl ayer). If that same character casts the spell to 
affect the rebult of the honor check, howevar, ha might end 
up wRh an averslon rather than M obsession. 

Uahudignce: Normally, thls spell allows the caster to 
hear nolses Ln a familiar or obvious place. A 'famUlar" place 
Is one that the wizard has vlsited penonally. Verbal 
descrlptlons and vlewlng through spells or plcturas do not 
make a plaae completely familiar, so the wizard will haw 
only a 50% $hence to make the spell work. The Dungeon 
Master should roll once per locatlon; If the wirard b 
unsuccessfd, future attempts will also fall unless he gathers 
more Infortytion. 

An 'obvious" place denotes one directly conneaed to the 
scene beforq the caster. If the wlrard sees a door, he can 
cast the spell on the other side of the door. He cannot cast It 
around the qorner and through the door, however. 

Clalraudlence normally creates an Invisible sensor that 

can bc magically dispelled. In Rwadoft, the spell bmb a 
vbibk, @o&y ear of normal &e. If dat4ctad, the ear can 
be dtspbd, or the parties Involved can adlust their apeech 
to-. 

Maglcd maclu ylat depend uponsound slfea the caster 
normdly if he hears It vla hla chlruudlance spell. pus,  If 
the fawr Is within range, a b~shep could f e ~ W y  MI the 
carter vtth her wall. 

mglon, whkh may Indude mom than one domain (much 
as (h. Cor0 or a Cluster). H Q W ~  the rpell b a s  not work 
In the Mirtr themselves, as they distort location and 
dirtance. The cuter  I8 not ImmedIotely aware of any of 
these changes. 

Cblwoymce: Thls spell h mtrictd Wre cwudlena, 
above.haU~sShccartartoviewthin~gnlyInaf~ror 
obvjow katbn. If the area doas not meetthoae 
qydl lka tbq  the speU ha8 a 50% dunce d failing. The 

In Ravenloft, the formerly invislbla sensor created by 
this spell becomes a visible. ghostly eye of normal size. A 
gaze attack on the sensor also affects the caster. For 
ex&, a vampire can charm a wizard watchlng wlth a 

Feign Dccl(h: The caster of thk spell must make a 
Ravenloft powers check. 
Hdd Undecld Undesd monsters strongly reJrt tMt tvpe 

of msgk in RavanbR. AU undwd-even mlndleas ones- 

Self-willed undead each goin an .ddltlonat +2 bonw to their 

Lorioveim's w i n g  Shadow: Thh spell MIIMWS the 
caster's shadow In order for him to see thm@~ Ita eyes and 
I through its ears. Manlpuloting the rarff of shadows k 

sometlmestske on a Ufe dtkdrom. 
The Dungeon Master should secretly roll a ~ v l n g  throw 

vs. spell fathe caster on the mud the speU k c~!. If it 
succeeds, nothing unusual ha-, and the rpsW hnabn 
normaliy. The caster wlll probsblr not know that it WM wen 
posdbk for #xnahlng unusual to happen. If the saving 
throw falls, then his slmdow anknstar. Om% animcltd, it 
remglna so W U  klllcd, and the caster loler h4 real .h.dow 
untll that time. Be- without h&wa neem raher  .pooky, 
so nonplayer characters are likely to thii the wont of a 
character without one. 

In campalgns not Uwklng the Requlem r u b  accessory, 
the character's shadow tranofwm into the monster d the 
same name (as desnlbed In the Monsrnous MArmAL 
tome). Such a monster wUI seek to kill the carter, but not 
always immediately. It wUI more likely follow him around 
and wait for the best opport~nlty. The shadow defands 
Itself If attacked, but wlll wllllngly flee If It Is in danger of 
being destroyed. 

If the cmpalgn docs utlllre the Requkm rulw, than a 
much more hdsh transfomMtlon occurs. When the 
shadow animates, It promptly takea conbol of the 
character's living shell and shunts the hero's llfe force into 
the anlrnnted ahadow. The player h l d  use the Requkm 
I 

< the 

Th* E@ COR = h a m o n l y  P .h&h-W 

rpau cell reach only acmnssinglsmt-bwnd mua and 
doMnotwak dbactly IntheMw.. 

cmruo&/an& spebl. 

C M  avoid kS &?& Wlth (I SUCC&l M h g  thm V I .  Spell. 

MVhg thrcrur. Thir Spell CaMM O f k t  dOl'Mb lor6. 

to convert the character Into thL new form. Than, the 



S h e  Urs'oIhvpbyem might dotact the trsnrposrsMion 
lnnm#~E)ungwm Mmter6 rhcuw have the player keep 
cmiml d t ckenasr's body for the Rrst day. That nlght, 

ltsr NN away with the body. The player 
In search of Ita body. 

c.wk.g Uyr spell requires a Ravenloft powen check. 
Monster 8runmonlng k Thls spell CM summon only 

monoten nqtlve to the mgbn In whlch It Is cast. Refer to the 
descrlp(l0n of the pertlcular domaln to determhre exactly 
what type 2 creatures respond to the summons. The 
surnmoned creatures vanlah when the spell expires. 
SUmmMlcd monsters are very resistant to control in 

Ravenloft, and they can attempt a aavlng throw vb spell 
with a -2 pelralty to avold the s u m m o ~ .  If the summoned 
mooaten are mWons of the lord, the creatures stlll appear, 
but the lord retains control. 

Vamplrlc Touch Ravenloff enhances the cffaas of this 
spell. For evtry die of damage Inffiacd, the vlctlm perms- 
nently losea 1 M point unless a prlsst successfuay casta a 
mtuatbn spell on him withirl twenty-four hours. For 
example, If a 7th-level VrLard toudres a warrlor wlth this spell, 
the wrrlor would #fer M6 points of damsge, thnn polnrs of 
whlch would,be brt permanently unless he convinces some- 
one to coat q nsbratlonspell on hlm wwlin a day. 
The caster of thls spell must make a powers check. 

Contagion: The caster of thls spcU must make a Ravenloft 
powers check. 

DImenslon Door: This spell cannot transport the caster 
acrosa a domain border. 

Enervation: This spell Is qulte deadly In Ravenloft. !Each 
level drained from the victim also dralns 1 hit point 
permanently. For example, If a succedon of these spells 
c a w s  a choracter to lose three levels, he also loses 3 hIt 
polntn perm(mently. Only 9 nstoratlon spell cast wlthln 
twenty-four boun of the eneruatfon attack can restore those 
lost points. 

Castlng tJ@s spell requlres a Rav6nloft powen check. 
Loeate Wature: Thb spell Is unable to cross the Misty 

Border that separates one domain from another. Thls spell 
cannot deWt a creature on the other &de of such a border, 
even If within normal range. Indeed, if thls spell were cast by 
a wizard loolflng a c m s  a domaln bordcr directly at the 
creature, he would stlll not detect It. 

The lord of a domain can always attempt a saving throw 
vs. spell to apold belng dlscovered by thls spell. If the raving 
throw succsgds, the lord also Instantly knows the location of 
the penon who cast it. 

Magk h r :  Although It does not function in the Mists 
themselves. @e magk mirror can view any locatlon w1th111 a 
single domain. The mlrror stlll acts as a scrylng devlce, but 
a ghostly mlnror wlth the caster's face appears at the 
locatlon belng viewed by the caster. A gaze attack dlncted 
at thb lmaga affecta the caster normally. The caster does 
not hmsdlately know of these changes, as he cannot see 
thk shortly Image. 

pleased ai nhimlng from the dead ~n-someone &s body, 
even If It does look like Ita own. 

Canting thls spell requlrea a Ravenloft powem check. 
bbnder Summonitig U Thb spell can s u n m o ~  only 

monr(an natlve to the region In which It Is cart. Refer to the 
descriptions d t h e  parunrlar domshr to detemha aucUy 
what typtofcnaturesreapondtothe aummonr. Ttmn 
summoned moroten vonirhwhentherpdf expima. 
summoned monsters an vary nrlrtsnt to cartrd h 

Ravenloft, wd they CM q a raving throw VI. npeU 
wlth a -2 penalty to wold the summonn. If the UmmOlMd 
monsters are mlnlona of the lord, the cwetum appear, 
but the lord rrtslns control. 
Remove Curw/Bestow Curse: Remoue c w  works 

poorly In Ravenloft. where Ita duration Is lbnlted rather 
than permanent. The targat of thb msgk must make a 
successful M V ~  throw VI. spell to temporarily be rid of a 
curse; the duration of rellef Is only one turn per level of 
the spellcaster. 

Cursea are very powerful In Ravenloft (nee Chaptar 
Twelve). The stronger the CUM, the  le^ likely It Is thst a 
mere apell can sunpend It. Use T.bk 28 to find the ~ v h r g  
throw mocwier for the power ofthe CUM. 
Beam curse works as d ~ c d b d ,  but It reqw a 

Ravenloft powers check with the modWks glvem In the 
table below. 

I. 

Summon kycmthmpe: For thla spdl to work, the caster 
and the kcanthrow must be in the umt Qnuh. ~ h l r  d 
Can call creetum'under the control of the &ah lord 6ut 
they M utterly free of the ca.ter's control and wlll do the 
blddlnp of thelr true master as loon as thev arrlva. Thi. -11 
Cah uunmon a lycmthrope domain Iord &ly if he albwak 
Upon anlval. the magical drcle doea no( bind hlm, a- 
he may pntcnd for a Ume that it doea. 
Once wmmoned. a lycanthrope has a chance to h a k  

the lmprlwnlng circle. In RavenloR the chance h 336, plus 
(ar mlnua) the difference In levd/tUt Dice between the 
caster and the creature. 



Summonlng a I 
check, OtherWiK 

hrope requires a Revenloft powers 
inall works ns described in the Tome 

ofM&glc. 

m-fieuer spe@ 
Anlmate D e a d  Thls spell works almost too well In 
Revenloft. flormally the caster can anlmate a number of 
skeletons of rombles approximately equal to his level In Hit 
Dke. W e n  prlests cast this spell In Ravenloft, however, 
they animaW twice the usual amount (uslng the regular 
formula, but doubllng the result.) The caster can add as 
many Hlt Dlce to the anhated monsters as he deslras. as 
long as the total does not exceed twice his own level. 

Dungeon Masteten should keep In mind that the Hlt Dlce of 
an undead creature affects I t s  reslstance to turning. Further, 
those creatures whose Hlt Dice exceed the caster's level can 
attempt a sovlng throw vs. spell to break frue of control. 

Castlng this spell requlres a Ravenloft powers check. 
Cor\jure Elemental: The dark powers severely restrict 

access to other planes. Thus, a conJured elemental cannot 
leave unlesr it flnds a normal exlt. In addition, the caster 
has a 20% ohance of conjurlng a Ravenloft elemental with 
this spell (see the ~ V C N L O F T M O ~ n t o o S  COMFENWM 
Appendlcea I E 10. 

All summoned creatures are more dlfflcult to control on 
the Demlplane. On the first round of slunmonlng. the 

penalty; success Indicates that the creature avolds the 
control of the caster and can act freely. Qenerally, this 
means that It will seek to return to Its home dlmenslon. As 
soon as It bbcomes clear that It is trapped, It might try to 
destmy the wizard that Imprisoned it. 

Contact Other Plane: Thls spell opens a conduit to t h ~  
domain lord, lastlng one round for every two levels of the 
caster. The caster knows only that he has contacted a 
powerful, malevolent force. The lord nead not answer 
truthfully; In fact, he does not have to amwer at all. The 
Dungeon Master should role-play any conversation b e e n  
the wizard a d  the domain lord. 

No attacks can be made thrwgh this contact, but the lord 
discovers the caster's approxlmate location (wlthln two 
mllea). Unlau he has reason to do ao automatically, there Is 
a 50% chance that the lord will dhpatch minlons to seek out 
and attack the wizard. 

Contact@ a mind so Rlled with evil can easily drlve a 
person Insane. The caster mlght be overwhelmed by the 
pure malevolence of the mind he has contacted, resulting In 
a madness $heck. The base chance of such a check behg 
rqulred Is 30%, minus 5% for every polnt of lntelllgence 
that the caster has over 15. In addltlon, the domain lord can 
willingly project thoughts of evil and despalr at the caster. If 
he does thh, the chance of requiring the madness check 
doubles. 

Dlsrnissal: The f i t s  do not allow such an easy exit from 
RavenloR. If the target creature does not want to be 
dlunlswd at all, it can attempt a saving throw vs. spell to 
avoid belng sent away. If the savlng throw falls or the 
creature wishes to leave, the creature has a 50% chance of 
being teleported to some random locstlon in the Demlpiane 
[but not ac*s cloned domaln bordan\. Otherurlse. the iwll 

creature Cab attempt a savlng throw vs. spell with a -2 

KhaSLd.8 Procuremenk Thls spell will not enabk a gate to 
be opened beyond the borders of the domain in whkh the 
caster b ~ u r ~ n t l y  located. If the lngradknt to be p d  
doer not &at In that donuln, the spell folk 

Mngk Jar: Ih* apaUundm&vm a unall but deadly 
change in Ravenloft. If the W r  body Is slain, the caster 
doer not mcemarfiy return to the magk jar. The caster 
must meke a wccaMful an- throw VI. death meqk or be 
boundtothe corpra. lftherdl lurradr, the rpdl works 
normally. If it fs&, the wlurd becomar an mdead monster 
occupyhg the hoa's body. 

In campoigru utilizing the R e g u l a  rules, the @ui&ellnw 
prewnted there should be wed to cnstc the undoad 
player character. If those r u b  am not .v.tk8k, the carp.a 
ofthe hoBt Iks h pescdul debth fora iun day; umn, lf the 
corpse la rttll relauveiy W h d k  it snbnatea with the c*'s 
life force. If the corpe Le not nl.thrsly whole, the wizard 
dles. 'Ralathrely whole" maw the h e d  and lono em 
generally intact. The carter, when uWad, r . t d A l  tb 
mental powers he had In life end the physical abtWaa d 
the M ' s  body, excapt for thore powem antlth&cel to rr 
unded rt.tb-ruch as h d n g  touch, plant growth, or 
plotcctlon from e0lL 

undead creatum. He Is Immune to 8kep, charm, and &her 
mlnd-contrdrpcus SndneVaMadr rlevp. rpod, &Ilk, or 
even alr. He dro Is Immune to eddbnul Qmsgs. 
Dtpedng on the Hit Dke ofthe hoatbody, the subject also 
receives powers ltacd In T.bk 29. 

Edd&h, the CEStWreOdwrthe USUdpOaren ofM 

lbbk 2 9  
Magk J u  Spac*l Pa 

5-7 Enersybalningtcuch 
8-1 1 
11+ 

Hlt Mea Powsn 
4orfewer None 

Regeneration (1 M point per round) 
Aura of fear (forty bot radlus) 

The special powers In lbbb 29 are cum\dativc. Hence, a 
12 HD monster would egoy all t h m  powers. The a m  of 
fear automatkally affects creatums wlth laas tJun 4 W 
Dice, but those with 4 to 6 Hit Dke can attampt a uvhg 
throw vs. spell to avold maklng the bar check. MonLen 
with greater than 6 Hit DIce are not dfected. 
The caster's orlglnal body also becomes an undeed 

creature under the control of the Mdaad hoot. This creature 
Is weaker then the one created from the host's body, h a h  
only half as many Hit Dlce as the caater hd kveh, up to a 
maximum of 10 Hit Dke. T a b  91: (bdud (Qalr) 
can help deterinhe what type of creature is created. For 
example. a 13th-level wimrd would become a 6 HD 
monster. Aceordtng to the table, a 6 MD undead monasr is 
a wralth, but the Dungeon Master can choore a different 
undead creature of the m e  Hit Dke If desired. 
The magrCJar spell undergoas another Important change 

In Ravenloft. The 1% force of the host. contalned In the 
magk Jar, does not depart when the caster's own llfe force is 
bound to the host's body. instead, the host's llfa force 
becomes hpped In the jar, held there by the dark powers 
themselves. The powers of this trapped We force remain 
unknown, but many thlnk the force festers and gmws wlthin 
ita prim, attaining powen that allow it to ma* out tmn hM M G f f G b .  

J 



the jar and perhaps eventually escape. Deatroylng the 
maglc jar u+ually klUa the life force twtthIn It as well. 

Carting 41s spell rsqulns a Ravenloft powem ChaCk. 
Monster Summoning 111: Thla spell can summon only 

monstm nstlve to the region In whlch It is cast. Refer to the 
desccdptlons of the partkular h . f n  to datennlne exactly 
what type of cr88tums respond to the summons. 
Summoned monsters vankh when the spall explres. 

S u m m e  monsten are very reslatant to control In 
Ravenloft, and they can attempt a wvhg thmw vs. spell 
wlth a -2 penalty to avold the summons. If the summoned 
momtars am mInions of the lord, the creatures stlll appear, 
but the lord ntslns control. 

Summon Shadow: Each shadow can make a saving 
throw vs. spell upon arrivhg, wlth a -2 penalty. If the roll 
succeeds, th shadow bmak frae fmm the caster’s control. 

Castlng tbls spell mqulm a Ravenlcdt powers check. 
Teleport: Thls spell cannot transport charactem a c m  

ie border of a domaln or out of Ravenlofl. 

lWilI-fieuet @ p e b  
Bloodstone’s Spectral Steed TAe rlght of the spectral 
stead forces 0-level humm and other nonclassed 
characters to roll a fear check. Anyone within the feet 
must also roll a hormr check. The carter doam not have to 
poll elther of these checks slnce he summoned the creature. 

Upon castlng thls spell, the wirard must mll a ravlng 
throw VI. spell. If It falls, the mature 8oUdlfles and becomes 
an rmdead creature. Vlsuslly It Is IndlsthguMmble from the 
spell form, but It Ls. In effect, one of Strahd’s skelatal rtaedr 
(see the hmm Mmocrs cammnu~ Appendlcm I C 
/I), capable of tlylng at a rate of 24 (C). The beast stlll looks 
Mke a skeletal vulture, so the hoofihoofiblte attack 
translates to a clw/claw/bcak attack In this form. It retalns 
an anlmsl-lgvel IntelUgence, but the wlzard c a ~ o t  control It, 
The undead creature has only one goal40 klll the w h r d  

who caused Its tortured &ence. However, It wlll not attack 
1-x If the pwty appenn to be strong and well pn- 
pared. Instebd, It will flee and follow the wlrard at a dls- 
tance, for years If necessary, awaking the perfect moment 
to strlke. Of course, It ImrnedIateIy ddendr Itself If attacked. 

Casting thls spell nqulres a Ravenloft powen check. 
Codure Anlmals: Only animals natlve to the domain or 

region In which the spell Is cast can be created. Othwwlw, 
the spell works normally. If the lord of the domaln can 
normally COW the type of creature conjured, he retalns 
that lntluence. 

return from the grave to torment his killer. It takes exactly 
seventy-two houn from the Ume that the spell Ls coat for 
such a character to rise agaln. 

In campaiens u t i l i g  the Requiem accessory, the rules 
presented there drould be used to &twmine the new 
st~~tlstlcs fer the character. In campa@ not udng thaw 
rules, the fobwing guldclines can be UMd: If the corpae IS 
relatlvely whole, the character will become a wlght, but If 
the charactq’s body has been deatruyed. the splrlt of the 
dead man will return OS a wralth. In alther case, the undaad 
creature will have hsIf the HR Mce of Its IlvIng Inwnatlon. 

At the Dungeon Master’s dlrcreth, unusually powerful 
penmalltb nrsy become other types of undead. 

Death Spell: The t w  of thls spell has a 1096 chance to 

However, thls spell cannot create eny c r w  mom 
powerful than a vemplre. 

from anothe~ plane and tramporb It to the caster. 
Acaodng to the spell, the crmtura CM bave after 
perform[ne one wrvlce. Since Ravenloft dtms not a h  
vlrtton to escape so eady, the creaaura cwnol b.in tt 
Demlplme unbss It flndr Its own exk. The eummomd 
crsetun wlli unllkdy not apprdakthma ctmunrtpurc 

Thfs spell can even summon a nastufa f ranwiW~the 

snother plane, Itcnau a gntenasr W e b r d d f h e h e ,  

answer D hbnsell If the spell b ceb his Qmsh). The 
pemntage chance of thh equs*the lsvd dthe 

Ravenidt. The c ~ . l w ’ s  base chanced escspkq a 
wsrdlng cLtle doubles, so a W - d n w n  clrcle hsr a 40% 
b s ~  chance to fai1 qnd inlaid 01 carved clrch ham a 20% 
base chance of fallure. (The rraaUre never has leea than a 
5% chsnca to escape.) 

Qeas: NomUy, a target who does not complete the 
caster’s command suffers .cumulstlve pmaltlcs to all 
savlng throws. In Ravenloft. the caster can also ~ M @ I  
another eddltlonal punhhment for not fulfltllng the 
asslgned geas. The punlshent cannot be too mere or 
llfe threatening, but It must dowly wdnan each day tha 
the quest Is lgnaed. Uksvlw, fWnvlng UW gsu 

Carting this spell requlm a Ravenkft p o w a n  check. 
Ensnarement: Thfs spell Mnndly en-s a crentum 

Damlplana Itself. Insteed ofcmanng a momartay rmQitt0 

who can ChOoK to sends mlnbn h rwponst toela rpeB (a 

It Is also more m u k t o  eantrol a sulnmow cmature In 

1 



m taq# of at EzIfzata 

gradually cancel fhe punlrhmcnt. For eumple. a cheractm 
might ahrink 10% In height each d.y he vklates the quM. 
Each day tip character &urns to the gees, he r e g o h  one 
day of rhrfllkage. 

Lorlovalnl's Shadowy Transformatton: Thh spell h 
espclslly 4angsmus to cast In the Demlplene of Dread. To 
wlMngiy w e  In the realm of shadow Is risky, for the 

knows when the shadow might take on a life of -,"F, b own. wh n the spell explreb, the creaUm transformed 
Into a Sh- must roll a rsvlng throw vs. spell. If the 

+4 bonus tq this saving throw. If the roll falls, the creature 
bacomea a UIsdOwr fiend (aee the R~mm Morrrmous 
~ f l p p t ~ d l c e s  I E /I). The shadow fiend attempts to 
tlae the acethe, but A then follows the wlrsrd for months if 
necessary, qwaltlng the ideal moment to attack. 

Caatln~ 
Monster T urnrnoning Iv: This spell can summon only 

monstan native to the reglon In whlch it Is cast. Refer to the 
descrlptlonm of the particular domain to determine exactly 
what type 4 creatums respond tothe summons. These 
summoned hnmstem v a h h  when the spell expires. 

Summonpd monsters are very realstant to umhol In 
Ravenloh apd they CM attempt a ~ v i n g  throw vs. spell 
with a -2 pslelty to avoid the summons. If the summoned 
monsters a& minions of the lord, the creatures dl appear, 
but the lord ntalns control. 

rehamate e penon as an undesd creature. The chance of 
thb OCCWIMQ Is 1% per level of the carter. If thir happens, 
the penon h a s  a monatnr type with HIt Dlce equal .to 
hls former etcperlence level. Thlr spell cannot create undead 
more powerful than vampires. 

In campafgns utlking the Requlem rules, charactem 
ralred as undead should be converted ~ C C O I ~ ~ Q  to the 
guldcllner pmaented in that accsl~ory. 

Casting thls .pel1 requires a RavenloR powem check. 
True Seeing: Thh spell functions M described In the 

player's Handbook, with the f o l l ~ ~ h g  clariflcatlons: 

0 The description of thh spell states that the castef sees 
through ~urlw and "apparltlons." Thls does not 
Include $hosta or other intangible belngs, who are real 
while not physlcal. Undead matures of thb Ilk do not 
appear differently under this spell. If they bok like 

. nom1 people, thlr spell usually d m  not change the 
caster's perception. 

0 Enchantbd creatures Include conjured or summoned 
creatureb and belngs under some sort of controlling 
spell such as charm or gcaa Them spell effects (IN) 
revealed by true seefng. Vamplrea and lycanthropes 
control Onlmal troops through enchantment, but they 
do not cbntrol bubservlent creatures of thelr own kind 
this way. 

0 Mymorphed creatures and Item kccine apparent. A 
lycanthrope In animal form Is not coneidend 
polymorphed, nor Is a vampire or rlmilsr creature with 
natural ahapechanging abllltles. Aa a general rule, If 
ChanQInq shape h part of the creature's nsturs, thls 
spell (when cast in Ravenloft) doe# not reveal the 
change. In order to quallfy as pdymorphed, a 
tmnrforms(kn must Involve qdcasting. 

C l W ~  W q  W l d h l &  tfEMfonned into 0 Shadow, I( QOt8 0 

s .pel1 requires a Ravenloft powers check. 

Reincarnation: In Ravenloft thls spell may actually 

~eutgtf-Iicoef Spnf 
Banishment: The dark 
tromtheDamipb.nad 
Hl-bm%l 
t h e ~ h ~ t o ~ n u d q m k c . t b n ~  
Ravenlott@utnotacm8sclod&mainbadsn).lhbrpdl 
cannot affect SBOmain lord. 

Bloodstone's Frightful Joining: WNle moat mqommtk 
spelb work better In RavenloR, thb one doa rdt. 1Re uip of 
the undead h water herathen on tnwt phmh 
them with drtsnce bthb HI. s.u-wlud ndul 

n e c m e r m a  be In the ramc dorneh wtha undoad 
monrtarthathebattempthgto~. 

hg thl8 @. Johhrgvlth M undsadmotl&r h C O W  for a 

C I U m Q & a + 2 b o n U S t o h M ~ t h r o w 9 M d t h e  

A c t u d l y , t h e ~ ~ w o u l d ~ k ~ o f f f a i l -  

RaMnbR powren ehadr. Also, c i l c e t h e ~ ' S m k l d ~  
i n t h e m & a d ~ t h e ~ ~ ~ t h e  
U r l a d ' S m l n d w i t h g h M t l y ~ . ~ t h e ~ , t h e  
necmmmm must attcmpa madma chedc evay hw. 
F a l l u r r m M I l 5 m s t t h e ~ S m l n d ~ m s t o f t h e  
urbard, and tha rrhard's mind leturnat0 hh body. once there, 
the playvmwtattempt a a y a m  ahock d, es rtasd in the 
apdl descrlp(i0n. ifthe wlrsrd aUU Uves, he h an bane dhrt 
completalyrndertheconb'ddthe~creaura. 

Coatrol Undesd. in Rav~loft. aU undaad (even those with 
3 Hlt Dice or leu) can make a saving throw to moist 
control. Thore with more than 3 Hit Dice add a +2 bonus to 
thb I d .  Thh rpell cannot affect domain lords. 

Caatin~ thls spell raqulras a Ravenloft powem check. 
Plnwr of Death: A w n  chan~~octun when thialpalllr 

c& In RNenloft. After three days, the vktln's body ado- 
matically anlmates a8 a juju zcnnbk. If the cartar i. present 
when thir happens, each m b i e  nnwt attempt a wvhyl 
throw VI. spell. PaihvcmQsnrthe aeaturololta under the 
carter's contmb success means thst It dwpisea the caster 
and reckr to desrroy hlm. If the caster Is not pmwnt when a 
ju-Ju zombie becomes a n i m w  the creature sutams(lcally 
seeks out and attempts to klll the caster. 

CastlnQ thls spell r e q h  a Ravenloft povran check. 
Limited Wlsh Thhspell fundonaonly ifthedafk paan 

allow It to. The dark powers u u l l y  grant the wish, krr they 
always try to pervert the csrtar's Intent. nnn, thb .pau 
rarely perform as dealred when coat In RwenIoft. When evil 
charactem wlsh for acmethln~ dark and twlrad, ulcy hew a. 
50% c h a m  of ncdvlng thelr wish wcUy os mquehd (in 
which case the whh h already psrvsrtsd). 

Ravenldt, dedroy a domah k& 01 othuwh vkkte one ol 
fhebarlcLenaroftheilandfauI~.Alro,anyrpclfuMd 
far evil rqulns  a powem check. 

Monster Summoning V: Thh rpall &I summon only 
molutem native to the region in which It Is caa. Refer to the 
dercrlptkruofthe partlcukrdomain to &ermine exactly 
what type of  creature^ respond to the summons. TheM 

Summoned mDMtan are very mhnt to control h 
Ravenloft, and they can attempi a saving thmw w. spell 
with a -2 penalty to avoid the summons. If the wmmoned 

but the lord ntalns control. 

A whh lntandad to allow the cartar to escape fnm 

wmmoned monster9 vanish when the spell ucplres. 

monsters are mlnlons of the lord. the creatures rtw appear, 





'0 the dull mind all nature & leaden. To the illuminated 

-Ralph Waldo Erne 
JOUl 

he maglcal am constantly change, adapting to 
new clrcumstances and needs. Wizards, rarelj 
content wlth what they already know, push th4 
boundarles of arcane knowledge year after year. 

Strahd von Zarovlch. a 16th-level necromancer well 
schooled In the dark arts. Thls d o n  reveals a fragment of 
what Strahd has accumulated. 

Strehd's Baneful AUn (Evocation) 
Reverslble 
Level: 2 
Range: 60 yards 
Component% V, S. M 
Duration: 2 rounds/level 
Castlng Tlme: 2 
Area of Effaa: Special 
Savlng Throw: Negates 

This spell is the reverse of Hornung's baneful deflector, but 
of course, the vamplre Count chose to name It after 
himself rather than credlt the upstart Hornung. The spell 
forms a hemispherlcal shell Identical In form to Hornung's 
shell. Instead of deflecting spells directed at the target, 
however, It attracts them. Any spell targeted at an 
indivldual within Rfteen feet of a creature affllcted by 
Strahd's baneful attractor Is redirected to the affllcted 
creature. If the redirectton causes the spell to exceed I t s  
range. then It travels the full distance allowed and Rzzles 
out at the edge of Its range. This spell does not attract 
area-affecttng or touch spells. 

The material component Is a few blts of broken glass. 

Augment Undead (Necromancy) 
Reverslble , 
Level: 3 
Range: 40 yards 
Components: V. S, M 
Duration 1 turn + 1 round/level 
Casting Tlrne: 3 
Area of Effect: 1 undead creature 
Savlng Throw: None 

This spell augments an undead creature's savlng throws and 
reststance to being turned. It can only be cast upon an 
undead creature wlth at least 3 fewer Hit Dlce than the 

. caster has lavels. The undead monster h then con~idand to 
be 3 HIt Dlc) slmnger than normal for the purposes of 
savlng throws and tumlng resletanca. 

The reverK of thls spell, dlmlnish undead, requlres the 
undead creature to make a saving throw, but It can be cast 
upon any undead, even lf lts level or Hit Dlce exceed the 
caster's level. If the aving throw fails, the undeed creature 
is turned as If It were 3 HD Dlce lower than its true value. 
Nelthu of these spells h cumulative wlth mdtlple castings. 

Fhat among wizards In the Land of the Mlsts Is Lord 

The materlal component lo a pkce of clothlng from any 
undead creahm, which CM bc reused h M y .  Caatfng 
augment untiead r e q u h  a Rsvmlopt powen check. 

Omund Fog (Invocation) 
Le@: 3 
Rsngc: 0 
compomnt.: v, s 

This spell crester a ground fog or mbt thet rktr only 
knee hlgh on a normal human (&out two feat). 'me mlU 
fillr an ana daflnad by the spdleaster, IaM out In M-foor 
by 90-footaquoma. TheBntsqwn mwt be c a m d  on 
the ceater, butthe otherscan be bidout in my pattern sr . 
longaseverysqquMc~maoampkbbadervW, 
woulu aquare. The fog Rlh only th. level or floor whew 
the caster rtsndr; it cascades doomarsrd but wagmates 
after a few feet. 

The fog rtvirb rnyrterkurly, w an lnvblbls character 
moving through the fog dm8 not create emu& ofa &to 
reveal N. prowme mom nsdllythannwmal. h, the fog 
dmortcomplst.lyobrnaeathsgrwndbanwth. A detect 

% speU may warn Iraocwur, but to a vampire like 
Strahd von zsrovich It b a devtowly almpletrap. Hh 
gaMourfom la w f r o m t h e  fog. In effect, the 
vsmplm can rbsoutofthefog for a mtrpllrc athck or 
maerislhs, hldda by the fog Cover, a n d a m k ? e t m  
legs. UndsadmhIoM CMeasUydoh anme. 

krpallwlllrrvaalanaundtnvoealbn. 

The masrlsl wmponant oflhs8pdl b a plnch d lamb's 
9. 

Corpae Wl (Necromancy) 
Level: 4 
Range: Spqial 
Component% S, M 

Duration: Speclal, up to 1 day 
Area of Effect 1 undead crratun 
Savlng Throw: None 

This spell enables the carter to transmlt a mesaage to an 
undead creature. The m e w e  formsh the mlnd of the 
creature, In the natural voice of the caster. A caster who 
currently controb the undoad trigat doas not need e ur# of 
slght. The caster cannot neeme@y read the mind or 
thmghta of the undeod creature. 

control of tha caster can dlwbey the commcmd. M self- 
willed undwd can do a s h y  pleese, but fear oftheh maaer 
usually spun them into lmmdate obsdlence. 

The spell estabUsha a Ilnk wlth the undeed cmature, 
enabllng the carter to send up to heIf a$ many one-round, 
one-sentence mewages as he has hels (rounded down). 
For axample, a 9th.lavd caster could rend four messages to 
an undead creature. each mewage mquhing a hg le  round 
to send and conhthgoba shglesmtmce. If no commmde 

casting Tim: 4 

@'dY Mlf-AlSd Undead raC!@dS E d  Under the CWrUnt 

arg ssnt the spell w m  offin twenty-iaa how. 





any intewanlng domaln) close. 
Ths material conpnmtofthla spell b the  tong^ 

man. Costing thb spell requh a Raranloh powen c 

Eues of the Undead (Necroman~ 
Level: 4 
Range: 30 yards 
Components: V, S, M 
C m  T W .  4 
aurstlon: 1 hour/lcvcf 
ArenofEflea:lbodyorundaadcnrstirre: 
ssving Throw: Negates 

~ h b  speu can b~ cast upon m y  M oi- k y ,  .ipr 
or larger. Once cp.(, I t f o rp  a lkrk M w e ~  thewkdmd 
the cadaver, alhlng hlm to aee rind hear M- that the 

next entry. In all cases, one vulmrsWny is ~crtRccd for 
aach power given up. The teat valuable ndnarabllltkr am 
~crlRCcd flrst, but the mor( valuable powm go wlth them. 



human will sttempt to exchange w many vulnwabllltles and 
powers as poulble. 

Tabk 3@ 
ElimtcMortal ts 

Mnsked Osclilicad 
Deathly pallor' Enegy/ablllty dralnlng 
Al1erg.a~~ Specfel weapon to hlt 
No dectlon, etc. Qsre attacks 
Warding' Shape changing 
Barricn' Immunity' 
Holy water/symbol Summoning 
sunlight ~ ~ i l t l c ~ 7  

Turning Movement Powers8 

VuIneraMllty h .  

h t h l & )  p U o r h ~ d e n  thlngs llke a lack of body heat, pale skh, 
and such. 
Alkwns are thlnga that can be used to keep the creature at bay, 

adlc a wolfsbane. 
hg includes supernatural pmhlbltlciu llke a vampIra's 

mawlty to enter a home wlthout k lng  lnvlted to do LO. 
Bsr~Im are physlcal thlngs which the creature cannot cross. llke 
runnlng water or a h e  of IOK pet&. 
/mmunlg, hcluder all resbtancea to things llke charm or sleep 
*@IS. 

Summoning Includes all abllltles to call forth natural or 
rupematural c m t u m .  
A M U k  refen to all abUlty scorer which are grwrer than 17. Any 
such =ore bnmedktely falls to 15. 
Movaent p o w  include rplder cllmblng, flylng. paaslng through 
walls, and c&er spell-llke ubllltles. 

Nemmndlnp Ntghfmm (Enchmtmeat) 
Levek4 
Range: 10 fwt/level 
Components V, S, M 
Castlng Tlme: 1 round 
Duratlon: Specla1 
Area of Effect: 1 person 
Saving Throw: Negates 

Thls spell enables the caster to subJect the victim to 
nlghtmadsh dreams. The spell can be cast at any t h e ,  but 
It remalna dormant untll the person sleep. The Dungeon 
Master should secretly roll a saving throw for the victim 
when the spell Is cast. If the saving throw falls, the victim 
beglns h a w  horrlble nightmares the next tlme he falls 
asleep. The exact nature of the nightmare dlffers dependlng 

' on the unlque fears of the Indlvldual. 
The vlctlm of the nlghtmare awakens In a cold sweat, 

gasping for air and clewing et hls face. He wlll not mall the 
nightmare In any dasU, remembering only vague, 
unspeakable hormn. These nlghhtmalar wlll contlnue every 
fight until the spell b bmken; a alrnple r u l ~ v c  CUM apepall 
wlll suffice. Under the scruthy of a detect magrc spell. the 
target radlates an aura of enchantment. 

After the flnt nlghtrnare, the character automa(ica1ly falb 
all fear and horror check6 untll the spell b broken. In each 
case, the "memory" of the nlghtmare comes floodlng back. 
The vlctlm becomes convinced that the nightmare predicted 
the scene causlng the check and that horrlble doom will 
soon follow. 

Thia spell c a w  a rafnrtorm to develop 0v.pthe -turn. 
If storm cloud8 a M y h a n g  Ovarhaad, theralnLm&M 
Immcdlstdy. Tha spell lMta forcns haur plus one turn per 

llmits eMMbhed In 7bbb31. Llvkqcna 
down have a !%96 chance to survlve. 
oftosd. 
the othe 
aaimsb 

L 

level d the CMtW and WVUI3  a CinCk one nrfla 4 d b W s  
The carter can choors &rent forma of&. wrtthin the 

Ra Tenbr 

9-10 Ash and embers 
11-12 sauslhgw 
13-14 F r o g l O t ~  
15-16 DmdIkb- 
17-18 1 SMkea 
19+ S P h  

A wltard can opt to call down the subat8nce Indicated by 
hls level OT opt for a leswr ctfsct. Thus, a IOth-bal vrlrsrd 
can cause a raIn of putrld water oi a h  and hh. 

- 

bvel  
Rangb; I& 

Components: V, S, M 
Duration: 3 munds/level 
Caetlng The: 2 
Area of Effect: 1 lycanthmpe 
Saving lhmw! Ne- 

Thb spell can be used to give tha dllcted iyc& 
temponry reprieve han ftrcurreaasa combst1 
agalnrt any trpa d IyCanthmpe. Mort o f h  
rha- m f w  leu 
Thus, the spell CM etthar b e n e & m i h d w t k ~  

IfHlcWrtu, the spell fortea the l y c a n t h ~ ~ ~ ~  lnto hunan 
form. 7ha cmature mtalnuany powcn 01 tmmmltk.thst ftr 
human form n~rmally srsntr bur nmshu unable to change 
ahepe forthe duration ofthe spell. 

Strahd von Zsrovlch ww as interertcd In the reverse d 
thlr Irpall. lnduce lycsnU~hropy, as Ita orlginal form. wlth it 
he can force a lycanthrope into Ita snhnsl or man-taaa 

e 
: 

In hunmnoid ram. 
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skin and flesh change color, &Inking to meal bonar, but 
hlr sttlre docs not change. (The perron must attend to the 
ststa of hi. dder repamtely.) Aim, hb 
couahg Jerky movement Ths penan no hger attacks as a 
player character, but M a normal romMe (rea the 
M o n s r r c w s ~ t o m s ) .  

Any creature that see8 the false zomble asaumea that It Is 
real. Unless ordered to do so, real undend Craaurrs wlll not 
attnck the subJect. If the panon does romrthlng out of 
character, though, anybody who seas hbn cem prok#y 
dehrethat  thhtgs am not arthey seem. N- 
charectbn am antltkd to a Widom cheek if them b 

rttffar, 

doubt about the eblwy to ndtice the dcceptJon. 

dtrt from a grave. Carting thls spell reqvim a RavenId 
powen check. 

The mrterlsl component for this spell Is a bk of boric and 

Soul Anchor (bchantment/Charm) 
level: 5 
me=- 
0-v. s 

The material comp&ent of ihls spell IS a sprig of bt*-,doai#**.,&& 
wolfsbane. Castlng Induce lycanthropy warrants a Ravenloft .&.@a URUIY, PLmr, br a 
mwm check. .&lllld*ant- 

*c*ndaiuMt,am 
Fefgn Undeod (Necromanc: 
Level: 5 
Range: Touch 
Componentw V, S, M 

Casting Time: 4 
Area of Effect Penon touched 
Saving Throw: None 

This spell allows the caster or any wllllng person to 
masquerod@ as a zomble. The perron looks undead, 
ceases to breathe, and fwls no pain or emotlon. He also 
become8 Immune to paralysis, poison, and energy. 
dralnlng attCcks. If poison Is delivered whlle under the 
effects of this spell, It takes effect normally when spell 
explns. Poloons to which the penon was exposed before 
the casting of the spell, but that have not yet taken effect, 
can be foredtalled, though they wNI take effect normally 
after the spoil'r explratlon. Addltlonelly, immunity to pain 
docs not protect the person from harm; he still suffen 
damage normally. Spells and powen that normally affect 

Duration: 1 turn + 1 rWnd/lbv=A 

undead have no influence over the permn, however, whlch 
can potentidlly reveal hi. true nature. 



-- 

I 0 Need +1 or better magical weapon to hit 
0 Ufe energy draln (one level) by twch 
0 10% maglc reshtance 

The cabter must asslgn the level draln to a slngle form of 
attack. wch as the claws In sclaw/claw/blte sequence. 
Note that only a meld of thma cnatures that all had magical 
or manta1 powers creates a q n s t e r  with maglc resistance. 
Among player character clam$s, only spellcasten, and 

used them best, though the monster will always have anlmal 
Intelligence. Mort attributes a n  assoclated wlth a partlcular 
plece of the creature’s body, which must be used In the 
meld. At least one attribute *st be taken from each 
creature In the meld. The created monster will always 
loyally servo its creator. 
The created monster Inherb four attributes from the 

orlginal creutures: Hlt D i c e , h o r  Class, movement rate, 
and attacks. The monster’s Mt Dlce determlne Its THACO, 
saving throws, and reslstane to tumlng undead attempts. 
The caster can derlve the mbnster’s movement rates from 
multlple c ~ t u r e s  as long as he chooses only one 
movement rate per creature per medium (running, 
swimming, flylng, burrowing, e.). 
The caster must transfer the number of attacks per round 

from a slngle creature but can glve hls creation attack forms 
from MY or all of the creaturqs In the meld. The cresture 
will oRen have more attack fom than It has attacks per 
round. Of course, the appropriate body part for the a#ac’ 
fom must exist in the meld. Most physlcal attacks can h 
ntalned, including polson, paralysis, web splnnlng, and 
brea* weapons. cmmg nm: 7 

Maglcal or mental powen do not survlve the transltlon 
Into undeath. Thla Includes mare attacks, spellcasting, 
maglc resistance, lmmunlty to nonmagical weapons. spell- 
like abilities, a lycanthrope’s cursed blte, etc. However, for 
each creature In the meld that has a magical or mental 
power, the undead vMtlon seta one special undead power. 
These wwen are cumulatlve end granted In ordec 

ablllties, the melded creature has the Amt two undead 
abllitlw weapons immunltles and a Icucl-dralnlng horn 
attack. Visually, the abomination has spider legs, a w d f  
body and head. and gargpyla wlngs and arm.  

WerewoIf/Splder/Gargoyk Meld: AC 5: MV 6, R 
15(C), Wb 1% THACO 15; #AT4 (clmv/clmv/Mtc/ 
horn); Dmg ld3/1d3/2d4/ld4; HD 4+3; SA poison 
bite, webs, level draln; SD need +I  or bauK mgkal 
weapon to hit; SZ M ML spaclal; Int low; AL CE; 
XP 3,000. 

The materlal component for thls spell h a pinch of 
powdered doppleganger bone. Caatlng this a p e U  ruquim a 
RavenbR powers check. 

Mist# Sum I (Alte$ption, lnvoc.tkn) 
Lev& 7 
Ran* 1 mwlsvcl 
componmb: v, s 
Duratkm I tum/kvaf 

Area of wbd. 3OAmt r a d l l  
%vlng Thmwr: Nene 

, 
Once bullt, the portal looks We any normal arch, as pkk Q 

omate as the colter deslms. 
When Casting the spell, the wizard vlsualLe8 a well- 

known place wlthln range qf the .peU and In the mna 
domain as the as te r .  The caster must also be within thtrry 
feet of the portal. Over the next awn rounds, a misty fcg 
coalesces at that distant place and within the portal. Once 
the fog h a  bean created, the cestar no longer nwds to 
concentrate on It. He can dlspel It at any t h e ,  though he 
cannot change itr posltlon. The fog Is magkal. wlth an 
aura of a l t e r a h  and Invocation, but 
Indistinguishable from normal fog. 

h y  creature stepplng into the mM walks out of It 
through the portal, though anyone welng the mlst fcimlng 
may, of course, choose to not stetap Into It. If the COS* 

summons the mist over ch’aractem a h d y  standing them, 
they have m e n  rounda to escape. If the characters a n  
sleeplng or otherwise Immoblle, the mlsts transport them 
thmugh the portal. 

his castle, but I t s  locatlon Is unknown. Thou h- =ummons 
to hls castle rarely return. 

o t h u ~ l ~  

Count von hrovlch has bullt a mlsty portal somewhem In 
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nlng (Necromancy) 
Reven 
Level: 7 
Range: Touch ’ 
Components: V, S 
Duratlon: 2 rounds/level 
Casting T h e  7 
Area of Effect I creature 
Savlng Throw: Negates and speclal 

This spell h the mverse of Bloodstone’s frlghtfulJonlng. The 
orlglnal spell enables the caster to merge his mlnd with the 
body of an undead monster. Thls spell enables an undead 
creature, such as a vampire or llch, to merge Its mlnd with 
the body of a living person. Slnce Strahd von Zarovlch Is a 
vamplre, this varlatlon Is much more weha to hlm than 
Bloodstone’s orlglnal spell. 
The caster must target thls spell on a llvlng person. A 

target that b not a human or demlhuman receives a +2 
bonus to hls saving throw vs. spell. If the savlng throw 
succeeds, the undead wirard Is forced back Into hls original 
body. No system shock roll Is necessary. If the target’s 
savlng throw falls. the undead wlrard Jolns his mInd wlth the 
target% body. 

Whlle In the taroet’s bodv. the caster can use all of the 
vlctJm’s speclal aklltles except memorized spells. 
Meanwhlle, the wirard’r undead body remains llfelass and 
vulnerable to attack. Once In tha target’s body, the wlrard 
can travel any dlstence as long as he remalns In the same 
domain as hls true body. 

Once In the body, the undead caster fills the target’s mind 
with ghastly thoughts. At the beglnnlng of each hour durlng 
the joining, the mortal target must attempt a madness 
check. Fallure means that the undead caster’s mind 
overcomes that of the vlctlm. No further checks am 
necessary, and the undead wlrard can remaln In control of 
hls mortal vlctlrn effortlessly for the duration of the spell. A 
successful madness check means that the undead wlrard 
must roll a ravlng throw vs. death maglc to rcmaln In the 
body. If the check succeeds, the mental battle goes on. If It 
falls, the undead creatum’s mlnd Is cast from the body, 
and the victim regains control. However. a target who 
successfully ejects the undead wlzard from hls body 
must still roll a horror check. 

One Interesting side effect of Stmhd’s /ifghtWJofnlng 
Is that whlle In the mortal body, the caster can do things 
that he cannot do In his own undead body. For example, 
a vampliic caster can walk in the sunlight and see his 
mtldon In a mlnor. For Seahd, thls spell can have 
very potent ramlflcatlons. Of course, the victim Is likely 
to be a ravlng lunatic when the darklord is through wlth 
hlrn, but Strahd cares 1 1 t h  about that. 

In m y  ways, thb rpeUls an Lnrpovcd vemlon ofthe 
perm8nenFy rpaU, rave that R b ~~ des@wd to be 
wed In thc byhg ofcmm.  It pmnb the -to lay a 
normally temporary spell upon an tndMdual and make It 
pe-. 

7% spell has no llmar range Ilmlt, but R cannot affect 
romeone outslde the domIn in which It h cad. If u d  
outslde Ravenloft, the victlm can be anywhere In thc same 
plane. However, sufRcfent wardlng may block thh rpcll. 
The spells it can be usad In conJunction wwl  are 

antl-mglc shell, babble, bestow CUM, claws ofthe 
umber hulk, wnfuae language, contagion, smotlon, 
enervatlon, onlargc, felgn death, felgn undcad, mt of 
stone, lnsatlable thlnt, lmltatlon, leultate, lowvtwtsLance, 
Malec-Keth’s flame pst. neucmndlng nlghbnem, Ottob 
lrreslstlble dance, nduce, suggeatfon, Taaha’s 
uncontrollable hldeous laughter, and unluck. The wftard 
must actually cast the awoclated rpall during the casting 
of Alllsandro’s blndfng curse None of there spdb 
actually harm the vldm, as they become a part of hbn. 
For example, Otto’s lrredlstlble dance  doe^ not produce 
fatlgue or prevant the character hwn sleeplng (although 
the victim wlll certainly present an odd sight dandng in 
his sleep). Malec-kth’s Mrne /?st wlll not bum thd 
character’s Rd,  but could lntllct harm If the vlctbn trlea to 
scratch an itch wlth the blarlng member. 

Removlng this spell is e f a m d y  dlfflcult. A ilmlted wish 
spell will dhpel the effect# for one dey per level of the 
caster. Only a full wlsh spell can dlspel Alfls8ndro’s 
blndlng c u m  

In order to cast thls spell, the wirard must have soma 
portion ofthe target’s body. Thb can range fran skck of 
halr or nail cllpplngs to a severad Rnger or Iknb. Tho &I i. 
long and Involved, mqulrtng three houri to cast and 
involving a great deal of ritual and ceremony. The wkard 
mult have at least two arsirtants to ald him in the waavhg 
of thh dark magk. Nelther of thorn can be under any form 
of compulsion (such as a threqt or maglcal charm), and 
both must be fully aware d e act In which they am 
Involved. The a u M ~ t s  nee3 not be spellcastem, howcvcr. 
At the end ofthe casting perlod, the cas& must throw 
the material commnent into a bnuk of hot coals. which 

Plllund~v’. Blndlng Cursa (Alteratlo# 
Necmmanc 
Level: 9 
Range Speeiai 
Components: V, S, M 
Duration: Permanent 
CasHng Time: 3 hours 
Area of Effca: 1 creature 
Savlng Throw: None 

co~sumes It In a Rash of alckly light a d  a 
bolllng cloud of vile-melllng vapor. At that 

Inatant, the ca8terdevctes a porrron o f b  
om I l k  forte to the.spell, perma~ntly hlng 

ThlS loathrome spell was crraad by 
the Vlstana AUlsandro Tsallkov aevml 

hundred yearn ago. When hls trfb lrmad 
he had h delving Into the dark becr& of 

, 

o m  polnt of CMUtlMLon. 

F ’ necromancy and attempthg to harneu dark 
maglc, they cast hlm out. He wandered, alone , 

and broken, eventually becoming the Rmt of 
,Ravenloft’s darkllngs (see the RWPMOR 
Mons- COMF~MUIM Appendlces I G 10, In 
Isolation, he refumed to tha r e w r c h  he had been 
forced to abandon. Eventually, hscrafted thls 
spell to exact revenge upon the Vlstanl for the 
wrong he felt they had done to him. 1 Castlng thls spell requlrea a Ravenloft 

powern check. 
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he buddhg psionlclst who enters Revenloft may 
flnd that h b  own mlnd has become the wont of 
hls enemles. As wlth spells and maglcal Items, 
pslonlc powers In the land of the Mlsts are not 

always as they seem. The Demlplane of Dread twlstl and 
perverts everJRhlng that touches It, 10 even the dark 
recesses of the mlnd teem wlth danger. 
The Dungeon Master should keep In mind that the 

raveling p8lonkht Is not the only creature In thh evll place 
het can sllp Into the minds of others. Deep under the 
mountains of Bluetspur, the Illlthlds' power colls and grows, 
and In the domain of Dementileu, a master hypnotlst battles 
wlth a powerful, dlsembodled breln for control of the all-but- 
mesmerized populous. Across the Lends of the Mlsts, 
madnesa and thoughts of madness are as prevalent es the 
vapors of RavenbR themselves. 

he following section comctll ermn from the Rnt 
Fplntlne of The Complete Rilonlcs Handbook. The 
second and subsequent printings of that 
supplement contain the correct Informetion. 

Psychokinesis Disclpllne 
0 The folbwlng psychokinaic devotions do not mquire 

teleklnesls as a premqulsltc: anlmate shadow, control 
light, control round, molecular egltatlon, soften, and 
teleklnesls. All other psychokinetic devotions and 
sclenccs have teleklnesls as e prerqulslte. 

Telepathy Dlsclpline 
0 Telepathic defenae modes (Intellect fortress, mental 

banler, mind blank, thought shield, and tower of Iron 
Wnl) have no premqulsltes. All,refemnces to 
prerqutrites for these sclences and deVOtlOM should be 
deleted. A character does not need access to the 
telepathy dlsclpllne to learn defense modes. 

0 The m@dllnk sclence Is not a prerqulslte for the 
followlng telepathic devotions: empathy, ESP, Identity 
penetration, Incarnation awareness, psychic 
Impemonstion, and send thoughts. Mlndllnk has never 
been mqulred for ejection, conceal thought, contact, llfe 
detection, mlnd bar. pslonlc blast, psychic messenger. 
Mlndllnk h a prerqulsite for all other telepathic 
sciences and devotions. 

0 Psychlc crush should be a devotlon, while pslonk blad 
should be a mclence. 

0 All references to the 'telepath" power (or pmmqulslte) 
should be to the mindlink science inatead. 

0 On page seventy-flve, the heading for the fate link 
scknce Is missing. 

0 Ego whip and mlnd thrust both mqulre contact as a 
p meq u I s It e. 

Pslonk Monster Llstlngs 
0 Referewes to the "ampllflcatlon" power of the brain 

mole should be changed to psychic draln. Alro, 'mlnd" 
Is a telepathk devotlori, not a metapsIonic one. 

0 References to the "ampllflcation" power of the intellect 
devourer should be chenged to psychic drain. A h ,  

ectoplasmic form should be llated as a devotlon, not a 
science. 

ndead present more of a threat In Ravenloft than 
In other worlds. crpaclafly to the p.lonici.t. Thc 
Demlplane's connectlonr to the Neg.tlvc & q y  
Plane are stronger In Ravedoft than on the Rhna 

Material Plans, 10 those who pew Lntothe minr& ofthe 
lMng dead may expose themselves to thoughts too 
hideous for the mortal mlnd to m m .  
For the moat part, any refereke undeed in thh 

chapter indlcatn relf-wllied undeed unlerr the teat 
specifically rtau otherwise. Technkally, thia den to 
those monaten wlth at leaat a low Intelligence (5 or 
hlgher); when in doubt, the Dungeon Master h i d  check 
the approprlate entry In the MonszlIous MWUM iomm or 
other maourre. Even If controlled by another crermre, M 
undead being may quelify as self-wllled. Such a &va 
remaim 'wlf-wllled" for the purporar of looking into itr 
mlnd, unless the maater has speclflc l~ t ruct l~nr  aa to 
what the davc should or should not thlnk under thore 
drcumstancer. 

In Ravenloft. undead bel- EM put up a' d h l d  of faba 
thoughts that am Indlrttngulahable fmm nal thwghta, 
even If the psloniclat usea ESP or rlmllar powers. However, 
thlr is a conscious function, not an autonhc one.  he 
undead being must dellberatdy decide to project artUklel 
thoughta. which It normally would do only If It WM ware 
that It WM under examlnatkn. Thir deception does not 
requlm an action or othervlhs hinder the creature. Further- 
mom, the monater CM specify exactly what thoughu ud 
emo(lona It Mndr out. For the moat p a ,  the undemi tsnd 
to prolect emotions that they undarstand, such ea anger, 
hatred. jealously, and 10 forth. More lntell@nt mo~&n 
am capable of proJecUng poeftlvs emotlona such as love 
and Mendshlp, though they flnd them dlrt.steM. 

Ondead ere lmmune to most mental-contml povar or 
mlnd-altarlng ebllkles In Rwenlon. includlng m y  of the 
powen In the tdepathlc dbclpllne. Wommtdy, thb docl 
not mean thathe walking deed cannot use p b n l c s a  hwa 
telepsthk powerr. A pslonk vampire abk to use tha 

able 32 llsts pslonlc powers from The Comprctc 
klonlcs Handbook that am &her altered by the 
dark powers of Ravenloft or that need further 
clarlflcatlon for use In the Demlplane. lf the tabk 

docs not lut a partkular sclence or devotion. then It 
functions normally. Psionlc powen sometlmea have speclal 
effects when the power score or a 20 Is rollcd; any 
changes to these condltlonr am ncbd as wdl In the text on 
the following pages. As Is true of moat of Ravenloft's 
Insldiow effects, pslonlchts mmaln unaware of these new 
llmltetlons until the results make them palnfully obvlous. 

Five major types d changea occur to prlonlc powen In 
the Damlphne d Dread: 



e 

e 

e 

Anything pslonlcally summoned or transportad into 
Ravenlofl cannot go back automatkally. Since most 
outer-planar creatures know thls fact, they are Ukely to 
be very angry wlth the character who summoned them. 
Since the Mists weekan divlnstion, pdonlcista cannot 
determine whether people and creatures are good or 
evil. They can detect only law and chaos. 
If a psbnlclst uses his powsn for evll purposes (or usen 
evU powers), he must make a powers check. Mort 
necpolllMuc functions and energy-dralnlng powers fall 
under thlr rule. 
Any powera that deal wlth the UIling dead or 
necromancy (by ~ ~ i s t l n g  or creatlng undead. not 
hindering them) functlcn better in Ravenloft. 
The powem of a domain lord always take precedence 
over those of a palonlclst. 

The dark. sWnlng f i t s  of RavenloR obscure the ability to 
see the truth. Dlvlnatlon srnlls are weaker. and nothinu Is 
quite as frightening as theunknown. In RavenloR, evrl?s 
usually dhcovered far too late. 
These rule8 hold true for the rclencea and devotions of 

the clainentlent dlsclpllne as well. Mort supernatural 
creatures csrafully hide their evll thoughta from those who 
would probe the mlnd. The Damlplane of Dread grants them 
the p e r  to put up a false tront. 

A h g l e  glbnpse hto the depths of a euly foul mlnd may 

cost the tnrpassar hls ranky. A. the full homw of the 
mature’s dl becomer apparent, the morW mind may not 

b&gs allow such contact merely to ho& the obmm&. 
Any peek Into an evll mlnd requires a honor check (wlth 
modifien appropriate to the degree o f d l ) .  Even mom vUe 

peer into such a mlnd m v  bo rwulred tp ml 
check htead. 

presrlng them deep Into the obrennr’s mind Ie who 
mdnesa 

l3-w 
Aura Skht: Thlr power can never reveal the uood or evll 
portlon b a cha&r’s alignment. The trw &I of a 
creature or character is hldden in Ravanldt. Like e tha 
detect aUunment well. uslnu thin oower rewds d v  larhrl 

wherever the pdmklst trier to UMn. It matches tha prbnl- 
clrt’r ear exactlv. l n ~ l u d i ~  MV l d r v  wom. Mort e m  are 
~ndbtlngu~~& mCan&r, br;r W i k e  eif 
ear-re d h W v e .  Thls ear h vwble to anyone at that 
location, asawning that they look In ita dlrectlon. An m u r -  
pecting charactcr mlaht mistake thh ear for a sumnatural 
vlrltatlon, In whlch case a fear check (wlth a +2 bnus) 
could WUWY be rwulred. A chsrsctar canna um thh 
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Sound-bnd attacks can functlon through the ghostly 
w, For example, If a woifwere sang In the pnsence of the 
p.lonk ear, the prlonlcist would have to d l  a successful 
saving thnw vs. spell or become lahargk (see the 
MowmKxls toma). The caster Is Immune to all other 
phydcal, magical, and paionk atclcks u d  through the ear. 

Power SCwr-Flo ghostly ear appean. 
%The enure head of the prlonklst floots like a 

dlsembodled apparitlon, ddinltely requlrlng a horror 
check (no bonus). Ita features are distlnct enough that 
the character can be ldentlfled at a later tlme. 

. Chbroy.nce: Slmilar to clalraudlence, thls power places 
M eye, ghortly but vlslble, at the spat where the power is 
beIng projected. If the vlewer mistakes It for a ghost or other 
spW, a fear check rnlght be In order. The cdor of the eye 
appears as a watery hue. 
The presence of the eye renden the pslonlclst vulnerabk 

to gaze attacks. For example, a vamplre mlght be able to 
charm the prlonlcist by meeting the gaze of the clairvoyant 
eye. The caster Is Immune to all other physkal, magical, 
and palonlc attacks m t  through the eye. 

Pbwermxe-No vlslble eye appears. 
&The character's entire dlrambodled head appean. 

Sealng such a slght mlght very well require a horror 
check. Its features are clear enough that the character 
can be ldentlfled later. 

m: A character cannot read good or evll 
allgnments wlth thls power. When revealing the previous 
owner's race, remember that "undead" Is not a race, but 
merely a condltlon. Examlnlng the Tome ofsbahd wlth this 
power would reveal that its owner Is human, but It does not 
report the fact that he Is a180 the Dsnhplane's most deadly 
vampbe. ShnHarly, a &mud carried by a groanlng splrlt 
(banshee) would glve off emanations only of belng owned 
y an elf woman. 

Porucrscore--Tha pslonlcM automatically learns all 
Informath from the table, excluding the good/evll 
portlons of the owner's allgnment. 

S T h e  prlonlclst becomes obsessed wlth &e object 
and strives to keep It untll he can attempt to read It agaln. 

them wlth only a chosen few. No one can pierce the veil of 
the future In the Land of the Mats, wlth the notable 
exception of the Vlstanl. In the cam of thls psionk power, 
the most pmverful V1.tana fortuneteller in the same domaln 
Is Instantly alerted that a gforgfo (non-Vlstana) Is 
attemptlng to vlew the future. Furthermore, she can force a 
fahe vlsion upon the character If the power wore c k k  Is 
failed. The Wstana does not always exerclse thls optlon, but 
If she does, the pplonlclst cannot dlstlngulsh the false vision 
from a true one. 

Ravenloft clings to I t s  secrets, sharlng 

Powsscon--Flo vlslon comes, but the Vlstanl are not 

*The character sees a scene of his own, or a loved 
alerted to the we of the power. 

one's, grlsly death. This mqulres a b r  check. 
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&n&vttytoPsychlcImpradons: The bask functhmof 

P o w  score-The character pins an unuaualty clear 

thls sctence does not change In Ravenloft. 

~ o f c s c h w s n t .  

fnrwmindaroduthamkmlclt.Thctypad~ 
d.pend.\rpcn the 0bi.d. dorruh, .ndthrDu(plon 
M.rtg: 

21Mnmgy rplrit (not IlaaMarlly a ghost) C o m W  

Doualtw 
DM#ar OSnlJe: Thb power sch#lly f\notkas t o o d  k 
RaMnbft. Thedark porwen gketurty a k w  the ahamterto 
MIlM all of the horrifyblg dengar around. The chsr.aer 
teshatingllngrah.s(kn whqaver any cream h the uma 
domhtffhdu sbourhannlngthehemcter(~ Y I t d o a  
lmtporeanlmnradtatathraat), SnythnsthahcdWsetaJI 
subject to a RsvanloR povMR check, and m y  rcra Ihs 
charactercro6seaadomdnbord.rorantafadmMW.d 
Ravenloft h d e r  wwd., It p e a  oilmortdtheihm. 

Fbuw-The plonlclst lams how fer away the 

.?&%e pabnklrt conthaw& senses m, wen If 

Know -. This devotbnfuncthunormdty, butthe 
c h a w  nwer h s  he Is oh a Dmlphm. Thhdwctlon 
cannot reveel any larger scek hrlwmaUon thon the nema d 
the -In. h operates nnnaHy hx amah scale 
Information, h-w, such M the name ofthe tam, r@m. 
or bulldlng. 

PbWsscort-The pd0nkbthrnsth.t b In the 

dsno6r k. 

nabody b ploculneto hamh. 

h l p l a n e  of Dread, aa wall ne hb exact 
Zo-mquartfon 'whsraamm" appsaninthsmlnd 

ofthe domafn lord. The lord ha the OpUDn to -it h 
any way ha chooses, or not to amwar at all. Mhm cbacuer 
to answer the qwrtkn, the plknicld cwna( dWng&h 
thls answer from a normal mspmw. 

polson Sensa: Normally, thb powa functbu u one 
would expect. In the domaimof Borca, however, It hk to 
datectthetalntadrutuMofthefoodsndw~rIn~Isnd.  

RadW Ndgmtlon: Thisdevotbnhctkma rudasahd, 
except that the char.aercmun% flx on any point qutskk of 
the Qnuln. 

SpMt Sense: The term 'spblt" doaa not lnW eny 
undaad wlth a physkal body, only noncorpmal mdead. 
This means that such unded as zomblea. wlghtr, vampires. 
and revenants are not detecpaMs, whUe ehorrr, phantoms, 
banhm, Md the llke CM k W a d .  Altb& ravenant8 
are u.tad In The Complete HonfbHandbcdc an bsblg 
detktablc, thb a- cannot detect them In RavsnloA 
(slnce they have a phyrlcal body). 

SplricI have a much s m t p r  aura In Ravenldt. allowing 
pslonlclrtr to sensa them at greater dlatanwr. "he presence 
of rpmtl anywhere wlthln slxty yards akrta the chamcter. 
However, unlaw he has the to expuhmt  urlth the power, 
the psionkist WmSlnr unaware of the expanded rang& If a 
~Mtklngrulasthedomslhthep$bnklrt~tb@powar 

wMn.  



txuwantly mse8 a ' ~ a r b y "  spirlt. Thls retlects the 
pervasive hfluence of the domaln lowis. 

hwer  -The paionlclst learns how far away the 
spirit Is, but not its dirsctlon, 

&The spim becomes aware of tho pionlcbt'r 
attentlon. Furthermore, the spim lmmedbtsly knows the 
dkectlon to the character, but not the dlstance. 

PWfiO&Wis 
Most of thew powen hrnctlon normally In the Demiplane. 
Manlpulatlng objects with the mind does not usually 
concern the dark powers, M) they taka uttla Interest In the 
uae of such skills. Hourever, as with any actlon in the Land 
of the Mlsts, If a character uses a pslonic abllity for avll 
purpows, a Ravenloft powers check may be necessary. 

B- 

D-fbu 

None of thew powan functlon dlfferently in Ravenloft. 

Animate Owect: This devotion functlons normally In 
Ravenloft. 

IlfeUka. 

of h own, becoming the home M an anlmator, as 
dwcrlbsd In the R A V F N L O F I M O ~ S ~  C o ~ p m a w ~  
Appendlr Ill. 
The anhator will focun I t s  negative attentlorn on the 

creator if at all poulble, though It may be qulte subtle 
about t h k  For Instance. an animated puppet might try to 
win fts way Into the psionlclst's heart, calllng him "father" 
and actlng llka a hslpful companlon untll the tlme comes 
to turn on him. 

Animate Shadow: A prudent prlonlclst must be wary of 
giving life to anythlng made of darkness when In RavenloR, 
as It may haunt him for as long as he Ilves. 

h w e r  scorc-The range Increase8 to one hundred 

*The anhated shadow absorbs a little of the 

pbmr scon--The anhatlon appears smooth and 

+The anlmatd obJect automatically takes on a llfe 

yardr. 

substance of the Demlplahe, becomea the monster of the 
same name, and web to kill the character. It follows hlm 
evarywhene, lurking Just out of sight and waiting for a 
chance to pounce upon h former matter. As long hs the 
monster Ilver, the character casta no shadow of his own. 
Any normel penon who notlcas the lack of shadow wlll 
aaaurne the wont about the character. 

Shadow: THACO 17; Ding ld4+1; AC 7: HD 3+3; MV 
12; SA dralns Strength: SD +1 weapon needed to ht; 
MR es unhad; Si! M ML speclal; X P  650. 

Control Body: Taking over another creature's body Is not 
avll In Itself, but the potentla1 to abuw the power Is great. If 
the p d d c b t  uws the contrdled body for evil or 

1 
1 

i 
! 

/ , 



unnccessaly sehh purpores, then the player must roll a 
RavenloR powers check. Controlllng another creature's body 
to atop It fpn attacking or to save It from ImmInent danger 
b not conrtdered se1A.h or evll. Oslng the power to put a 
qukk and p a l n h  end to an evll creature Is also safe. 
Howevar. making it dance on hot coals Just for the fun of It 
b quite evtll The Dun$eon Master must make a Judgment 
about how the pbnlclst uses the controlled creature. 

Porwtscon--The pslonlcbt ammatkally wlns the 

2o-Txe psionicist suffers partial paralysis In an arm or 
Wtlal ps chtc contest. 

leg for l+llOxlO mlnutes. 

Some of thq darkest pslonlc powers lurk In thls dlsclpllne, ao 
uslng them In Ravenloft could mlt In a horrible fate. These 
abllftles often capture the attention of dark powers. 

B- 
Anlmal rufir 
Ravenloft. however, natives who see a character grow 
claws, hu; qr other anlmal characterlstlc may well assume 
the wont. They wlll more than llkely think that the character 
Is a lycanthrope or some other form of shapachanglng, 
supernatural creature. Anyone unprepared for the 
pslonlclst's change may nced to attempt a horror check. 
Members of the character's party who have seen the 
pslonlcbt uw thls sclence before need not make thb check. 

Death Fleld Dralning the Me hum a humanold creature 
may cause It to return from the grave to haunt the 
character. Thls Is leR to the dlscrrtlon of the Dungeon 
Marter, but In general the spell should have a 10% chance of 
causlng the vMlm to rie agaln. The mathunatlcal odds are 
lesa Importqnt than the state of the vlctlm, however. If the 
vlctlm had p a t  strength of wlll or Idt an Important task 
unflnlahed, then hls chance of returning as an undead 
creature should Increase. 

Whenever posslble, the type of undead created should 
match the Hlt Dlce or level of the creature klllad. Regardless 
of the origlnal Hlt Dice, however, the dead creature has a 
20% chance to walk again as a revenant. The death fleld 
creates a dlrect channel to the Negatlve Energy Plane, so 
any undead creature Inslde such a fleld actually recovers as 
many lort M polnts as It was supposed to lose. 

Ualng thls power requirar a Ravenloft powen check. 

pbwer -The pslonlclst lmes only half the number 
of hk pohts specified. Viafms who fall their savlng 
throws low the full amount. 

20-The power falls. but the psionicist loses the hit 
polnts anyway. 

Energy Cqntalnment: Thb sclence fundlons normally In 
Ravenloft. For clarlticatlon, the chill touch and level-dralnlng 
attacks of m e  undaad are not energy attacks, so thls sci- 
ence does n@ affect them. Such attacks expose the,victlm to 
the supernatural chlll of the grave, not a physlcal cold. 

Life Dralnlng: Thls sclence allows the character to Imltate 
the draInIng powen Inherent In some form of undead. As 

IXIs sclence functions normally In 
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wlth the death field power, creetuma killed by Ilfe dnlnlng 
can become undead and seek revenge (25% of the tlme). 
The type of undead usually matches the HIt Dke of the 
vktim, but humans have a 25% chance of comlng back as 
vamplres, regardlees of level. 

power, c a d n g  an autMMUc bncldin as ddhed by the 
power. The targeted undeed creature a- half ofthe 
pslonlclrt'8 remaining hlt points. 

Uslng thls power requires a R m l o R  powen check. 

per mnd. 

Touchlng one of the wakhrg deed reversa the flow of the 

pbwermm-Rate of draln hrcrsaoea to ldzo pol& 

ZO-The target absorbs half of the prknldrt's 
rematning hit polnts, reversing thc power's afeak 

Metamorphosk Thls sclence lunctlona nonnaHy In 
Ravenloft. However, natlves who see a character lake on 
anlmal characterlstlcs may well a u m d  the wont. They wu1 
more than llkely thhk that the character Is a lycanthrope or 
aome other form of shapachanglng, nupamaturd cmature. 
Anyone unprepared for the psloniclst's change may need to 
sttempt a horror check. Memben of the character's party 
who have s e n  the pslonlcist me thls sclence before need 
not make thls check. 

Shadow-Form: Thh power allows a character to 
transform hlmwlf Into a "llvlng shadow." In RavenbR, the 
character becomes a true rhadow of the undoad veriety. 

In campaigns utlllslng the Rcgufem d e s ,  +be pbyer can 
convert hls character Into a shadow ualng the &aUner 
found there. If these rules are not wellable, the chsnctet 
becomas a shadow as descrtkd In the Mommum b h u ~  
tome. Durlng hh Ume (UI a ahadow, the character hea all the 
powen and dlradvantagea assoclsted with an W a d  
&miow. Thus, the shhadow-fam can be turned by prbets 
and burned by M y  water. 

he h a 15% chance of being un@e to do so. In such 
cases. the lndlvldual Is trapped as a shadow, remaining in 
that state until he fln& some other cure for hls conditbn. 

Use of this aMIIty requires a RavenbR powere check. 

areas normally prohlblted by thls Iclence. 

When the psionlclst attempts to return to hls normal state, 

Power scorcThc pslonldst can travel In brightly IIt 

,!?&The dark sldedthe pdonicid's nstun breaks hw. It 
becomes a drsdav (Me a h )  under cwmol ofthe Dun- 
gconMsaterfor 164 turns and tmberks on a kluing rpFee. 
Thcpdonkwexpend8nofulhar~lfihis~.  

Absorb Disease: In RavenbR, thls power can OM lycan- 
thropy from another pemon. Some fom of lycapthropy are 
tranunttted, maglcal dlrsasea. The ab.orb dlsu~se dcvotlon 
can draw thls antlctlon Into the psionlclst's body. 

If the pslonlclat tar- a naturd or c d  lycanthrope, 
thh power does not m o v e  the a#ucUon hum the victim. 
For thome creatum, lycanthropy b not a dlseaw but a con. 
dltion. However, If they can tranamlt it to othsn as a dls- 
ease, the pslonldst will stUl 'catch" It through thb devotlon. 

Uslng thls power d m  not cure lycanthropy. It merely 
transfers the dlsease from OIM character to nnotlmr. 



b w e r  sme-The psionlcist's Immune system 
ammat@aily dastmys the daease (even lycanthropy). 

&T$e h a m  ramainr In the vlctlm while 
simultanmwly spreadlng to the pabnlcbt. 

Aging: Thls power resembles lfe-energy dralning. 
Anyone kllled by thls devotlon fines as a ghost and radrr 
revenge upon the killer. Using thla devotlon requires a 
RavenloR powern check. 

Powerscwc--The victim ages ld20 yearn. 
ZO-The palonlcist ages l d l O  yearn. 

Cause Decay: Thtr devotlon actually works better In 
RavenloR. The Damlplane enjoys decay and decadence, so 
it enhances this devotlon. Inflicting a -2 penalty to the 
savlng throw vs. acid. 

Pbwerwore-The savlng throw automatically falb. In 
addklon, the pdonlclst must make a Ravenloft powern 
chetk. 

Z&One of the psionlcbt's own Items decays (no 
saving throw porslble)~kher the flnt item touched or 
one c h o m  by the Dungeon Master. 

Cell Adjustment: Thls devotion works normally, though It 

Double Pain: This devotlon functions normally In 
cannot cure lycanthropy. 

RavenloR. However, usIng it to extract lnformatlon from a 
crestun wahants a RavenloR powen check 

RavenloR jealously guard8 the power to leave a domain, so 
none of t h e e  powen can transport any creature or object 
across the brdern of a domsln. As an obvlow corollary, 
these powete cannot expel any creature or object from the 
Demlplane Usaf. 

Bantshment: The pslonlcist banishes the affectnd creature 
to a pocket dlmenrlon of shadow wkhln the planar 
boundsrlar of Ravenloft. Thls aren of oppremlve darkneu 
cannot be I I  even by maglc; such devotions as aee round 
work normally, but n e  form of infrwislon can penetrate the 
Inky Msejlnem. Since the pocket dlmension lies within 
Ravenloft, all the W t e d  rules of the Demlplane ail1 apply. 

FbwermeThe  b a n W  creature cannot return of 
its own accord; It mwt wait untll allowed to return or Is 
brosght Mck by another. The psionlcist need not pay 
PSPs to keep it there. 

.ZtbBc& the Intended vlctim and the pslonlclat are 
banlshed to the shadowy pocket dlmension. The other 
flgure bowncea back when the pdonlclst stops paying the 
maintenance coat, but the p s h i d r t  mwt ruturn via 
some other method: teleportatlon, dlmanrlon walk, etc. 
Such a rqum trlp places the character In the same 
domaln he was pulled from. 

Probability Travel: Thk powr rhnply does not work, but 
the p a h k l s t  sui spenda 20 PSh to find that out. it will not 
even enable him to return from a falid banlahment. 
Summon Planar Creature: This rpsU hnakru nomrslly ln 

that It Can ruIl open a portat to another plena d p u u  the 
~ ~ h t O t h Q ~ o f ~ ~ , U h  
cVe8twecsnna return home cudthech.Raarhwno conbul 
ova it when Itsrrhrer, t h e n d y ~  Rendwul psobt4y 
turn on the plioniclrt If he dcas not toke praeautlons. 

Teleport: Thlr aMUty functtons much Nke the wtmd spell 
telepint as deMllbed In Chapter h e .  Teleporwon CM 
never CI(MI the borden of a domdn. Any attempt to 
teleport outride of a domaln slmply deporlt, the character 
at the domaln's edge. 

Pbwer-The PSP c& mducea by 20% (mund up). 
20-h attempt has no effect. 

Teleport Other: Thi. IclaKe has the same umltattan as 
teleport. It cannot transport a cmatum across the bordan d 
a domain. Any attempt to teleport outside of a domnIn 
simply depoaitn the character et the domskr's edge. 

Power-The PSPcost raducar by 2096 (round up). 
Zf+Wuld-be teleportern are d h h t e d .  They cantmi 

cast rpeb, and they sufSer a 4 penalty to all dk rolb for 
ld4 turns. 

D8wtbu 
Astral Praectlon: This power &w not W o n  in the Lnd 
of the Ml8te. RavenloR doer not allow any d b cepthm 
playthings to leave ro easily. 

Dimensional Door: Aittmugh Ravenloh doar not allow 
Inhabltantstojowneytootherppknaror~,  
characters can someUrnes enter their outer frbges. A 
pdontcbtcanusethirabllltytoantertheBorderEtherwl, 
but not the Deep Etharesl. This abtlky en- the chsmctw 
to travel only dong the E k d e r  Ethereal or along the ahma 
of the Demlplsm of Shadow. 

Dimenston Wak Thla power functlonr nom#lly, wl& cna 
mlnor exception: The p s h i d r t  c- th- the 
Demlplane of Shadow. The prlonlclrt myencounter 0th.r 
m a w  that are trapped Inthb dimdon and ha8 e beso 
5% chance of encomterlng a banbhed being. E m  then, the 
creature may chooae not to attack or even 
wlth the dlmenrbn-walking palonlcirt. 

Power score-The prionlcirt nxdvas a +2 bonum on 
the rqulmd Whdom checks. 

ZO-Overcome wkh vertlgo, the character can do 
nothing butretchforthm rounds. 

Teleport Mgger: Thlr devofbn hactionr nonndly ln 
Ravenld, wlth the following clarfflcotlonr. A prknlck 
cannot set up e trigger for gene& honor or fear checks. To 
do ao lntroducea the mechsnkr of d b  rolling lnto thq rok- 
playlng of the character, and charactem know nothing about 
fear end horror checks. 

Howwar, the pslonlcist can &ify a trigger like "when- 
ever I aee a vampln," whkh In many c.ma would k c m  
for a fear or honor check. The Dungeon M&er ahodd keep 



-- 
A 

A 

rp 

trlgger wea the pslonklst’s petcaptiom of 
hlm. If the pslonlclst does not know that a 

then the trigger doas not react. 

adventurer. As 

Flumblng thb depths of such an alien and evll mind can 
eadly drlve b psionlclst to the brlnk of madness (see 
Chapter SIX . 

Vamplresbresent a speclet exception to thls rule. While 
sleeplng, a yamplre is just a dead body: It has no mlnd to 
contact and thus, no shield of false thoughts. In fact, 
vampires 
at all when +xiping. 

t nwer dream or exhibit any mental activlty 

B- 
sclence baslcaily functions normally in 
I t s  use tree& a thln llne between good 

to be cruel or to force the 

cost lowera to half. 
attempted to 

as domination (above). 
e works normally In RavenloR. A 
a madness check, even If the 
horrifying monster. This powen 

kist Into thp depths of the 

Is power cen remove the memory of a 
thereby negating a falled fear or horror 
successful appllcaUon dfectlvely blocks off 
nd cancels the 111 effects dthe  falkd check. 

, wychlc surgery can Irw them at a later 
the memories away and does 

char&& to the terrlrylne 
another fear or hormr check. 

Drevent the 1099 of Intelliaence. 

r 
llL 

Wisdom. or experlence level8 as It would nomdly. 
Consequentially, mlndwlpe la not thc Opumal mathod tor 
dealing wlth failed fear and h o r n  c k k s .  

Power -The victlm does not get a ravhg throw. 
ZO-Ths power sffa*r. the pdonkbt Instead of hb 

Intended vMkn. 

P n k  Thlr power can plerce the layer of false  though^ 
piuducsd by Intellbent undead. Such d e a d  ncdvt e 
bonus equal to half their Hlt Dke when cbfendhg ag&na 
the probe. For exsmple, a vamph (8+3 HD) gets e +4 
bonus when defending agalnat the probe. if the probe 
succeeds, It weals the undead monster’s horrlfyhg nature 
to the pslonkht, requiring e &M check. 

fbwer&wre-The p.laricbt can ask two qwrtloFra psr 
round. 

2&The subJect knows about the pmbe attempt. An 
undead monster may chooQe to let the pslonklst 
succeed (forclng a horror or madness check) or answer 
the questlon In any way It desires. The pstonklst does 
not know whether such a n w e n  a n  true or false (or 
even that the probe was detected). 

Mnslnr 
Contact: Thb devdon functions normally Ir, Ravenldt and 
works agalnst undead. However, thlr does nut guamntw 
that the follow-up power wlll work. Contact does nut provide 
any Infom-~aUon about the mInd M mature contacted. Tbs 
pslonklat cannot contact a sleeping vampln, for It ls simply 
a dead body when at rent. 
The cost to malntaln contact varlar wlth the levd/Hit Dke 

of the target. The false though pmJected by radead 
creatures CM lower thelr peweived lewl; If a vamph 
passea Itself off as a low-levd human, It CM ebo choose to 
lower the percalved level of b false-thoughts bank. Any 
pslonkbt wha succeash~lly contacb the vsmplre pays fewer 
PSPs per round to malntaln contact. Once the pdol\lclst 
estebllrhcr contact, the vampire cannot alter the PSP cort, 
even If Ita true ldentlty h dlrcovered. The creature thur 
glves a mall advantage to the prlarlcbt In exchange for the 
ablllty to further mask Its presence. Stlil, moat undead do 
not bother to alter their percelwd lave1 ngalnst psbnlcs. 

The Ilfe-order clalulRcstlon of the target stfaetr the 
pr1onld.t’~ chances of success. Undead, IycanthFOpar, and 
the Uke qual@ M monaters when detmnlnhg these 
modlfian. Humanoldr lmpwe no modtfiars, but monsters 
such as undead and lycanthropsr lmposc a -7 penalty. (The 
creatures cannot adjust thls modffier.) However, slnce the 
players should not roll the power-acom check. thw wlll 



few failed attempts to contact the creature, they may begln 
to suspca that something h not righe however, they win 

m - h . p r k n l c t r t C ~ U w t h i r ~ ~ .  
.gclkn'the subject for la dry.. 

have no deflnltlva proof, particularly slnce other modfflars 
(such as @tance) may affect Me chances as wall. 

Powen-The contact Is malntelned for 

,?+Further cMtect wlth thh mind 1s Impossible untll 
without the expenditure of MY PSPs. 

the prloqlcht reacher a hlgher experience level. 

ESP Thlr davotlon functlons normally W Raven1 
However, the pslonlclst can plck up only the false surface 
thoughts of an undead creature unlsss It chooses to further 
open I t s  mind. In that case, the pslonlclst must make, a 
madness check. If hmannot understand the natlve 
language of the undead creature, he recelves a +2 bonus on 
the roll. 

' 

Power ScOrp-The sclence works normally, gMng 

*The pslonlclst cannot UK thls sclenca ruccaufully , ' 

Power scorc--7he first round of malntanance Is kec. genuine apprahl of the s h t i o n .  The vwsni pm 
,?&-The pslonlclst develops a spllttlng headache and unaware of the attemp(. 

suffers a -1 penalty to all tekpathlc power-score rolls for 
one hour, again for I d 4  days. ' 

IdentIty Penetr .' 

Ravenloft. Identlt] 
powers that! can functlon on an undead 
success has Its price. The pslonlcht mu 
If he wnetfstes the ldentltv of any undead creature. 

~ This devotlon works normally In 
watlon Is one of the few telepathic 

Infected lvcanthroma am not c u d .  so thir amar doen not 
affect them at all. However. It doer work on I&mthrop.. 

Powerlscon--p(o addltlonal effect. 
Z U n t l l  he galns another level, the telepath cannot 

penetrate the mhd of the current target. 

Inflkt Pah. Ushg thb power to torture any creature 
rsqulres a bvenloR powers check. 
ufs Detection: Normally, this devotlon does not detect 

undead creotures. In RavenloR, however, undead beings 
may attempt a savlng throw VI. death maglc when this 
power Is used on them. If successful, the targeted undead 
creature appears to be a Ilvlng, humanold creature. Undead 
monsters cgn wllllngly fall the raving throw If they suspect 
that the pslonklrt Is scannlng: thls renders them 
undetectnble. 

Powr dforc-Thc pslonlclst can Instantly detect 
werythlng wlthln one hundred yards ln every direction. 
Undead are not allowed a saving throw to manlpulate 
&&Ion. 

&The telepath detecta Id6 creatures that are not 
there. lntelllgent undaad appear to be llvlng belngs If they 
ao choose. 

Thrthsar: Ravenloft protects I t s  most cherlhed creatures 
wlth a vel1 of secrecy. Undead always appear to be telllng 
the truth, even when It Is obvlous that they are lying. Thls 
pslonlc devotlon has no mental telltale slgns to determine 
the valldlty of a statement. 

P b w u m e T h e  pslonlclst recognlres a falsehood 
even when the speaker docs not. If the target Is undead, 
the pslonlclst Is able to detect only whether or not the 
creature belleves the statement to be true. 
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that attalned thelr powers as the result of a curse. 
The Comglete PsIonlcs Handbook states that an attempt 

to remove a curse, geas, or quest imposes a -6 penalty 
upon the chpnce of success. In Ravenloft, thls remains true 
for geases ahd quests, but curses come In many shapes and 
shes. The stiength of the curse determlnes I t s  penalty, as 
shown in Tabla 33 (the definitions of these curse strengths 
can he foune in Chapter Twelve: The Whispered Evil). 

Table 33: 
Alteration Modlflers 

Curse Stwnsth ModMer 
Eqhrrassing -2 
Frwtratlng -4 
Troublesome -6 
Dangerous -8 

-10 

Power imm-No other effect. 
full FSP cost of the power must be paid 

dupite 2+% lack of success. The psionidst cannot 
attempt tq alter thls aura untll he achieves a hlgher 
experienck level. 

Psychic Sbtgery: Thls scknce functions normally in 
I 

RavenloR. it b~ remove the effects of failed fear, horror. or 
madness chkks, so It Is an extremely useh~l talent to have 
In the Dunidlane of Dread. For detalls on Its use, Me 
Chapter SixIFaar, Horror, and Madness. 

UltRMasti In most cases this scknce works normally in 
Ravenloft. H ever, undead of all types am Immune to Its 
dteas. Y 

Power s/core--livlng creatures of 3 Hit Dlce or less die 
If they falllthelr Mvlng throws. Self-wllled undead must 
roll a suc es& aaving throw vs. paralyzatlon M "pass 
out" for turm. Thb does not affect mindless undead. 

20-R Initlator must roll a successful ssvlng throw 
va. paraly atlon or dk. if he lives, the pslonlclst still loses 
the use of all powers for 2d6 days. 7 I 

Dw*far I 
ing psychic energy to the point of harm 

infllcta damage requires 
dralning that reduces 
bute score requires an 

must make a h o b  check: The Dungeon Master h a y  grant , 
a bonus to the roll, depending upon ?he quaWy of the 
memory. 

Tabk 34: 
Retrospection Modltlara 

H r n a w t k  
Memory DeteU Bonus 
Extremely vague and fragmentary +3 
Vague or tncmplete +2 
Complete but not very speclflc 
Reamably complete and speclfk 0 

+ I  

Poww seolc--No horror check Is net-y. 
2-0 other effect. 

Wrench: ThIs devotlon can only puU a crwature lnto 
Ravenloft. not force it onto a& DIWK. unlw the b e h  
has a dwl existence In the EthemiPlam or the Demip&e 
of Shadwl. Those creatures have enough of a connecthm to 
allow the ps ldcW to push them Lnto the edges of those 
planes. 
The Demiplane of Dread has dose llnka wkh the Negative 

Energy Plane, neither of whlch casUy let8 go of thoae wfthln 
their grasp. Thus. It Is more dlftlcult to pull a creature that 
simultsnwusly exlsts ln both planes enthly into Ravenloft. 
A pslonicM wffen a -2 penalty when uslng this devO(l0n to 
pull a creature out of the NegaUw Energy Plane and lnro 
Ravenloft, 

this tlme, k g a r d l e ~  of W much he dmlFu. tf he drabu ', 

attwp We powers check. 
ZO-Contact Is broken. 

Retrospectk The desdpth  of thls dsvctkn sWea 
IOoQe, wandering memories rtul b w r  the rump dtb& 
creator. hr RavenloA. the,mmrorkr of domain lordr 
overshadow all others. Thus, the mtmspection atsmpt has 
roughly a, 10% chance of gathering a memory from one of 
the m y .  domain lo& of Ravenldt. ltthe ~ t u r r  of the 
que& b such that only the lord of the domatn would 
know the enmet, he chance drsr to 50%. Such -w'. 
ruek ofevll and horror8thst should not be- 
ordinarv mortals 00 each Dsbnlcirt h tha - 

a host below heIf of my .bmkfte -, then he cnwsl rlw 

Power score-The creature Is momentarily d d  Md 

m o  other effect. 
suffers a -2 lnltlatlve penalty for the next round. 
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Ike spells and pslonlc powers, magkal items 
ofhen function dlfterently In Ravenloft. Some evll 
+s, partlcuhrly those baaed on necromancy, 
aaually work better In Ravenloft. In most cams, 

the followin$ rule of thumb applles: If a maglcal Item 

Ravenloft, tlpn no maglcal Item that dupllcates I t s  dfecta 

11, the item undergas the same changes that 
Thus, If a spell docs not function In 

Chaptera Ught and NIne detail the 

nip chapter coven changes to standard maglcal 
ms, s h e  It would be imposslble to dlacusa 

known magical Item from every known 
world. The collection ia far too vast, 

and A contir)ues to grow, Dungeon Masters may dven 
Invent new ema for thelr campalgns. rometlmes by 
lncorporatl$ Items from other adventures or imparting 
item from @her worlda. 

should p r o q e  enough Information to determine the 
changes to pny Item brought Into the Land of the Mists. 

No matted what the clrcumatance, the folhwlng guldelinea 

The Mbtr r+Iy allow planar travel In Ravenloft. If an Item 
has a powerlmlasd to planar travel, that functlon usually 
does not wop. hetimes the Item sends Ita owner to 
another locapo" In th6 Demiplane. and sometimes the 
would-be tralvelsr goes nowhere. Any Item dated to planar 
travel workrlpmperly only at the Dungeon Master's behest. 
In faa, a fly1 adventure might revolve around discovering 
and &a a Item neceasary to eacape the Land of the Mists. n w 
Magkal itamp cannot summon normal animals (wolves, 
cats. and so 1fMth) from outalde the domaln In whlch the 

Further, snfmala and creatures summoned 
ones cannot go home the same way, so they 
be very dlspl~sed. 

I 

wlthln Its borders. No spell or 
evll or g w d  alignments-mly law 
of prophecy, clalrvoyance. and 

the like a n  
obscuring ts of Ravenloft. 

rkedly less reliable when used through the 

I 

Item that a& wholly evll or that ora used for evll purposca 

kma or Item that rlmply causa harm. 
powen check when triggered. lhla docs 

check, the m e r  must consciously 
the Item for evil purposes. 

I 

Magic, npeclally in the form ofnmgksl llaru anddwIm& 
Is less common In Rarisnldt than In other nshnr. Few, if 
any, magkal ftsmr are created hem. ComporedtoW 
w d s ,  not M y  psople Ilve In Ravenloh Thus, .dvmRr- 
em wlfl not find Nu of treasure juat lying &out forth t.k- 
lng. Here, wealth does nat Blm m, suntvd doas. Rdr 
d o e s n o t m e a n R d o f t l a c k s t h e h e c 4 ~ , o r c & r  
magical Items do not exbt Thy an chply mcomnm. 
Even momma do not ordinomykwp bnuthey c&aW 

use. Et they hoard treMure, thay murth*ralcshimd 
hportmt reasom to do so, ortrarw*a. thaarpk#d awybe 
compraely ban. lmamwe rhould not ever eccompeny an 
ancounter Jwt bpcsu# playem axpat It. 

Asadaofthumb,Dungeonlvhrtarhouldh.lwths 
uaual chmce th* a @van type d m  la pn#nt. Et 
d n g  randomdie rotl.tode&dna tmmm, the thmpon 
Msaarrhouldgeneratethe matItsbafomphybe@m~t4e 
d t s  call for a magical item, tM item mu* fitthe 
encounter logkdly. If not, the chuectom fbd ( h t  
la, it Wutd  not rhnply bcmpl.cad wlth othartypm of 
-). 

Although madkalltemiare In.hortrupply, money b not. 
Charactera can nadUy OM payment for service# 
rrndand. Thefolk arenot unuUyrlch, butthey @va up 
what they have Ibr a good caum If the pl.yerchuadar rid 
a vibae of a poremd avll face, thevlttege mbhtlawrsd 
the pa*. They may wen olhr amre magicalitem thathey 
have baen -ally if- Itom wM help the hemr 
destroy the vulsgetbrror. AlkmWdy, they may tell the 

the Fhsnaan can then emberk on a qwlrbafhd It. 

both the chruwtmand the Prsyan, buttM.shadd not 
happen In Raranw. Here, -rurreed by kwphg 
thelr wltr end rkhrs; if they I d 1  M cvll pbt, they have 
excelled. Survival, In most cases, la Ita own reward. 

PlSyW C h a I a C b l 8  wharr ruch M kern Olksedlyw, wd 

In many C s m p a i g n  aetungs, theoewh forbMIuredrlVea 

Inta~moprar 
The ego of an evil. Intelllgent weapon rlsca nve p o b  in 
Ravenloft. (Weapons of gcad 01 neutral alignment stey the 
same.) If an evil weapon dominates Ita bearer, the weapon 
has a 50% chance of dellverlng itself to the domsln lord. 
At the beglnnlng of each week thats cheracter wlelds an 
evil, lntelllgent weapon, he  must attempt a Ravenloft 
powen check. 

Becaw of thelr unuaual power, arWaar and reUcs may 
tramcend tho lhnltatlons of Ravenloft. At the Dungeon 
Martcr'a behest, abllftler end spella cast Rwn en artifact or 
relic CM function normally, unaffected by the Demiplane. 
These powerful kerns may even help characters eacape 
from Ravarldt. An evll artifact mlght not want to leave, 
however. Furthermore, any charadr  who owns an evil 
artifact or rellc must make a Ravenloft p a r a  check once 
per week-whether he w s  it or not. 
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Amulet of the Planes: Even If found In Ravenloft, this 

Amulet M. Undead In RavmloR, undesd are more 
devlce slmply does not work wlthln thc Demlplane. 

dlfRcult to control. The amulet functions at one level below 
I t s  urwl ca city whlle on the Demlplane. In addltlon, the 
act d +deed Is ttwlf lesa dtectlva In Ravenloft, M 
Indicated In pendlx Thm Character Classes. 

Bag of B+s: Each b w n  has a 20% chance to "sprout" a 
RavenloR enwwter. 

Bag of BOWS: In other campaign a$tlng6, thls bag can 

The user must also make a RavenloR powers check. 
Book of Vlle Darkness: After readlng this book, the evll 

one polnt of Wlrdom. A character 

tome must make a madne~  check. 
R ~ t h k b o o k n q u i n r s R r ~ v d o f t ~ e h a d r .  
Bowl of Commanding Water Ekmentala: The ebmmtal 

cannot return to It. natlve plane unlsu L Rndr a normel 
eacape route from RauenloR. Thw. If the elemental kadu 
free of control,'it ahnwt dwap attech the rummona. 

Brazier of Commanding ptn Ekmsnt.ls: The dbmentd 
cannot return to It. natlve plane unless L findo a Mmd 
escape route from Ravanloh. Thus, If the elemental kaskr 
free of coml, It a h t  always rttackr the unnm0nar. 

Censer of Commanding Air Ekmantsls: The damant.l 
cannot return to It. natlve plane unlsu k Andr a normel 
escape route from Ravenloft. Thus, If the elemental bmuks 
fkee of control. It almost always attacks the RICIIMII~. 

Cry.t.l8.ll: Domain lo* am so much a p w t d t h a  
DemtplMe that the aryrtal ball cannot dhthg&h than horn 
the fa- dthe land beif. Thus, chraasn c m  use 
thew wondrarr &*ea to ahdythoca draaQd awalwe8. 

Att.ckr that mqulre vbwl contact can sllectthevkm. 
Thus, a vamplre could feculbly charm the vbwarthrough 
the CQ#td ball, 

Thb Item can mch a- only a single Mlst-bwnd 
ngkn, whlch mey lnclude 
the Core or a Chater). However, It dce not work In the 
Mlsta themselves, M they &tort locatbn and dlrtsncc. 

Cubk Gats: This device doen not function In RavsnloR. 
Curdled Death: This aromatic oil b actwily mon 

powerhrl In Ravenloft. It. radlWddka extmda totan frit 

thanone domsin (such as 
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and crowds of villagers. Thc aaeeOn hater muat 
detmmlne vhather or not the mab or crowd b sutfichtly 
lawful, kee-in mind that, ahnoat by deflnltkn, a mabh a 
chaolle (porop. However, If the crowd of villagem appcwr to 
be highly otpnized, asmight be the case with a unIt of 
mllltia, the lpwqeon h a t e r  might dmn it lawful enough to 
qual@ for aid from thls magical Item. 

Llbram of Ineffable Damnatlon: An evil character who 
resds this v k  book in RavenloA gains just e n o w  
ucperiance potnts to rise two Iwch. The grlm and tenlMc 
contents of thb book requite any good character to make 
an lmmcdlate madness check upon reading it. Othenvlae, 
nonwfl chaqactem d e r  the u r d  effects. 

Reading *LE llbram requlres a Ravenloft powers check. 
Mablllon of ESP in RavHdoft, undead wlth a low 

intelligence or better can dt l lkraely project thoughts to 
mlnd-readhg characters. 0.Wslly an undead creature sends 
fslse, reassuring messages, but it can chcoK to rmal  ke 
true psyche, requlrlng the we6re.r of thls medrilllon t6 make 
a madness Check. 

Medallion of Thought Prqjectlon: In Ravenloft, undead 
with a low IMelligence or better can deliberately project 
thoughts to mhd-readhg charactem. Usually an rndead 
creature seqds false, reassuring m e w ,  but it can 
choore to rdveal Its true psyche, mquirlng the wearer of rhh 
medallion tq make a madness check. 

Mirror of ufe Trapping: Using thls ltem to trap a Ilk 
requlres a Rpvenloft powers check, but freeing a trapped 

Mist Tent Each timethkitan b used, it has a 5% chance of 

ptwc. Whiq thcMbcs, the chmce rksto25% L h t h e M b ,  
ulis Item has no compumtbnaabout handming the tent to a 
pbce above fl lake or other potcntlally dangmw terraln. 

indlvldusl dqea not. 

t m n q d n g ~ ~ t o t o w m e o t k r ~ 0 h t h e D a m l -  

ERhancemenC In Ravenloft, many 
st forgotten. Wtrlle wearhg the necklace, the 

to horror check. for the passage 
falled horror check. never 

wear off. uea of the m c k h  (more than a week) 
failed horror check term the wearer 

a charaaCr can make 
, he rtN1 cannot fully enter 

Phylactery of Monstrous Attention: donned by a 
~YIOOI in RavbnbR, thls Item &rtr the domain lwtothe 

(withln a rnlk). Thls phylactery uwnmonr 

h-li ~ h l l a  wearing r~ramror, he SUB cannot tuuy 
antertbe -I plmc andthusescape the Demfplane of 

arenotmindlessgcta+2bontm).Lkm& 
avold being contrdtad. Sgnlficantly. 

h4Igent  
thenwlves%%wk. 

d may fekp obedience to podtior) 

0- thb pccbn requires * Raved08 powers check. 



+2 bonur to morale 

checks, however. 
to fear checka In Ravenloft. The powder 

Summonhg: ARer appearing and 

m-r was kind 

doesnot 

enloft powers check, . (Thc character can 

: Undead are more 
enm. I ne scroll's effects last only 
nly 20 HR Dlce of undead. 

ementals: The elemental 
Ita natlve plane. Therefore, If 
the elemental attack 

whoever 

Sworh +2, Nine Uws Steak The wielder must make a 
RavenloR powers check each tlme thls sword steals a Ilfe. 

Swod of We Stealing: The wklder must make a 
Ravenloft powers check each tlme thls weapon sws a Me. 

Sword of the Planas: Since Ravenloft Ilea wwlin the 
Ethereal Plane, this sword has a +4 bonus here. 

Taltsman of (ntimate Evll: Usfng thls Item rqulres a 
Ravenloft powers check. 

The devlca that appearr Is one &,the few ways to kave 
F e  Demlplene of Dread. However, In Ravenloft the Itam haa 
a 20% chance of a maMuKUan, fer greater &an the n-l 
5% chance. The device vanishes when used, regardless of 
succass. If unsuccessful, the character remalm In Ravenloft. 
W of Many Worm In Ravenldt, thls itam looks like a 

simple, seamleas piece of black cloth. It radlates atmnq 
magic but doas not functlor 
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a curse upon another lndlvldul & not a 
all matter In RavknloR. Dlre words Invoke the 

ethlng too honibh for most people to wen 
of the dark powen themlvas,  

are drawn or pushed to that choice, 
or by the wrongs lnfllcted 

I ithem 

curses of the ADCD game shrlvel In 

lndlvldual can suffer the effecb of 
Othenvlse, a truly evll brute (the 

for an excellent antagonist In 
become crlppled wlth an 

However, a more powerful curse always supplants a 
lemr one. 

An imp0 tant note to make at this point concerns the 
domaln lor s. By deflnltion, each of them labon under the 
mod horrl a curse of a l h l l n g  a domaln In Ravenloft. 
Thus, any urse that the playen rnlght wlsh thelr characters 
to lay upon o domaln lord Is doomed to fallura. i 

common but least powerful of 

(Wkord 6), l h l &  w&h (WLdrd 7), quest 
wfsh (Whard 9). &stow curse (the revenc 
priest spell remoue cum) Is too lnslgnlficant 
s a cum In the Demiphne of Dread. 

handsome prlnce into o 

the end of thls chapter bslorr allowhg MY 
r character to Invoke such powerful ma&. 
Anyone who holda a euned obJect alao 

falls under thls category of cune. Though 

ofthe dark powen. The 
I has no rlght to complain 

qnrrrnr dYmgennee 
Curser of vengeance are the most tnd#ionsl typn. Whm 
nomeone horribly won* another, sometimes the Mbu of 
Rovanloft g i n  form to the vlctbn'r hntred and fury, and a 
cume dcrcendato drope the dkndaln o shrwd of wll. 

Mted fw thnlr SMUty to Inv*e thb dsrk and sinlrtsr m8gk. 

from faaky tabs such 
honor wela  such 08 Stephen Klng'i Thfnner. W M y ,  
they can be very urahrl to 
RAVEMCPI game. 

Themtcommonformofthirtypeofcurse~ 
about due to the suffering of an Innocent person. For 
example, a man Is canvkted of a munier he did not commlt 

the man who framed hlm for the &me and issues a saldlng 
condemnatlon for thls dark act. Few feel pity for the m e  
crlmlnal when he beglns to suffer from o Icrlar d 
myaterloua calamR@. 

Thb b also c m o n l y  colbd a "Vhtanl curse," as they ore 

Ccuntlm rtorlcsurgthlaaort of cume very dkt lvdy,  
B c a U t y  M d  the Bekpl to modem 

Maatem ofthe 

and sentenced to be hanged. on the gallows, he points out 
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A curse 01 thls nature can also be laid by an enemy who 
aees his o q  defeat as a great wrong. The important factor 
in weaving q c u m  is not whether a mongful act has 
actually bean committed, but whether the victim perceives 
he has been wmnged. Curses of this type make a great 
parting shot for a vlllaln on the edge of utter defeat. 

Conslder a group of adventurers that has drlven a dark 
necromancer to the edge of a volcanlc preclpice and are 
about to form her into the fires and end her reign of terror, 
Just as a gleamlng, obsldlan-tipped arrow slnks into her 
chest and she topples backward, the wizard might lay a 
deadly curse on the heroes who bested her. Were the 
adventurers right to destroy the foul necromancer? 
Certainly. Hpwever, in the mind of thelr opponent, they 
were meddlesome travelers who had no rlght to interfere 
wlth her plans. 

Similarly, this type of curse can be employed by those 
who feel that they have been wonged when no slight was 
ever Intended. A beautiful woman who feels that her 
younger siskr is Momnning into a splendor Rner than her 
own might vlew thin as an act of calculated evll (If her sister 
knew her pldce, she would dress plalnly and spend more 
time praislng the beauty of her elder sibling). In fact, the 
younger girl mlght have no Idea that her sister feels this 
way. She ml$ht even attempt to model henelf aRer her older 
sibling, who$ she sees as far more attractive than she could 
ever be. Nemrtheless. If the older glrl d e c k  that she has 
been wrongqd, her wrath can bring dom a curse on her 
sister. Because they can be cast upon the Innocent. these 

' 

are perhaps the darkest of curses. 

ne of the elemcntr atreaad In h- cmn- 
paigns is the wbtle hvllb.tskhg a trowond 
conventJon of the Oothk horror modd wd tweak- 
ing it in order to take the pleyer chamdm by ow- 

prlse. For Instance, each vampire the herou bath shdd 
be a bk different from the classk model. T h l ~  CM mt4 
simply deacrlbing the monster In - rllghtly decspthre 
way, h k h g  I t s  true nature, or gkhg It unusual powan that 
other members oflts klnd do not ahan. HoweverU is 
done, It k e e p  the players mcertnh obut aha ma@tude of 
the fw thelr charactem are fachg, and It glws th.m a fed- 
in0 of doubt about thelr charmrs '  ablllhr to overcom It. - 
This same level of wspelw sppller to-cunsr. Each one 

should be &rent. Each c u m  ahodd be cuatomked 00 
that it matches the personaUty of ekhr the characoSr byhg 
it or the targeted character. when ddgning a cum. the 
likes and dldlkes of the person playhg the targetsd ch.nc- 
ter can also be very usdul. For Instance, If the !Jungwn 
Master knows that Lorl's character her a fasclnatkn w&h 
ancient books and history, he can use this information to 
impmve the impact of a c u m .  Suppose that every book or 
scdl M ' s  character touched Urlthsred lnto a h .  If, on the 
other hand, Lorl's character happened to be a cat fancier, 
then all such anlmais might hiss and snarl In her character's 
presence. If Larl henelf happens to sham this interrrt, so 
much the better1 Sura. this Is hktJna below the bolt. but that 
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of factors contribute to thc a.pUng of a proper 
The following sectton dlrcusses these 

factom. 

Piimsit!q fib am8 
The wordln of a curse greatly effects I t s  resulti. In fact, 
Dungeon $stem should conslder the wordlng of a curse a5 
imporrent s the Justlflcatbn for Invoking it. Consider an 

ground, poll 
who beat hli d declared 

I long, bony flng‘er at the towering warrlor 

mhckn “then 

game far more enJoyable and 

curse should stay in tune wlth the 
theatrkal. 

penon invokng it. Some people phrase their cures  in 
poarC vend, like the one presented above, but such a 
flowery cur+ would hardly be Rttlng to a bestial madman or 

one. 

around. the hare excfiina and intense the dame sessian. 
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The mental state of the person lnvoklng a curse la critlcal to 
I t s  Rnal effects. A woman enraged and. heartbroken over her 
on’s deathlcan unleash a highly effectlve curse on hls 
Incompetent physician because her soul Is tom apart by 
torment an hatred. Whether the physician truly was Inept Is 
not Imports e t at thls point; only the woman’s parceptlon 
really mattqs. The emotional content of curses break. down 
into three c#egorles. Tabk 38 lists the modlfler that each of 
the followlnb emotlonal states imposes on the curse’s 
chance of syccess. 

Nomu1 ~ o u o l u l  State: Normal emotlonal states rarely 
produces a powerful curse. Anyone &Itill in complete control 
of hh mentip faculties can seldom generate the emotlonal 
power needFd to bring on a mighty curse. Only those of an 
extremely ppubnate and Aery nature can weave an 
enchantmedt in thb state. 
Cbsw motional State: Charged emotional states 

usually invdve a wrong sensed by the ratlonal mind. States 
of eatreme )nger or hatred (as opposed to outrlght beatlal 
rage) mark Ws condltlon. Cursencast by those In thls frame 
of mlnd am pomewhat less effectlve than those Invoked by 
someone +o is highly c h a r g e  still, they stand a falrly 
good chancf of success. A man wrongly accused of a crime 
by a crooked sherlff trying to cover hls own mlsdeeds mlght 
easily fall into thls category. 

emotional spes are by far the most effectlve for unleashing 
a curse. Thq anlmallstlc paaslono and prlmltlve emotlom 

HlgMy Cham emot fo~ l  State: Highly charged 

a mood drive out ratlonal thought, giving 
of bestial fervor. Such a base personallty 
contact with the darkness that Infuses 

of the Demlplane of Dread to 

who professed to love her 
for many ycYars but left her standing at the altar may well fall 

gory. Slmllarly, a parent mournlng the needless 
mlght easlly fundon in a highly charged 

a curse mom 01 less effective. 
should take each of these 
none weigh as heavily as the 

emotlonal state of the wronged person or the JwtiRcatlon 
behind the qurse. The following elements only tangentlally 
affict a cwe’s chance of success. Tabla 38 lists the 

each of these condltlons Imposes on the 

BackgrouW Some people are more adept at bringing 
about curse$ than others, and many facets affect this ability. 
For examplq, the Vistanl are noted for havlng great power to 
curse those /uho wrong them. Seldom, if ever, does a cume 
laid by a Vlstana fall to take hold. The outcast dsrkllngs (see 
:he R ~ r n o f T  Morsmws COMRNDK~M Appendlcea I & /I) am 
also renowned curse weavers, though not of the same power 

travelers fro other lands, who have been drawn Into the 
Demlplane $d are seeking escape. In general, the more 
closely a p e h n  Is tied to the Land of the Mists, the greater 
his chance qf lnvoklng an effectlve curse. 

lay curses better than 

I 

The age of the person speaking the curse neem to have 
no Impact on the chances of It taklng hold, but gender docs. 
For reqsons unknown to sclence and magk, females seem 
to be slightly better at Invoking the wrath of black fate than 
males. Tradltlon claims that thls rrflecta the emotional 
notum of a W O ~ M ’ S  heart, but none cen MY for sure. 

Uumcter Type: Those famillar with magk, be they 
mlghty or lowly, have a kttar ability to curse fhan them 
who have no use for arcane cr&. However, thb hr only a 
mlnlmal effect on the cune’s chance of takhg hold. A 
famlllarlty with magk Is useful, but hardly necessary, 

call upon the p e n  of Ravenloft, ’Ihore of evil or ch.otk 
allgnmenta have a d W  better chance d an 
effective cume than those d good ollawful n w .  Thb 
~ ~ n ~ i d e r a t l o n  also pales in compuhon wlth the fhrt tvo 
comlderatlona d d o n  and j~~aMcaUon. 

hama: fhe condttlonr under which a CUIK b cad  can 
also greatly affect Ita chance of success. Some tbma and 
places am partlculsrly wall dtkl to curses. A cum hld by 
MMKoMonhiadeathbedgeneraUyhssmacdwmthm 
onelaMovsranicecupoftaa;aninvocabnmadeIna 
greveyard or an evil temple will cutably have a greater 
impact than one volced In a well-ut dhhg room; Md 
6peskIi-g a cume from the top ofa battlement et& aoke 
of mldnlght during a tremendous thtmdemmm b cartclinty 
better that pronouncing It on a lary summer day. 

Alignment: A person’s alignment also afFect~ hia SbiWy to 

The most rsUrfyhg tuns axe thorn that Rt the erhrs. For a 
curse to be buly M v e ,  It murttarch itrvielh, In a 
personal and emotional way. Each tlme the effsctr msnlfeq 
they should remlnd the vlctim of hia mldeeds, be they rad 
or lrnaghd. The hardahip thatthecune ksrg should baa 
painful thorn In his slde. 

Poetic justice ls cnrdal to deslgnlng an dlcahn CUM. In 
short, the punlshment must Rt not only the perun, but a h  
the deed itself. Wth a little hnagtnath and dfort, such 
things make for buly memorable game reulonr and 
out~tandlng nonplayer charactsn. Read W s  cleuic 
Dlolne comedy: Inferno for wme excellent exampbs of 
flttlng cUr6es. 

Consider once again the pearent’s cum upon the crwl 
wanlor. Whlk thh ls a wholly unchhrakour act In the Ant 
place, consider the posslbluty that the warrior dalhrscad the 
beatlng more or* of a bve  for brutaUty than baceun d 
some percelved wrong done by the pearent. AB a Anal 
element. auume that the warrlor, a h  beating th. psrant, 
ralses hls sword and kills the poor wretch as a twlated laron 
to all those watching. The peasant Ihera just long enough 
to voice hla curse before dying: 

Bg the blackness of the night 
NnxrmOrrShallyoUrSwrdMW 
Feeble be the hand that holds 12 
Faded stwngth shall now enbki Itl 

This verse target8 the warrior’s pe~naUty by weakenhg 
the value of his sword In combat; had the offender been a 
prlest. thls would hardly hsve been appropriate. By the 
same token, It punishes the act of murdar by rektng the 



pe of weapon employed. A curse relatlng to 
or positlon would have been less 
the scene is certalnly dramatic, and the 
justified and backed by strong emotlon. 

anlfest themselves In two ways. The first 
tlnual effect that constantly hampers the 
dally Ilfe. Generally, these curses are less 
more obvlous to the outside world. The 
f curse Ues dormant untll the affected 

aomtant ana Emna e~eet;s 

s been struck blind would suffer from a 

life, but such extreme curses happen 

evil warrior had been worded 
as a constant curse. 
sented in this way: 

Ey the blackness of the nlght, 
Gone breuer ls your mlghtl 
Weakened be your mortal kame, 
Wlth these words, yourstrength Iclalml 

In game t e rn ,  such a c u m  mlght 
Strength score. ?e Dungeon Master 
actual numeric loss, but a,fow-polnt 
upper Ilmlt. 

Th&a curses usually have a far more d r a w  bnpsa then 
constant cums. The pea-nt's orlghl cum octwlly kUs 
into thls category, affecting the wsnlor only when he d r  
to use hL blade In combst. At that polnt, hh k y o d  a m  
becomes feeble, greatly dudng his , a f k t h n w  and 
prestige as a warrior. W h L  wording the wth w e conrtsrd 
cume mlght reduce hls Strength by perhaps four points. 
wordlng It as a higgered c u m  It csnhave f . r m  bnp.a, 
perhaps wen causlng his Stmngth Score to pkng. to 5 
when atrlklng wlth hls sword! Such a ductkn In hlr 
chances of hitting a foe (and the mlnlmal damage be cwld 
infllct) would cartalnly remind hlm Pahrfully'of the poor 
pearsnt he wronghrlly kltled. , 

@cap qlnwtr 
When afflicted by a cum, a character must either learn to 
live wlth the effects or flgure out hoy to rid hlmwlt of them. 
When a nonplayer character suffers from a curse, escaping 
Its e f f e  becomes mostly a plot conventkn. if, however, 
the cum afflicts a player character, the sltuatkn galps far 
more Importance. For the purporas of claulRcatlon, 
escape clauses are split into two dlNnct types: avoidance 
and redemption. 

Buulu, 
Perhaps the eciskst way for someone to be rld of a curse Is 
to simply shut out the action that triggem' It. The cruel 
wanlor that beat the peasant might awld the cuma sbnply 
by using a mace in combat inst@ of a sword. Thb might 
not be much of a sacrifice, unless tha blade he ww foraed 
spurn was a family h e w m  or was greatly ancturnted: 
Anyway, vlctlms can thus avoid a CUIM'S sliscta wtthout 
actually being fme of It. 

It is wen posslble, In some cases, to avold the main 
Impact of a constant curse. A vain prince who has baen 
rendered horribly ugly by the cum of a rejected lover mlght 
re& to wearlng a mask at a l l t l ~ .  Thh would allow him 
to continue dealing with the world wen though It -'not 
actually eliminate the curse. 

Every good cum has some wlt d ,escape contingency built 
into It. Uswily this type of clause allows the victrm to fme 
hlmMU of the cum by performing a particular act or by suf- 
fering appmprlately for a certain t h e .  The method of k i n g  
a cursed p e r m  must relate to the act that brought about the 
cum In the flmt place. Further, the person invoklng the 
c u m  must flt this qualification. into the actual wording. Sup- 
pose that the peasant's cum had bscn worded thur: 

- 
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You brlng the blackness of the nlght. 
Yo@ heart is evll full of Spite. 
Un 1 m e  falr amends gou make, 

level also a h  for M altaratbn h the 
e target. For example, a parmn ndsbt have 

an undylng lust for gold implanted M h b  mind ahls heart 
mlnhtbscana wed wlth dmim atthe Alht ofa dvml E a t  h smrd uou wleld shall surelw break1 

of thls curse allows the warrlor to escape the 
by mendlng hlr evil ways. If ha bscomes 
can agdn wield his favorlte weapon wIth 

(Of course, he d g h t  ba unable to 
but that Ss up to him.) The bast curse 
masure, much as a punlohment might 

consider in designing a curse Is the 
the curse balng cast. In general, 
ped Into Rve dlfferent levels of 

anassing, frustratlng, troubleaome, 

I, are used to punlah minor trans- 
gresalm. Nb actual game effects mutt from embarrsrrslnp 

-- - 
w-. 
character to want for wmthing t h ~  the natura ofthecum 
maker It dlfflcult or lpporrlble for hlm to obtain. 

Dalprry- 
Thls truly powerful magic ls doled out only in mspcmqe to 
a great wrong. A dangerous cum radkally a # a  the 
victim's former Ufestyle, Imposing a rlx-point pane@ on a 
slngla aspect of the character or two reductkm of three 
polnts each. 

WhUa troubl- curen can altar a character's psncaal. 
lty, dangerous ones can Mtuslly make majorchangash the 
target's physique. For exam*, a werow curse mt&t 
amct someone wlth lycanthmpy on thethne nights dthe 
MI moon. Simusrly, such a curse mlgM caw a yomg k- 

curse lnthh catogory can utterly doshy  a penoa'r I@. 2 .lot to IIM from har grave as a v.mpbe when rh. dk.. 

thethbfwemstrickm bllnd fora deythemannrhevb 
lateda h, hh cameras a rogue wouklbeover. 

come, thb a m  must L a y s  cmme the 

Generalhr vlm char- rhaJd not be dfkW wuh a - 
c-. but they add a touch of flavor and serve as a con- 
stant remlnder to the offender of hls wronrrdoincl. 

culw dthii e t t u d e  unkm the moms f ~ r  r rmovh the 
curse a n  faMv close at hand. 

rly moderate affronts, and they 
everyday life. Frustrating CUM 

me affect. As a rule, a 
enalty of only two polnts to 

could have baen cursed to 
Thls would c a w  a reduc- 
thus lowering hls chancea 

11s. While he stlll might 
, he would cartalnly 

or dlsarmlng a trap. 
els,ofcourse,uptothe 
ka lnto account the 

of the wmnn 

w 
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curse. If a haracter invoking a cw.0 falls hls powers check, 
he draw 
Mastem m y modlfy t h e e  numbers b a d  on the 
c i ~ ~ m r t a n  t e i  of the event. A hlghly JustluAed curse, for 
example, wpuld have a smaller chance of faUure than one 
lald out of rhrre sdte and make. 

attentloni of the dark powers. Dungeon ibk 3 
SUCC#SS ChS 

c c d  
ued 

Frwtrating 4% 
Troublesoqe 6% 
Dangerous 16% 

32% 

has been lald, the Dungeon Master 
ust decide whether it takes hold and. If so, its 

epct effect. The most important rule of thumb is 
q a t  If the curse dramatlcally enhances the 

adventure, pen It works. In the ADED game (no matter 
what the cabpalgn settlng), no table or rule can replace the 
insight and pye of the Dungeon Master. This holds as true 

further the @ungeon Master's story, then it succeeds. On the 

for encounters, events, ablilty checks, and 
die roils of every kind). If the curse would 

if It would impede the progress of the adventure, 

demand specific rule- table that gives them 
the percentage chance that a curse will take 

in Table 38 and then roll against the 
equal to or lower than the curse's 
It succeeds. If not, It falls. 

hold. A c u r e  has e base chance to take dka of 0%. When 
a curse Is Iqid, the Dungeon Master should proceed through 

u b s  can be very powerful, and If used correctly, 
they can create some stunning effects on both the 
adventure and the characters. However, If 

ks that govern curse content and style. -%lost 
curse must be ~ D D I O D I ~ ~ ~ ~ ~ V  dramatic. 

arge 

wording 
Mentions game mechanii 
Includes broad prohibltlo 
Not tailored to victlm 

Alignme 
Lawful 
Chaotic 
Good 

31118 c 

' example, 4 1c the player characters have been 
~ ~ r g  a vampk CVZBOM the wilds of Valachan. On the 

shores of the Arden Rlver, just outsbk of HebeInik, 
ve comucd the monster. In MI@, 
ed into a trap. The vamplre d y  
when It strikes, and the others ere 

I& wouncted and unable to follow as It flass Into the nlght. If 
the dylng character was not utterly dblntegrated, then the 
Dungeon Maater mlght allow a last few words. With a dying 
breath, the character could curse the vanpire that killad 
hlm. SMlarly, If one of the other characters in the group 
had a rpeclal relstlonshlp to the deceased. he mlght hold 
the fallen one and speak a tearful cw.0 agalnst the v a m p b  
thdt clalmed his beloved companh. 

Such a cum stlll requlrea a Ravenloft powers cheek, of 
course. That a h  can be enough to keep many players 
from udng them. If players Insist on Invoking curses 
frequently, ignoring the ped they place themselves In by 
calhg upon the derk powen, In this way, the Dungeon 
Martu should simply stop rolling for thelr checks, assuming 
that they fall automatlcally. A player w h c a  character has 
begun to chenae Intoa reDtilUlsn S W ~ D  dweller in le= DIM 

.. . 





apenloft adventures have a unlque feel to them 
that must be maintained If the players and 
Dungeon h a t e r  wlsh to get the most out of their 
n$le-playing experfence. Thls chapter examines 

the RAV~NUIIT campalq I what seta It apart from other 
role-playlng gamebe7 lose of the horror genre. 

he R~mm game involves classk horror In 
$lch the darkeat of evils descend upon a more or 
Iqu clvlllzed world and prey upon the unsuspect- 
Ing citizenry therein. However, it is also a game of 

swords and~sorcery. knlghta and wizards, heroes and mon- 
aten. Unllk6 any other horror or fantaay game, thls system 
m e h a  thew two tradltlons Into one genre that can best be 
called fantapy horror. 

From itr Garhlc roots, the RAWNWFT raLlng draws the 
elementa of fear and terror that have faaclnated mankind 
throughout @e ages. Here Uve the greatest of villains and 
the most dipbolkal of creatures. Vampires and werewolvea, 
wftchea and black cab, ghosta and splri twll  these things 
a h d  w l t l p  the Land of the MI&. 

Many Dugmn Marten have dlffldty capturing the aubtle 
flavor of G 
whlch ar inb  of rottlng mmbks hammer away at the h e m ,  

only an instqnt. but horror can linger for a lifetime. 
Gothlc horror creates a world of shadows where mysteries 

are as much a part of the adventure as ftlghtening monaten 
and deadly vlllalns. Hema must uae thelr w b  as well as 
their swordd If they want to emerge trlumphant. To that end, 
the Dungeon h a t e r  must conslder many aapects of play. 
The following dementa have special importance In the 
tradltlons of Gothic horror. 

c h r .  Whk anyone can write a game in 

ch faUa to Include the subtle romance and 
for a truly honifk experience. Death laas 

lbwusws 
In Gothic horror, the hero generally confronts creatures and 
slluatlons fat more powerful than any he might k 
reasonably expected to deal wlth. Jonathan Harker. for 
Instance, cepelnly pruved to be no match for Dracula. He 
waa an lnslglfkant fly cast lnto the web of the greateat evll 
the world hqa ever known. 

In RavenleR, however, thls Is a little harder to accompllsh. 
A group of h e m s  can make up a very powerhrl force. Thus, 
very little truly terrifies a StrMlg party of adventurers. It Is 
Important, hawever, that In the face of whatever vlllaln they 
confront, the asaembled heroes stUl feel a certain degree of 
helpleaaneaa. 
The Dungwn h a t e r  can impoae a aense of hebksmess 

w8tbn 
ThiahoneofthemoatlmportmtaspectaofGothkh, 
and one that a Dungeon Msrtsr can Saruy Include In MY 
game reulon. In Ita puma fonn, IaoIatku~ &the hmm 
off from each other or any hope of outrkk asrlrtancc. A 
team ofexplorem shipwmdced on an Island Inhabited by a 
colony of Illtthida wIU probably not ftnd any alllea among the 
ranks of thoae vik cFwture$. Even the human d e  on 
whlch the mind flayen feed do not pmmnt a very pmnlahg 
aburce of aM or comfort. 

hob~tlon confront8 the characters with two dlatlna 
problems that can shake the confhnce of even the great& 
warrlor. Flmt. they muat depend mdy upon thanrdvea 
and thelr own reaourcea. No one dae Is going to wander by 
and give them an important clue. second, they dtsn have 

regroup. They Stand wlth their backa sgslnat the wall. 

no mute of rrtraat. If thhga get Do rwgh fa them to deal 
wlth, they C M l M t  almply wlthdmw to a safe posttbn and 

In many waya, allenation r e ~ m b l e r  Irolatbn; In some ways. 
however. it i. even more Mghtdng. An allmated group of 
h e m  mlght fhd themrdvea in the heart of a great city, 
sumwrded by &e, but 0 1 1  fnl cut off from kelp. This 
happcna when the heroea dlrcover aomshhg that no one 
elw will belkve or when cultwal differences keep them from 
interacting wlth the locala. Things only get worae if the 
heroea do not ape& the same language aa t h c a  they are 
tryhg to convlnce.,A great many psycholcglcal thrlllen 
depend upon one or both of  the^ technlquea. 

adventurers who know that the bqpnmm of the vlllage la 
actually a vampire, but no one bakvea their c l a h .  Indad. 
If the burganaster Is an erpeclally beloved IndMdusl, the 
alann that the heroes trv to ralw mlaht turn the DoDulsce 

An example d sllenatlon might entall a woup of 

agalnat them. 

Ucrhutr 
Any adventure becurno. mom Snclthrg wlth the uknl use 
of dramatlc contraate. when the Dungaon Msrter uum th* 
technique for hls dercriptlom, things that nppear 
wholeaom and happy by day became hlghwhg and 
menachg at night. Evil aeenu aU the mon dlming when 
placed rlde by side wlth Innocance. 

Again, the novel h u l a  makea excellent uae of thlr 
technlque. The death of Lucy Wes&nra. as charming and 
elegant a young lady aa one mbht hope to meet, is m@c 
enough. When ahe rlawtranthepve aaa foul Wng dthe 
night who pmys on mal l  children, however, the true horror 
of whut hss happened rlnga clear. 

A flnal important  pad of honor centem around the 
. Information available to the charsctan. No matter how 

much the playem deduce or how many answera they 
uncover, they must always believe that other crucial tklbits 
exlat that they do not know about. ThIs may very well be 
untrue, but they ahould alwaya feel that they .are mlaaing 
aome important pkce of the puzzle. 

in m y  ways. For example, he c o i d  plan an 
adventure w ere the characten have a chance to use some On the 
great spell w artifact on the vlllaln, only to aee him shrug It 
off as if it wdre a mere trlfla. Such a scene can rattle the 
nerves of even the moat dedicated enemy of evll. 



If done correctly, this technlqw makes the players feel 
at danger surroundr thelr characters. Who knows what 

Mck the Rend their characters are Mlklng might have In 
store for thorn? Doubts like thls enhance the characters' 
feelings of weakness and vulnerablilty. 

Elit &.It d PlatUJ 
Ravenloft is also a realm of the fantsrtlc. The herkage of the 
ADGD game graces the Demiplane of Dread wlth valiant 
knlghts, devout priests, powerful wizards, and cunning 
thieves. Taken from their tradltional places as gloriow 
defenders of the light and cast In more somber roles. these 
characters must now adventure In the Land of the Mists. 

Of course, fantasy literature has a long tradltlon. and 
players (rightfully) expect certaln elements. Thus. a good 
hrn~0n adventure should include swords and sorcery as 
well as the macabre. Consider the following aspects 
whenever designing an adventure or campaign. 

4micll 
At least once in every adventure, the players should have a 
chance to show their characters' mettie. Thls might involve 
combat, a chance to behave In a chivalrow fashion, or an 
opportunity to demonstrate the skills and powers that set 
them apart from the common folk. Since every adventure 
must vary the pace of play from time to time (see 'Laying 
Out the Plot" later In this chapter). a scene Uke this can 
pmvlde a bnak from the grlm and ghastly. - 
Of coune. Oothic horror makes use of romantic 
Involvements as well, but It is wen more prevalent in hemic 
fantasy. A bit of romancc--whether behveen two player 
characters, a player character and a nonplayer character, or 
even two nonplayer charactem-can add a lot to the flavor 
of an adventure. Nothlng spun a knight into baffle more 
than when the hand of a lady Is at stake. 

If used In conjunction with the horrific aspcar of the 
game, romance can provide an especlally U K ~ J I  tool for the 
Dungeon Master. lmaglne the warrior's s u r p r l ~  when he 
dlmvers that hir beloved Is not Wing held by the evil 
monater, she Is the creature he Kt out to siayl 

muLru)uwt  
Of course, magic plays a smaller role in Ravenloft than It 
docs In many other fantasy wninga. However, every adven- 
ture should have at least one scene where the characters 
encounter some aspect of fantasy and a m .  Thls might 
entail a chance to show off their own magical abllltles or the 
opportunity to partake In some unusual ritual or ceremony. 

No matter what the nature of thls element, It should make 
the players go 'ooooh" and "aaaah." llke a good flmwork. 
show. 
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hmor? game is usually made up of three 
interlocking classlficatlcm of role-playing 
wuionll: a scenario, a scene, and a campdgn. A 
stem la a single adventure. It might take only a 

few hours to resolve, like exploring a haunted houae, or it 
might be extremely complex, requlrlng several game 
seaslonr to play thmgh. Moa Importantly, the scenario 
must have a beginning. a mlddle, and an end. Whethgr It 
seems more like a short story or a full novd, It must be a 
self-contained adventure. Scenes are the single, short 
encounters that make up each scenario. 

A campaign, on the other hand, is nothing man than a 
series of adventures feaMng the -me characters (and 
containlng a series of scenarios). A @bogy of movkr 01 

books could be thought of as a campaign, as can Jurt about 
any telcvislon series. In some casea, the adventma that 
make up a campaign will have few contlnuoua elements 
(other than the characters). The many adventurer of 
Shedock Holmes fall into this category, as do the stories of 
Carnakl the Ghost Flnder. Other campaigns have complex 
plots and subplots running across many adwntum. The 
Lestat novels by Anne Rlce, M u  the 13th: The &led, the 
X-Rlcs televMon show, and the macabre scap opera aark 
Shadows are examples of thls type of work. 



D ~ r i b m W o m ~ r m r ~ r  
Creating a ' adventure for a RAVEN LO^ game Is both simllar 
to the draAng of any other role-playing scenarlo and, at the 
,ame Ume,ia unlque undertaking. The followlng section 
Malls thls rocem step by step. P 

adventure Involves forming a 
matter how grand 

Master intends to make the plot, 
summarhe the storyline In a 

example: 

h e  h e m  are shlpwrecked on a mysterfous Island, 
where they are fmprlsoned bg a sadlstlc asylut~ 
keeper ho conducts experiments that drive hk 
patlents&ad. 

s Whom Fortune Would Deshy, an adventuly 

more than that, but that slngie. short 
set Of course, the adventure 

paragraph atabllahes the Important facts. If an adventure 
cannot be &led down to so succinct a description, it is 
probably tab convoluted. 

Any good adventure will be imaglnative, frlghtenlng, and 
Just llke a good story. In addition, however, a 

scenarlb should f e a h  most or all of the 

rlgulng, wlth interesting 
I 

what he expects his players to 
for the unexpected. A good 

to the actions of 

I 

token, a campalgn scenarlo should harken 
ta in past games, giving the players a Mnae 

players a glimpse of what is 

0 If the sc nario fita into an ongoing campaign, the 
Dung& Master should try to include aspect5 of 

0 

0 
, 

l e scenes that will appeal to 
I 

llke to solve puzzles should 

0 begin and end wlth an 
I 
I 

resuttlna In a standim ovatian far the 

Each adventure muat have a clearly ddlned objective. 
s ~ n c  casea, thlt might condst of a mystery for the heruea 
to solve; In &era, It might entall thed&rucW~ ofa mJy 
powerful monster. Whatever the objective, It must be ckar 
to the players. 

every adventure by saying, "In olls scenario. your charsctcrs 
have to &re the haunted csrtk and banbh the sp&it mat 

Neltha doea thla Imply tha the Dmgecm Mnter &add s*dd 
ushrg unoke and mirrors to obmrrr the ult[mab god dlkc 
adventure or even having a few red herrhga show up. 

Thle doeanotmeanthattheDuneea,MartssneeQtoopn 

i i v a t h e r a . " P a r t o f t h e ~ i n a n y ~ p l a y h g ~ Y c r t n  
discoverhg exactly what the charcta sn sxpedsd to da 

pulrku 
Every adventure should have a central vlllain. ORan, the 
obJective of the adventure wlll be. more or lara. to confront 
and defeat thls character. Much more goes into the 
creatlon of a "good" vlllaln than simply givlng h h  a few 
extra Hit Dlce and special attacks, however. A truly 
memorable vlllaln probably embodies some (If not all) of 
the following characteriatlcs: 

0 The villain must have qualltiea that the hemes see in 
themselves. Rofesaor W a r t y ,  for example. b all the 
more tenlble bccaw he Is so much Ilke shcrbdc 
H o h .  At least one of the players h i d  feel a5 if h b  
character la looking I- a dark rnlm when he gsrea 
upon the villain. 

0 The vlllaln muat pose a threat to either the h- or 
something that they hold dear. This doea not mean that 
he must be physlcally powemd, only that his 
machinatiom and influence sn great enough to 
endanger them. Few vlllalns are aa terrlble as A d d  
Hltler, yet he was hardly a phyukally h p d n g  man. 

0 The elementa of poetk]ustlce dtnuwd elsewhen In 
this bodc shoqld be spperent to the p l ~ y e ~ .  If thlt b not 
the case durlng the course of the adventure, It rhould 
appear by its concli~~lon. The herma ahould always end 
a game thwdng 'he got what he darned: 

0 The villain must become III indMdUs1 tn the eyea dthe 

kcuses on a v a m p k  Ita fame conma hein the fact that It 
featurea the gmateet of all vampin. Though many other 
vamplns appear in the book, then is only one Drsculs., 

0 Lastly, the vlllaln should be larger than ltf- den&, as 
thecasemaybe. JurtasthaheMcastsndaUt#atdbr 
than the common folk ofthe wortd, so too must thck 
enemy be exceptional. 

players. h c u l a  La not a cbsalc novd msrely because It 

mhtm 
In addition to the main villafn of an adventure, the heroes 
will almost certdhly come acmss lesser creatum who serve 
the true fiend. in some cases, these will be monsters, While 
In others they might be normal folk who follow their dark 
master for their own reasona. 

The mlnlons of a vlllaln should ---ally help pace the 
adventure by givlng the heroea M 
they can also serve as aources of 

re to defeat. However, 
n a h  muadhq 

i 



, 

rtant secreta through accidental slips of the tongue 01 
belng captured. A g m d  minion might have one or t-- 

Contlngancha: Next, the,Dungeo 

of the characteristics il&d above, but he need not be as 
datalled as the main vi1 

Once the Dungeon Master establishes the objective of the 

Is to lay outthe most likely course of event8 (just as you 
might outlinf the scenes of a movle). 

I The herbs discover the body of an old man who was 
murdew and leR In a dark alley. 

Subpkts- wherv the scenario has been lald a*, tha 
Dungeon Master can conddcr adding a few subpktr to it. b 
the example above, he might require the charactem to 
undertake a minor expcdltion to acquire 6 ron heh fhet viti 
keep the splrlt at bay. 

Subplots can also tie the adventure to upCMlla0 ollg 01 
tle up loose ends from prevlous ones. 

Pacing: The scenes that make up the plotr of a 
should provide for changes of pact in un rtary. A 
composed of all combat scener qulckty becoma riull, no 
matter how dangerous the qtrnka are. A g c d  tcenerb 

tlmes where the heroes can rest and mover from the tmar 
may begin and 

types of scenes. The flrat of these Is a combatrcane, In 
whlch fart-paced action dominates aU arpsas of My. The 
second type of commonly encaun$ered scene centen upon 
role-playing, requlrlng the charactem to interact with aech 
other and the nonplayer characten. The third type ot scene 
invofvea a p u l e  or rlddle of some sort that muat be solved 
before the adventure can continue. 

villain. and a few minions, he must 
The best method of conrtnrctlng a plot 

that he was a hermit 

In magic, lncludlng the dark art on a fast pace, but It should lnchdc of nffiropancy. 
IV Further hvestlgatlons reveal that tha hermit accldentally 

summoned a vengehrl spirit from beyond the grave. 
world. 

In euKnce, every scenario should h R V s  three 

0rtscticulstlaMblesthamtofacsthesp~blumphsntly. 



Of -e, a given scene CM Include aspacts of two or 
even thme of the above examples. The hemes mlght have 
to ferret oqt m e  wcmt from an ancient llbrary while 
romMsr try to fight their way into the mom. 

detail the iirdividual scenea that make it up. He should 
conslder @ following elements when designing a a. - 
when des1 Ing a scene, the Dungaon Master must keep In 
mind the e r n &  that must come wore It.  or ucamplc, if a 

ma the hemes to battle a creature that can be 

better acq re such a m  before the encounter. By the same 
token. if th t daven need to know a msaical word to enter 

by +3 or better msglcal weapons, they had 

an evil OM+, a'n earlier scene must giv; them the chance 
to learn it. 1 

of thing thqt o h n  gets overlooked. A gad Dungeon 

Master foresea ne2= th evenb that precede a sm+e ha well as those 

Though his may sound like common sense, It is the sort 

kkea anythlng for granted and always trlea to 

thet fenow per. 
I 

aftrhokr 
When all h saldand done, the 
Where mescsMgwr from ham. Thls b crpedd)ytnm Ifthe 
h a r o s s h a r e ~ g c ( t a n ~ t h a ~ 0 f t h t ~ .  

De~fgftfqg a IlaPgnrorn qiwapab 

M~Wnwdsto lrna 

-E@rller, it was mentioned that a campaign Is nothing more 
than a llnked wries of scenarios. In a senera1 sense, thls Is 
certainly the case. However, h q a o n  Maaten should 
Include a few mom dements Inorder to make the campaign 
mora vltal and grlpplng for the players. 

Thc Dungeon Master can make the cempalgn more satis- 
fy&~ by Including an overall posl for the her-. Even if he 

y msy even find themaelves sporthg 

should do more than describe what 
see. The Dungeon Master should take 

I 

In the waked the clknsx, the Dungeon Masfar mud have 
an ldea of what ~ w n w  next. Dothchemea mttmfrom 
adVenturlng now and taka up fanning? Ifw, he canatart a 
new cpnpelgn wlth MW chsractarr. If the play- am wry 
atteched to thek charactan (a likely podbilky), the 
Dungeon Master may want to condder carrylhg them over 
LntoaW3WCCllTp@n. 
. Whatever d e d s h s  am mads, they must be acceptable 
to both the Dungeon Mastd and hb playen. Remember, a 
RAWNLOFT -mpslgn Is a game, and games ere meant to 
be fun. 



I 
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e u  by whkh players mate characterr for 
~op l  campaign wttlng Is n d  markedly 

he slx ability scores are Strength, Dexterity, 
@mstltutlon, Intelllgence. Wlsdom, and Charisma. 
For normal folk, the numben asslgned to these 
CbilItIes range from 3 to 18, which 1s the posslble 

spread of tDtali obtained by rolling three slx-sided &e. 
Excep(lona1 matures, meet frequently monsters and other 

I beings, have scores that fall above this range I s 
*-sa with exceptlonal handlcaps have retlngs 
Mow it. The Ant step in creatlng characters for use in any 
ADED campaign is the generation of these slx abilitSi scores. 
The c o n  ADED game rules present several methods for 

the detenqhatlon of the nurnerlcal values aulgned to a . 
cheracter’3 abilitkr. The preferred dice dllng technique for 
fashioning ;RavenloR characters b Method V from the 
player’s Hdndbook. To summahe thls procedure, the player 
rolls 4d6, dlrcardlng the lowest d k  and totaling the 
remainlng three. He repeats the process until slx scores 
have been obtained. Once this is done, the player assigns 
the,roilad values to his abilltles as he desires. 

to calculate a number of . These mewe to further deflne the 

A cheracter’r Shngth &n maa- hir phyrlcsl poww , 

end musculature. Those with higher Mngs CM uft gmam 
weights end wleki deadlkr weapons. 

Excaptlond Strength: Warrior characters (Lncludhg 
pahdbu and rangers) who have a Stmn@h wore of I8 em 
exceptlonoUy powerful. Players d such characters should 
roll Id100 (gcnsrerUrg a number between 01 and 00) and 

rth playing. Any time they g a n q t e  e 
one 18 rating, they feel cheatad. After 



Table 40- 
Strength 

b K i  klee Dmg Welght Max. open BendBai ”..- 

roll made by a character during mi ombat. Stronger 
characters celve bonuses (poslti.., . . a b e m )  while weaker 
on06 ncelv penalties (negatlve numben). 

Damage 1 cljustment: This mcdlfler applies to damage 
Inflicted by 4ny melee attack made by a character. Som 
mbUe w e e p s  (llke bows) and thrown weapons (llke 
~pcan) mcelw this bonus also. 

Weight AI owance: Thls column lndlcates the weight 
(In pounds) 1 hat a character can carry wlthout belng 
encumberbd. 

lrlaximum Press: This is the gmateat weight (In pounds) 
that a charaber can IlR above hh head. A character holdlng 
such a weldt cannot move more then a few 6teps and can 
perform thls lkat for no mom than one round. 

Open Doors: Thh is the number (on ld20) that a charac- 
ter must roll (equal to or below) In order to force open a 
heavy or stuck door. Exceptlonally strong characters have a 

mntheais) to forte open locked, barred, or 
magically chance (In h 3 d doom as well. Each attempt takes one round. 

Bend Barq/UR Gates: Thls Is the percentage chance that 
a character has of prying apart Iron bus or liRing a 
portcuih. A character usas thlr whenever he attempts a 
task that tern the limb of human e n g t h .  

DeMeiQ (De#) 
Dexterfty mebsures both hand-eye coorumuuw una .peed 
of reflexes. Itlalso determines a character’s ability to 
pr”^”n Intrl$ate v-* --*- h b  Innate acrobatlc talents. 
A aandkrora 3pend upon their Dextedty 
u ns. and t h k v ~ .  

Reaction A@stment: This modwcatlon appllas to a 
character's surprise roll. A podtlve adJurtmcnt Indicates a 
bonus, while a negative number indkatea a penalty. 

the attack roll made whenever a character aliompb to I 
anomy (or tar&) with a bow, cmorbow, or other mirrllt 
weapon. It h also used In attacks with a spear, dart, or 
slmllar thrown weapon. A pdtlve number lncnuer the 
chances of hlttlng the target 

char.acter’a Armor C l a ~  because of his natural @ty. A 
ntgatlva number provlder a bonus, as a l W r  hnor Clw 
Is better than a hlgh one. The normal AC for an UMRllOnd 
human or demlhumsn character Is 10 (before thh 
adJustment Is applled) 

Defensive AdJuatment: Thlr b a modtficatlon applied to a 

. .  

A chamter’r Conltitutlon rcom ratw hls health and 
mrlatance to pain, Injury, and fatlgue. Charsctc~ with a 
high Conatltutlon score have mom hit polntr than 0th.- and, 
rurvive longer In combat or similar rltuatlonr. 

Hit Point Aaustment: This Is the bonus (If porltlva) or 
penalty (If negative) applied to each dle that a player rolls 
to determine hi8 character’r hit polnts. Parenthatlcal 
entries apply only to memben of the wardor group, as 
all other characten have a maximum bonus of +2 points 
per dle. 

System Shock: The lndlcated number Is the chance that 
a character wlth a given Conrtltutlon rcore will survlve a 
major physical trauma. Examples of such dlm happanlngr 
Include polymorphlng, petrlticatlon (or Ita mvenal), or 
maglcal aglng. 

I an a1 t to m Ilv -re 

’ 

Id thlr 



)a 99% 100% 
LJ +2(+6)3 99% 100% ta 
24 +2(+7)) 99% 100% +3 
25 +2(+7)' 100% 100% r.4 

' Any 1 rolled for hR polno la coruldemd 0 2. 
1 or 2 rolled for hlt pol 
1,2, or 3 mlkd for hlt a 4. 

edtor 

by we of a1 wish spell or rhnilar magic). 
It In worth noting that, dependlng upon the nature of 

power used to attempt resumctlon, a character may have a 
chance of lpcomlng an undead creature lMt,tcad of Fauming 
to life. Such mlshapr are described under the varlous 8p.U 
descrlptlonp found In Chapter Ught and Nine. 

Poison Save Aaustment: Truly exceptional characten 
(those with unusually high or low Constitution scores) may 
have a penklty or bonus applled to their ravlng thravs vs. 
polson. Thb adjusbnent is not applied to dwarves, halfllngs, 
or other chrracters wlth speclal redstance to polsons. 

C ~ ~ t l t ~ t l ~  score6 heal at a supernaturally fast rate. Such 
rapid recoy e ry Is known as regeneration and Is Invaluable to 
a bedly wojlnded character. injurles from fire or acid cannot 
be regenerated and heal at normal rater. 

. 

I 
RegenerWon Rate: Characten wlth very high 

I 
I 

introduced in the player's Handbook, the category once 
known as 'Number of Languages" has been renamed 
'Bonus hofidencies." Thls colmn indicates the number 
of nonwaapon proficiency slota available to a character 
(beyond those assigned because of hls class). T 
proficlency rules are detailed in Appendix Flve: 
Character Roficlencks. 

wizard' spells avallable to characters wlth the 
Intelligence. This applks to w i w d r  and cha 
clauas who have the aMUty to employ wirsrd 

Chance to Learn Spell: Thb Is the percenta 
that the character can master a.spell when he 

Maximum Number of Spells per Level: 
a character l i m b  the number of spells of a glven level that 
he can add to his spell book. For example, a character 
an Intelligence of 13 can have no more than nine rpeUs 
given level In h b  spell book. Once a character reacher 
maximum, he cannot learn any new spells of a &en kve 
It b not possible to ",unlearn" already acquirrd q d n  and 
replacethem with newly dlscovend ones. 

Spell Irnmunlty: Characten of exceptlonally hi 
Intelligence are unaffected by illusions of varlous 
number In this column Indicates the highest level 
to which the character Is immune. Thus, someone with 
lntelllgence scorn of 20 canna bq kokd by VWDlr of 
than 3rd level. 

Spell Level: Thb column indkatw the highest level 

Ca&II&nct tint 
A characteds Intelligence rating expreaaes h b  logical 

L 
abllity, reasoning akllls, and memory. 

Since plsyers of the RAmw 
use the optlonai proflclency rules 

!2!28 



aatrbm tab) 
Wlsdom measures common sense, perception, and piety. A 
wise character Is sought out for advlce and respected for his 
judgement and sagacity. An Intelligent character Is not 
necwrwlly a wise me, and vice vena. 

Maglcal Defense Adjustment: Th& adjustment appllcs to 
any ravlng throw In whlch wlllpower and mental stamina play 
an important rola. Examples of such saving throws Include 
those mandated by spells lke beguiling. charm, feor, hypno- 
sis, IUUioru, and pwuedon. Thls bonus is also applled to 
fw, horror, and madness checks. Negative adjustments an 
penalties, whlle podtive modlAen an h u e s .  

Bonus Spells: Characters who use pdest spells and have 
excepUonally hlgh Wlsdom scores can cast more rpelh than 
thalr peen. The entrles lndlcatc that an additlonal prkst 
spell of the llstcd level can be cast each day. All bonuses are 
cumulative with those beneath them, ao that a priest with a 
Wlsdom of 15 Is entitled to two additional 1st-level spells 
and one e? 2nd-level &I. 

Chance o Spell Pallure: Priests wlth low Wlsdom scores 
are not as skllled In spellcasting as their brethren. As such, 
thelr spells mmetlmes fall when cast. A falled spell Is 

I 

tv  lnlttal 
R6tlctlon 

-7 

'.. /. . _ . ,  :: ,..,, , 

A character's Charisma ratlng reRear a CanMnffbn d msny 

others. Very charlsmatlc d s  make for populsr and aliactivc 
leadan, whahcrthey a r e d c r p o t s o r b e n ~ d t h e  reahn. 
Hlstmy's great& heroes, as wall an its most horrlbk tyrants, 
have generally been charhmstlc peoph. 

factors. It mcssursr hir pcMnal lm@mtbm, thebltmllyd 
hlr emc(lonr, and hls abilnyto lesd Inrplte, or Mlmidqle 

Maximum Number of Henchmen: Henchmen an 
nonplayer characten who willingly M o w  the ch&acter, 

Loyalty Base: Thlr adjuatment spplk. to the loyalty 
scores generated for henchmen, hirallngs, and other 
followers. A posttlve number Is a bonus and results In more 
loyal companbnr, whlk a negative number is a penalty. 

Initial Reactlon: This modtfier a p p k  to the roil made 
when a character 8nt encounters a nonplayer character. 
More chadsmatic heroes have bonuses (posMve numbem) 
while others make unmodtfied rolls or even h v -  wu~#kr 
(negative ad]ustments). 



n the average ADCD campaign, players may 
ehoose to fashlon heroes from a great many 
races. There range from the majestic elves of 
Rrynn to the powerful muls of Athas. The 

dlvemlty of creatures found In these campalgns make for e 
wonderful study In contrasts, cultures, and talents. 

f ld  the swlrlIng Mlrta of the Demlplene of Dread, 
9 the demlhuman races am far less common. 

Exactly why thls b, no one can say for certain. It 
may be that the raclal paranola common to many 

domains hes resulted In the attrition of a demlhuman 
population that may have once been far more rubstantiel. 
After all, In some malms behg an elf (or dwarf, or halfllng, 
and so on . . .) Is e crlme punishable by death. 

For whataver reason, manklnd far outnumbers the other 
lntelllgent mces In RavenloR. Because of thh, playen must 
meet certain crlterla before they can make thelr characters 
anything but human. If a nonhuman character does not 
I 1 the ablllty scores requlred for the race hh player 

ires, then the character cannot be of that race. 
It b Important to nate thqt them rnlnhnm apply only to 

player charactam and only durlng the actual creation of the 
chanctcr. For example, If a later a4urrmant drops 
ackr’s s m t o  12 O1 less, he d remslns an elf. Tht POrmu* 

Dw- llve a longtime. -nschlng an ageof 
thmeandahalfcenturks.Anawiygenwataddwarf 
character Is usually fairly young, avenging Lyoud tu$r or 
dxty yasn ofage. .hbb 4& D w u ( P i Q m k a l ~  
C W  be usad to dasrminethe stamng hem and weight d e  
dwarfdraracbar. < 

Tabb 48: 
h a r f  Physical CharscwlRka elf char. 

R8ca 
Dwarf 
EIf 
O n m e  

. 
Height, Male 
Helght, Female 

43 + ldlO Inches 
41 + ldlO Inches Table 4 6 2  

Racial Requlrementa Urcreht. Mala 130 + 4d10 pounds 
_- str Dex con _ _  Int wr ch. Weight, Female 105 + 4d10 wunds 

StarUng Age 
-mAgc 250 + 2d100 yeam 

40 + 5d6 yeam IS+ - 15+ - - - - 15+ - 13+ - - 
13+ - - 15+ - - 

Tabla 49 Half-elf - 13+ - IO+ - - 
Half-VManl - - - - - - 
HaUUng - 15+ 13+ - - - 
Human - - - - - - 

RaeiaI &6iIiQ fiimiu 

Dwarf Aging mects 
Age Yeam Effects 

Venerable (Base Max.) 250 -1 Sh/Dex/Con; +1 Int/WIs 

eyond the Umits Ilsted for player characters, Male dwarves favor long, bralded beards, a h u g h  they 
mlnlmum and maximum values are asilgnad to often go bald at a relatively young age. Females bmld thelr 
apch of the ablllty scores for each of the avallable halr In long pony taflt and ofton tie rib- to t h w  kaidr. 
dbmlhuman races. Both player characters and Members of both sexes ere born wlth brown or Mack halr 

nonpleyer +oractem must have ablUty scores that fall that t u i ~  sllver, gray, or whlta before they reach mahlrlty. 
withln these/ Umlts. Of course. the Dungeon Master may Dwarves am dark-featured tdk. Their skin ranger from 
I uca cparactam with at I that mv* c I a rlch ollve, and their eyes ora 
I thesq ranger. Encow rch pc shoul un 01 even black. Thelr clothing 
I re a SI os anc 
I 

Wla (1/2 BOK Msx.) 125 -1 */Con; +1 lnvwls 
Old (213 Bare Max.) 167 -2 */k, -1 Con; +1 W h  

rn 



Advanturipg dwarvea favor hafted weapons Uke axes. war 
hammers, apd picks. They almost ahvays wear the heaviest 
armor ovallqble to them. k a u w  the WM~OIU they wield 
generally rqulre both handa to use, they often forego 
ahlelds. For Belee weapons, dwarve-a favor the crossbow 
and pis toyhe former because it b a traditional weapon of 
their people, and the latter k a u w  It Is loud and has a 
demraliring effect on the enemy. 

I 

Like dwarvee anywhere, thow native to the Demlplane of 
Dread are stern and rugged. Some say that the dwarf race is 
the kast ch nged by their tlme in the Mists. M e r  all, they 
live underg I.$ und and are hulatbd from the terron of the 
surface. O t h p  however, argue that no people know the 
terrors of Rayenloft better than the dwarves. If the stories of 
anclent h o r w  found burled far beneath the Land of the 
Mlsb are t r y .  thls may well be the case. 

d quiet dwarvei of Ravenloft have no use for 
Idle chatter nd speak only when the sltustion demands It. 
They tell no Jokes, ring only dlrgeUke songs, and frown on 
festivals or wldays. It Is easy to understand why many 
people c o m e r  dwarves a dour race. They work hard and 
cannot abid larlness. So somber a race, it has &en been 
noted, perfeKy suits the shadowy realm of Ravenloft. 

Dwarves are an avarlciour race, fond of gold and other 
precious metal.. The11 mines are ahvays run offlclently and 
make high p p t s .  They a h  favor strong drink, although 
this often q k e i  them argumentative and brlngs about 

a more loyal frlend or tenacious 
enemy than p dwarf. Anyone lucky enough to M e n d  one 
of theaa proud demlhumans wlll And an ally who stands by 
him in wen fhe mort dangermu of sltuatlona. By the same 
token, howe@r, angerlng one of these folk Is not something 
undertaken 1)ghtiy. Dwarf feuds often span decades and 
even centuripi, with helm often seeking revenge long after 
the death of p e  original combatants. 

Cultures of *e human worlds. AS (1 result, they usually 
wonhlp the qods of the Nom pantheon. Norse and 
Scandlnavla+ names, Ilke Qunlla, Kalllo, and Thorvld are 
exwUent ch4lces for dwarf characten. In addition, every 
dwarf haa aa appellation of some sort. Common examples 
m@ht k 'thp Bold" or "the Foe Breaker." A typlcal dwarf 
changer thqa  titles several times over the c o m e  of hls Ilfe, 
always atrlvi$g to 

Ravenloft (Iwarves have much in common with the Viking 

his greatest accomplishment. 

Th- ,,.'.',s.-sr ruulllrla of dwarvaq allows them to Incresw 
they drop thdi r sterthg Conrtlhrtion xoma by one polnt. 

obstinate, surplcious, and dour naturea, 
Charlsma scorea drop by one point. 

unusual nature, dwbrVES receive many 
available to other types of characters. 

. .  
, ,  

Table50 ' 
~ u n d t u t l o n  Saving Throw IW. 

8.vs - 
&Om Bonus &Ma 

1 3  Nil 14L17 +4 
4-6 +l 16-20 +5 
7-10 +2 21-24 +6 
11-13 +3 25 +7 

Because of their naturally mUlent phyrldogy, dw- 
receive a sifnibr bonur to savlng uuc*ur required lo nrld 
toxins. (sea able So.) 

(Idat- 
In melee combat, dwarvea galn a +1 bonus to all attack mlk 
when battling orcs, goblh,  half-orcs, and W b h .  Thb 
raflacta the enmity between theaa races. 

. 

I 



Dst8mimbnM80 
og+, ogre m a ,  trolls, ghntn, or titans rblke at 

dwarves Id d e e  combat, each suffers a -4 penalty to b 
attack 101l.l This reflects the skill of dwarves at battllng thana 
large creatpes. 

IdtnBum 
Centuries df Uvlng underground have given dwarves 
extremely bcute eyeslght that extends Into the Infrared 
portlon of @e spectrum. This enables them to spot heat 
sources and, in most cases, see clearly In the dark. See 
Chapter 19 of the DLMEC+V M s m  Guide for details on this 
Wonal vgsion of lnfmvisbn. Dwarf lnfravlslon hnctlons 
Dut to stxty feet, but the glare from torches, lanterns, and 
&her light tmurces spolls this ablllty. 

PLbhUsw 
h a r v e s  a$e miners of exceptional .kill. mause of thls, 
they have *any special abilities usable underground. In 
xder to e ploy one of these abilities, the dwarf must spend 
me round 7 or longer, as the situation dlaates) examlnlng 
the area. 

Table 51: 
Dwarf Euning 8w1 . . .on a Id6 

Dwarves m... roll of . . . 
Sbplng pa sages and grades 1 -5 
New tunnel pawage constructlon 1-5 
Slldlng/shl ng walls or moms 1-4 

Their app ximate depth underground 1-3 
Stonework aps (plta, dendfalls,'and so on . . .) 1-3 

bonus from a hlgh Wbdom score, w a dwarf 
of 16 would have a total bonus of +4. 

1 
Ical Items not deslgned speclkally for their 

es suffer a dhdvsntage. Magical Item 
to m a k c t l o n  when uaed by a dwarf. 
later uses of the devlce. 

8 that have M Ongolng effect, like a robc 

. If the first check succeed., he n d  to 
If the object Is mnmved end donned anew. 
the dwarf must wait twenty-four houm 
M the obJect agdn. 

pone, m o m  (including shklds), gauntlets, 
subJect to this Sties and frnctlon 

Thls appliw to both the contlnwus 

Ivea are a splendld and magical folk, ill-suited to 
the grlm lands of Ravenloft. Despite this, they are 
more commonly encountered than many of the 
other demlhuman races. This ls'prlmarily due to , 

the fact that they cnn &en prim for human and. thus, have 
escaped some of the hatred and bigotry that most h u m m  
on the Demlplane of,Dread feel for demihumans. 

The largest concentrations of elves In the humen r e a h  
occupy the cities of Neblus, Nevuchar Springs, and 
In the domain of Necropolls. The domain of W c u a  Is 
inhabited wholly by elves, but these folk are tied to that 
and seldom leave It. Another elf realm. the kingdom of 
Arak, vanished In the wake of tha (3rand Conjunaton, and 
Ita whereatouts remain unknown to this day. 

. , 

Dtscrfptiioa 
The falr folk, as elves are often cdlad, have elegaot. hdned 
features. Perhaps their most m b t e  characteristics are 
pointed earn, the distinctly almond shape of thelr eyes, 
the angular bmws that slant across their high fonhcs'ds. 

Elves are much more slender than humans and stand 
somewhat shorter. On the average, a male elf reaches a 
height of approximately five feet. Femaks are generally 
about half a foot shorter. 

A naturally llthe race, male elves seldom welgh more than 
one hundred ten pounds. Females, who me even more 
delicate than males, rarely reach one hundred pounds. 

Players can use Table 52: W Physkal chu.ctarlrues 
to estabilsh the physical cheradsristlcr of a newly created. 
elf character. 

Tabk 52: 
Elf Physkal Characteristic 

' 

. , .  , 

, ,  

the hazard +d can d*cerd It. 



Mventuiing e l v i  favor llghter armor, seldom weering 
vkr  than chain mall. For weapons, they usually 
Madas, especially long swords. m e n  

are invarbbly ornate as they, llke 
w e n  as obbcta of art. Beha mutar 

arch&, 6qy seldom employ &y other wee& besides 
bows for m / d e  combst. They aspechlty &dah guns, 
tlndhg the? far too loud and foul amelling to UM. 

villager--p+rrhaps even citle- well camouflaged that 

admlran of the natural world. They 
h n  for how to the 

as light-footed and graceful as elves. 
recehw a bonw of + 1 to their starthg 

not M hearty or mbuat as the other 
light frames and slender bull& 

scorn by one point. 

llke thelr kln elrewhere, have many 
often enable thcm to survive in 

places wherp lesser creatures might perish. 

to sleep and charm spells. Thls is 
In addltkm q anynainstaavlng throws allwed forthe apeu. 

purift- 
As mtloned sbove, elves are masterful archers. In 
additkn, they find the grace and style of skilled swordplay 
to be e joy in itself. Becaw ofthls, ekes m l v e  a +1 
bonua to thelr attack rolls when wing any form d straight 
bow (that Is, not a cmabow). limy receive a rhrilar bomm 
when using short or long m d .  

BrrPir,arru 
Elves move as rllantly a8 hunting cab, ohan catching Usah 
opponent8 completely off guard. Because of thk, an at 
Imposes a 4 penalty on an opponar(’s surprise rd*. If an 
elfm@ open a door or other porW tomachthe foe, rtd. 
penalty Is reduced to -2. 

An elf negster thls ability by wring metal annor or 
travelii in the company of nondvlr (oiha th.n 
halflings). In the latter caw, the elf mwt mve st leut 
nlnety feet away from h b  compadqns in order to regah 
thls advantage. 

A 



&ppeabfx ma: ~finmcttr lances 

Ousmes . 
he k u t i v e  race of gnomes dab In only a few 
of Ravenlofts domalni. The Rnt and greatest of 
theso Is the melthg pot of Necropollr, where they ,mJ are the maaten of Mayvln, a town of some fifteen 

hundred cltiruu. Smaller enclaves d anomer. numbering 
I 

and Nova Vaasa 

newly created gnome character. 

Qnome P-al Characterlstka 

200 + %loo ywra 

Gnomes have tan or Ught-brown complexions and 
creased, aged-looking rkln. Thelr moat notlcaable 
characterlstic Ir a bulbour, almort comlcal nore. A 
gnome's eyes ahlne brlghtIyAnd are generally,gray or pal 
blue In color. Thelr halr, whlch rtam as a chetnut brown 
color In youth, tends to turn gray or whlte long before 
they reach maturity. Both malea and females wanr their 

The cl6tJw favored by gn- are n&ad 
brlght, primary colon and ornate accoutmn 

LnrllDR 
Elves, althoGh they often appear to be flighty folk, are 
dlfflcult to shbke. A. rwh, they pouers rn mlatance to 
mental traunfai than moat other races. When an elf Is called 
upon to make a madnuas check durlng tho c o m e  of play, 
he mcelver a: +2 bonua to hlr roll. Th& Ir In addltlon to any 
knur ncelvcd for exceptlonal W l h  



Among the demlhuman races of Ravenloft, none Is more 
scarce or nalsundemtood than the gnome. Llke thelr kln on 
other worlds, these wiry creatures have a strong sense of 
humor and are admittedly eccantrlc. Years of dwelllng In 
the Mists, however, have left them telllng Jokes and 
storles mlr@ In the macabre. Gnomes often come off as 
slnlster, Mqhtenlng folk who make those around them 
uncomfortqble. Thls Is especially true when they decide to 
par4 the W e  by telllng anecdotes wlth macabre endlngs 
or morbld ltony. 

anomer are a race famed for thelr quick wit and sly 
M M ~  of hqnor. They are Inventive and clever, fond of 
games, p W e s ,  and dddles. Amid the rolling fog of 
Ravenloft, however, these traits hava become somewhat 
morbld, ten- toward what mlght be called "graveyard 
humor." It 4, many speculate, thls fascination for trlcks and 
trlckery that leads so many gnomes to become illuslonlsts. 

seek the cotripany of men. Indeed, most gnomes look upon 
manklnd as a dangerous and unpmdlctable race that can 
nevar be trusted. They are not usually openly hostlle to 
men, or any demlhuman race for that matter, but they are 
watchful and vlgllant when traveling wlth them. Earnlng the 
hurt of a giiome Is a dlfflcult task but well worth the effort. 
A gnomish bmpanion can be counted M for advlce and 
loyalty matbhed only by the dwarves. 

Gnomlsh ~culture resembles that of the anclent Greeks 
and Roman+ In some respects. To be sure, they have no 
Interest In gladlaton and legions, but thelr fondness for 
phllosophy, IeamIng. and academe puts one in mlnd of the 
people of Athens In Its golden age. The fact that gnomes 
place a great Importance upon the accumulation of 
knowledge 6nd lore h evldent throughout thelr culture. In 
player charqctem, thls hunger for enllghtenment Is a 
farclnatlon Irlth all thlngs myatedous and a deslre to end 
every adventure more knowledgeable than they were at Its 

Gnomlsh wries are slmllar to those used by the Greeks 
and Roman$. Carina and Verda are popular among gnomish 
women, whlle the moat common male names are Festus 
and nrua. 

Human Mclety does not welcome gnomes, ao they do not 

baalnhg. 

2&6iUQ1 fieores 
The mlnda of gnomes are especlally keen and Inqulsltlve. 
For thh reason, they are entltled to a + I  bonus to thelr 
Mrtlng Inte~llgence~scores. By the name token, however, 
they oRen allow thelr curkmlty to get the better of them. For 
thls, and other reasons, such charactem suufter a one point 
reductlon In thelr Mrtlng Wlsdom scores. 

f3pecfd taefwtsts 
Gnomes podsera many of the same speclal abllltles as thelr 
dwarf couslns. 

mrpitBudrbrt, 
Uke dwarves, gnomes are naturally nonmagkal creature$ 
with little tolerance or we for wksrdry. The uceptkn to this 
Is the ma@ of llludon, Images, and phantunu. For &nne 
reason, no doubt a property ofthelr most un&l mhQh 
gnomes make excellent Illusloniats. 

hergies manifests through a bcmmtothskseving ttmwa 
vs. rod, staff, or wand and thdr sevlng throm VI. spell. 
See lbble 50 for the bonus auochted with varlolv 
Constitution scores. 

h wkh dwarves, thls Innate m- to nq$cal 

Clllld- 
In melee combat, gnomes galn a +1 bonus to aU attack rolls 
when battling kobdds and goblha. Few races hate each 
other wlth the p a ~ h  evldmced by these dlmln&ive -. 
Dd8Uh-u 
WhQJl gnolls, bugbears, ogm, ogre lmus, giants, or 
u t a ~  rtrike at gnomes In melee combat, they Hdlcr 4 
pensfties on thelr attack rolls. Thlr reflectm the rwlf h t  
gnomes have In battling thew lage creatures. 

'TY 
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mww 
Gnomes, &e dwarves and elves, have extremely acute 
eyesight th t extends Into the infrared portion of the 
spechum. 
mort cases1 aee dearly In the dark. Thh Infravlslon 
functions obt to sixty feet, but the glare from torches, 

enabka them to spot heat sources and, In 

ht sources apolh It. Sae Chapter 13 of 
M4sm Guide for further detalh on lhls 0pUonal 

m m m y  
Gnomes arg among the most talented tunnelers known to 

I 
I 
I , r: 
I 

anomer Ddtact . . . 
Sloping paspsas and grades 
Unsafe wall , floors. and celllngs 
Approxlma* depth underground 
ApproxIma+ dlraction of travel 

. . . o n a r d l d . .  . 
1-5 (on ld6) 
1-7 (on ld10) 
1-4 (on Ids) 
1-3 (on ld6) 

Gnomcs are not easlly shaken by thlngs that other races 
might flnd acake or terrible. Besause of this, they have 
+2 bo-> my horror check that they must make. This 
h in addltlo to any bonus for an exceptional Wisdom score. 

hours befoq trying to use the obJect agaln. 

this affect and function normally for 
to both the continuous and speclal 

hlle marriages between members of different 
demihuman races are ran, they are not unheard 
of. The most common of theee unusual unions 
occurs between elves and humans. Children 

born to such a couple are half-elves, and they oftan lead 
dlfflcult Ilves. 

Exsctly what crlterla defines a half-elf Is open to debet8. 
in general, it must be reme- that someone is 

ancestry. The smallest fraction of h r n n ~  bbod nukes una 
an outcart fmmthe fair W. If a person has mom human 
ancestors than elver, he h considered to be human, 
although his feature8 may retain a hint of this ancestry, 
Thus, it Is quite possible for a human character to have one 
or more elf anceston. 

Thus, In Mdsr to qualify M a hdf-elf, a character must 
poasa~ an equal mlx of human and &en Mood 01 haw 
more elf ancestry than human. 

consldemd an elf only If he has absolutely untahrted ' e l f  

Half-elves are fair of both complexlon and halr. They tend 
to have sllver, blonde, 01 Ilght-brown halr and genenlly 
favor elven features. Their eyes are Mue, gray, 01 very 
light brown. 

Manben of this race can generally  pa^ for either human 
or elf. In the latter case, they are taken to be rather robust 
and In the former, they appear -hat slight. The typkd 
half-elf mak stendm ]rut under wenty inches h helght and 
weighs roughly one hundred twenty-five pour&. 
Half elves do nc4 have the great utsrpsra oftheir elf 

parents but do tend to reach ages greater than those upired 
to by men. The yean generally clalm a half-elf sometime 
aRer hla one hundred thktlsth birthday. 

Chamctarlstks to generate the height, weight, and age of a 
newly created half-elf character. 

Playen can use 'IbM 58: iklf-etr -1 

Height, Male 
Hdght, Female 
Weight. Male 
Weight, Female 

Maximum Age 
-run9 4P 

256 



Ptllfe* 
Half-elves $re rare In RavenloR, Just as they are In most 
campslgn $ettlngs. Qlven the fact that the few elves who 
dwell on thb Demlplana of Dread generally shun all contact 
wlth manklnd, It Is eaay to Me why t h e e  crossbreeds are 
almoat ~ n h ~ r d  of. 

Ravenloft's half-elves are looked upon as freaks In both 
human andl elf cultures. Such treatment tend8 to drlve these 
folk away both of their parent races and forces them 
Into nomadp or hermltllke existences. while they are more 
accepted In human soclety, they stlll flnd that many men 
and womeq look upon them wlth mlmst and pity. A half- 
elf Is almost never considered the equal of a true man, even 
In the most open-minded cltlas of the Demiplane, Indeed, 
less clvlllred realms often slay or endave half-elves. 
The fad @t they are not accepted anywhere In RavenloR 

affecta halfdves In two ways. Flrst, they tend to reJect the 
ndlon of long-term Mendshlps. No one trusts a half-elf, so a 
half-elf trus no one. Second, half-elves know that 
xenophobl t humans have been known to bum or hang 
those they fear. As such, they llve every moment knowlng 
that It could be their last. Thls dwan't mean that half-elves 
llve In fear of death, only that they llve In anticipation of It. 
The dls(lnd#on may seem a subtle one, but to half-elves it is 
very impor+nt. 

Wlth the* facta In mlnd, It Is easy to understand why 
half-elves tend to be loners. Wlth few places wllllng to 
accept them or treat them wlth equallty, they often become 
wanderers. &cause of the way they have been treated, 
many half-elvea are qulck to anger when they see others 
belng m a t  cruelly. 

Desplte ;R Is bent to their penonallties, half-elves tend to 
be as curlotp and artbtlc as the falr folk. Thls Is oRen the 
justification that they w a  when explalnlng their wanderlngs. 
By havelln(i the world, they explan, they can aee more of 
Ita splendor$. 

Half-elve$ have no soclety and no cultural norms. As 
outcasts. hqwevsr, they seldom have any use for the 
names given to them by parents who either would not, or 
could not, Rmtect them from the cruelty of the world. Most 
half-elves, $erefore. give themselves names llke "the 
Scarlet Wai3derer" or "the Frlend of Shadows." In many 
cases, they annot even remember the true name glven to 
them at tha t  birth. 

1 

Although generally graceful and slender, half-elves a n  not 
wfRclently Qlfferent from humans to merlt special ablllty 
score ad]usttnents. 

Whlle they c(o not have all the wondroru abllltles that one 
assoclates dlth elves, members of thls race are not wlthout 
their own glrts. 

H a l f - e l v e s p  a fraction of the elf reslswnce to sleep. and 
chmh spells. Because of thdr diluted elf blood, 

however, thelr redstance Is only 30%. Thls Is In dditlon to 
any normal savlng throws allowed for spells of thls type. 

MmBbbn 
W e  the* df snceators, half-eke8 are g W d  WWI vldcn Um 
extendalntothelnfraredpoz%ionofths~.Baqiac 
of*, they I K ~  as faras. slaty feet!atha dmk. blxrufeg 
tmck and lanterns spoil thiaabpuly w#l rtnb gfra. Bas 
C h a w  13 ofthe DWamrMwts Ouldcfor kuUerchlllb 
on thfs aptional venion of lnfmvldon. 

SICntDmr 
Half-ehna have an eye for detakl that la every bit the Cqwr 
of an eIf's. Thh makes It dUfkadI to hlde secretorcoIIccI/cd 
doom from them. Occasionally, they even norice such 
portals without actively searching for than (KC lbbb Sr, 
page W). 

mlllia 
Half-dvea have developed atrung wo* because d the* 
travels In the Dsmlplane. T h y  have rsen Ita many horraa 
and borne the brunt of much lnjw3lca and even autalky 
Becwscofth*, they gain a bonus of + I  to any taror 
horror checks. Thh Is In addwm to any ncanal modllbn 
for excaptlond wbdom scores., 



qlfllngs are considered by many people to be the 
lpost humanllke of the demihuman races. Some 
@Iflings find thlr description insultlng, but most 
spnply ray that it is untrue. Whether the prevlour 

statement I$ true or not matters little. It would, however, 
explain the~fact that halfllngs am the most common 
demihumah race on the Demiplane of Dread. 

Several qf Ravenloft's Core domalnr contllln sizable 
halfling coqununltles-lncludng the Necropolls cities of 
Delagla an4 Rivalis. Many of Ravenloft's larger cltles also 
have slrabl+ halfllng communities, although theae are 
sometimes ~siurns. 

Dwtription 
Halfllngr arb a dlminutlve race of demlhurnans who 
resemble hhman children. They have chestnut to dark- 
brown hair, 'eyu of similar colors, and tanned cornplexlons. 
Their faces lare rounded, almost chubby lwklng, and they 
have broad; frlendiy features. 

The typl al male halfllng stands In the neighborhood of 
one yard ta I, whlle females are only sllghtly shorter. Their 

nds for men, and slxty to sixty-flve pounds for 
women. wventY 7 Ha fling5 live to be a8 old as two hundred years, 
although fey actually pass one hundred IRy years. 

solid builds 1 brlng their weight In at about sixty-flve or 

Use Pbks 60 and 62 to create a new halfling character 

Table 60: 
Halfling Physkal Characterhtlcs 

for use In a RAVENLOFT campaign. 

m n  Formula 
Helght, Male U+ZdBindm 
Height, Female 30 + zd8 Inches 
Weight, Male 5Z+5d4poundr 
Welght, Female 48 +5d4 poiurdr 
Startlnd Age 20+3d4yOEn 
Maxlmum Age 100 + Id100 years 

Table 61: 

&B Y a r r  mmts 
Mlddlq(l/ZacucMox.) 50 -1Str/Con;+IlnVulk 

VSnanMe (Bsw M a . )  100 -1 Str/Dax/con; +I hlt/wk 

T h r e e v ~ o f ~ ~  T-, sboub, and 
Halrtootr. Au threa ore mpmenw In the bndofhMbte. 
In .ddltbn,-betweemtha~uswrycm~mn. 
u . c 1 M k ~ t w l y l o ~ t o d . t a m h . u l e u r v t y  
of a newly created M h g  character. 

Old(2/3BslcMox.) 67 - Z s l r / D a S - l C ~ + l W h  



Tho Domiplane's W e  people are not M ou@olng as thow 
on outh or T~rll, but they do r e a  a love of good food, a 
warm hearth, and a comfortable chalr. 

HaUUngs enJoy the gentle combta of the world that many 
other demhwnan rocas soem to overlook. They do not crave 
geld Uke the dwarves; If they have enough money to Uve 
comfoRably, they aM Content. The gems and Jewels that fas- 
clnata gnomes Interest them only M cwkmklea. The high 
grandeur of a typlcal elf's Ufestyle alro has IMe appeal to 
them, for It is often 10 pnwntious as to be uncomfortable. 

countryrlde. They keep thelr gardens, raln a teW plgs or 
chlckena, and avold havlng mom to do wlth outsiders than 
thay can help. HalRlng names are ilmllar to t h ~ n  found In 
old EngUsh. Among women, the moat popular names am 
Elvlna and Thylda. On the other hand, Hildrlc and Wpne 
are very common names for men. 

Halfllng uulhua Is slmllar to that of the European 

&MII'(II j3CPrW 
Halfllngs arp a nlmble, aglle race, and all characters of thls 
type receive a +1 bonua to their Dexterity score. Thelr 
dlminutlve phyalcal conrtructlon, however, resulta In a -1 
panalty to their Strength score. 

I nu nainmw QI n 
as out of place ai 
elves. They porsb.. drtaln abllltlea, howaver, that have 
enabled them to survlve In a land where so many folk 

ion uru a gentle and largely.tlmld folk, 
Le horrors of the Mlst as the maJcrUc 

pedah. 

Halfllnga h a p  the m e  realstance to maglc as dwarves. 
Thb manUe8ta In a bonus to thelr savlng thmws VI. rod, 
staff, and ww and thelr ~ v l n g  thmws VI. spell, Table 50 
(sw page 2pl) shown the bonus arrocldted wlth varlous 
ConatltutIoIl scores. 

-4wm=. 
Halfllngs have excrptlonally sturdy COnrtlMlons and are 
m s h n t  to polrons. Whenever a haltling b celled upon to 
make a savbg throw w. poimn, he receives the aame 
bonus Indlcdted for maglc mslstance (rea 7bbk 50). 

Helfllnga have exceptlono1 hand-eye coordination and grow 
up playing g a m  llke dam, stlck ball, and ponyahoes. 
Because of @is, they galn a +l bonus to any attack roll 
made wlth a thrown weapon or sllng. 

BWrhBmu 
Halfllngr mave as d h U y  as elver, often catching their 
opponenta completely off guard. Bacauee of thls, a halfling 
lmposea a + penalty on hlr opponents' surprIn rolls. If a 
halfling mu* open a door or other portal to reach the foe, 
thb penalty b mduced to -2. 
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Wrhg metal armor or traveling In the campany of 
nonhalfflnga (other than elves) negatea thb aMuty. In the 
later can, the halnIng muat mova at least ninety feet awey 
hwnhlscompMianrInorderto~lnthlradvo@aga. 

lm8l%al 

portlarofthespemum). lbbb(13: liawkdnvldoa 

Dependfng upon his heritage, a hoUUng nuy or rimy mt 
have Infroviaion (the abiuty to aee dearly In the lnfrsrsd 

detaUr the type dlnfmviaion amoclatd with hallling 
charactma d uarlour anc&ry. %e Chapter 13 hl the 
R " M s m ?  Gufdefor daaIb on thb optlami vanhn d 
Infravlsbn. 

Taw 63: 

mMon 
Nwnal(60 feet) 

H*e 
Pure stout 
Pure Tallfellow NWle 
Pure Halrfoot b e  
stout E Tallfellow LInmd(30ta 
Stout E Halrfoot 
Tallfellow E Halrfoor None 
Tallfellow, Halrfoot, E Stout None 

IT-Bnurt(8-Ow 
Stouts have certain spacial ablllcks that other halllinga lack. 
Many theorhe that thls Is the result of dwarf Mood 
asalmllabsd by the race long ago, but the truth of thls 
arnrtlon remalns unknown. 

-Q*: ' 
stwlbN(wt*l. - Roll 

Detect sloping pasaages 1 3  (on ld4) 
Determhe direction 1-3 (on ld6) 

I)r2miuti# 
Halfllngs, although they am physkally m i l  and gemally 
regarded as "soh" by many other races, &It 
determination, stubbornness, and (when even& damand It) 
bravery. This b reflected In bonuaes to the varlous  check^ 
that adventuring halfllngs am called upon to make. Rbk 
65: HaUUng Pear, Horror, and Madnass Unck rrqputmcatc 
Indlcatea these adJurtments. 

Rwsm 
Fear, H m r ,  and kdnaaa Ckck 

Fmr Honw h d m a  
+2 - - H m e  

stout 
Tallfellow - +2 - 

+2 Halrfoot - - 
stout E Tallfellow +1 + I  - 
Stout E H a w  + I  - +I  
Tallfellow E Halrfoot - + I  + I  
TaUfoIlow, Halrfoot, E Stout (+I to any 2 typea d check) 



Wtnnl am In actuality, not a demlhuman race. 
etely human In all mgard.. 
e that their culture places 
rest of Ravenloft's citizens, 

actem. fhose players who 
(Vlotana Is the slngular 

thelr largcr frames, but thls h an 

or no mason b r  

Table- 
a s n -  a t d  PhySlCal CharaCkdbu-w- 

Ponnuh 
60 + 2d10 Inches 
59 + a10 Inches 
1% + 6d10 pounds 
105 + 6dlO pound 
15 + ld4 years 

M m u m  90 + 2d2O years 

ble 67 
Half-1 11Agl1 

se Max.) 45 -1 StrICon; +1 lnwb 
60 -2 Str/DCx, -1 Con; + I  WIS 

.) 90 -1 Sb/Dex/Con; + I  Int/Wls 

favors one of two styles of dress and 
mbrace their gypsy heritage, even 

though theh klRdrrd do not retuznthelrfeehga. Such folk 
wear the bright cdom and patterns of the Watanl. Although 
they can p w  for Wstani among ncmd men, any true 
Vktanad ncognbehm on w. 
the world of man. They wash away their Vlstnnl herbgo In 
the SQO of humanity and adopt the dress and demeanor of 
the land In wMch they dwell. Agaln, w h b  they may Io01 
those ammd them, any V W  d l  see th- (helrqubk 

Tha rest ofthe glc4?qpaffMnptto lase thamrslvesln 



Intaliigence and Wildom scores. The latter adJushnents 
reAact the datura1 a & ~ t a @ s  of the Vlrtanl mind and the 
keenness 4 their sixth sem. 

Bpteirr B@i.wts 
The special powen of the Vi.tani Mood that coumes through 
the WIM of a grornorso enables hlm to do many thlngs that 
other men qnd women cannct. By the same token, however, 
the fact that this blood is not pure caws  half-VistanI to 
rufkr from certain limitatlons unlque to thelr klnd. 

imlullbtrt- 

!l!riwis8iutb 
Depending upon the trlbe to whlch hh Vlrtsna pamnt 
belongad, a glomorgo character will have certain spedsl 

character descends from. Thoae who am unfanillu wlth the 
Viatanl, or those simply wklling to bub fate, can roll on T.bk 
ge: mnl Ancestry Inatead. 

Table 68: 
Vlstanl Ancestr: 

01-46 Kmli 

abltlrr. In most C E S S ,  0 playff C M  d C C t  W h k h  Mbs hb 

Roll - 
A h d f - k a ~  character can accurately ldentlfy the plants 41-60 $QUW 

and anlmal) of the world, just as Quldr do. He can ala0 61-80 Wmaka 
determine whether water is safe to drink. This aMllty 61-90 Makl 
requires no more than one tound of examination on the part 91-97 Corvllra 
of the charqcter and always $uccwda (barrlng the 98-99 
lntluences qf maglc, curses, dam4in lords, and such). 00 zamven 

Pin Ba& 
All slomogp charactera make Bres easily and qulckly. 
PIOvlded W t  fuel and m e  means of IgnMng a blaze Is at 
hand, they dan start a fire in Id4 rounds. Normally 
restrlctlve c+nditioM, like damp fuel and such, do not affect 
the gbrno&v abllltles. 

Half-Vlatenl ,am famlllar wlth tralaks (a serles of glyphs used 
mw8 

by the vistanl). in order to recognize a given synho~, the 
character fist make an lntelllgence check. If that check 
succeeds, we Dungeon Master secretly rolls ld20. On a roll 

character correctly ldentlfh the meaning of 
roll is a 20, howcvsr, the character , ' 

mlmads the symbol and $eb Its meanhg wrong. 2 . '  

The Btomorgo am not wkhout thelr own burdens. Chief 
among these Ir the IuMtlo w moon madneu. It Is worth 
noting that full-blood Vlrtanl possess more resistance to thlr 
ailment than the glomogo. 

On the three nights of the month when the mmn Is MI, a 
half-Vlrtana character will find hlmKH restless and unable 
to sleep. BWIUM of thls, he cannot heal wounds wlthout 
magical ald bnd I8 utterly unable to memorlze npw spells. 

toll that ihlr takea on the body Imposes a -2 
I ~ v l n g  throws made durlng thls tima; thia 

penalty lasts untll the character can reat undisturbed for 
elght hours. 

In addltloq to the above physlcal effects, the IuMHO 
induces m e q l  t r a m  M wall. On each of the three nights 
of the full m f h ,  a half-Vlatene character must make a 
succeuful adness check ( d d b e d  in Chapter Slx) or be 
overcome & thls unusual lunacy. A failed check causes 
the character to gradually take on the aspects of a beast of 
the night. A $ingle falled check means that the half-Wstma 
dips away from hls companlonr to run wlld under the stara. 
A second fagd  check indicates that the &motgo also 
becomes agdmslive and wen violent durlng these wild 

character ha$ the mind of a Wnd, violent savage untll the 
times. Shoulg he fall all three of hlr madnw checks, the -.- 
moon ch- itr Dha6e. 

' a  
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excellent metalworkers, and all characters 
play wlth the blacksmlth proficiency. They 

can also iddntlfy metals, just as ccdruld docs plants or 
anlmaIs, an+ can recognlre the realm from which any metal 
item In Ravpnloft orlglnater. If It was forged beyond the 
f i t s ,  on K@nn or Faenm, for example, the character has a 
5% curnulaqve chance per level to ldentlfy I t s  world (or 
plane) of o@ln. If an Item was manufactured by a Vlstana. a 
Kamli charqcter has a 25% of detecting any cune upon It 

are a nature-lovlng folk who oRen 
become ranpen, although other claim are not c l o d  to 
them. All 
and land-& rldlng proflciencles wlthout expendlng any 
slots for them. They can also purchase the tracklng 
proflclancy by allocating a single dot to it, regardless of 
thelr chose4 CISM. 

Vatraskaj Known for their sklll as healcn and herballsta, 
the Vatrarktp player character tends to be cold and mme. 
what condercendlng. Desplte thelr natural giR for healing, 
them cham en are seldom priests. No other restrictlons 
are placed pon their choice of character classes. All mem- 
ben of thh !  la^ automatlcally begln play wlth the herbal- 
lun pmflclehcy and can purchase the heallng pruflclency at 
the cost of only one slot, regardless of their chosen class. 

Vatraskad characters can Identify p o h n s  as easlly as a 
druid mlght~recognlre a speclRc type of plant. In addition, 
they can copcoct an antidote to any polson If they have 
access to a store of harba or plants and have teh minutes 
(one turn) tq work. k a u s e  these antldotes cue very 
powerful, @ rcclplent must make a wccessful saving throw 
M. poison dr die from them. Thus, the cure can sometimes 
be worse thbn the polson. 

In addltlo to their sklll wlth antldotes, Vatraskan charac- 
ten can cm te an herbal sleeping draught. They must spend 
Id6+l days gathering the herbs and concocting the draught, 
whkh can ! ually take the form of elther a llquld or a pow- 
der. Thh W n ,  though odorleas and tastekern, turn water 
sUghtly red. IOnce Ingested, this chemkal forces the Imbiber 
to make a s~cccauful wvlng throw VI. polson or fall asleep 
for I d 4  hoq6. The deep b normal enough, and the vlctlm 

uaar characters begln play wlth the animd lore 

easlly after the flrst hour has passed. When 
this ablllty, he createa ld4 doses of thls 

Its potency for only seven days. 
of this stock are a 

characten tend to be of 

automatlcally begln 

take advantbge of thb latter 
ablllty and lallres In the 
vlolln, he ca use it to afFect 
thereectbn of 
nonplayer c aracten 
and Insplre Is alllas, 
Jurtasaba don. 
The great 

Nalat characten entltles them to a +1 bonus oq.rolls to 
detennlnc the Initial reaction of any nonphyer character 
they meet. If the cheraaai g a r  oI* ofhb wey to fdendly 
(and the player doe0 a good Job role-playing the 
thb bonus Increeses to +2. 

Corvara: Most Corvara chmcters are thieves, alhugh a 
few (about one In ten) opt to becon?etightaaorw!xatde. No 
other classes are open to them. 

Corvara dirtrust strangen ankl tend to look for p d h  In 
everything they do. "What's In It for me?" Is a common 
questlon among t k 8 e  folk. All Cavara charact.n, @- 
lean of class, begln play with the net anarea prolicienc% cad 
Corvara thieves galn a +lo% bonus to their pbAi k k a  sidti, 

Cedar: Characten of Canjar blood are aloof ad prldebl. 
CanJar characthn must always be wizards. They sn 
talentad maglclans and have a cbvetous love of magical 
Itern and spell.. when they come lnto mukn of n w  

wlth no bne. 
Canjar wkarda can leave one 1st- and one 2nd-Iwd 8peU 

slot open each day. That Is, a wbard with the abimy to 
memorize four 1st-level spells urouid select only three of 
them. The remePllng slocr can beuaed eaneedaldthgtht 
course ofthe day. The wkard can cast any h t  ha h.r 
MK.orddd in his apell boob. Jlut a8 If he had mamcxhrd k 

In actuality, the character Is assumed to have mclmcalrad 
the apell normally. The natural ~ ~ I t h A t y  of the character 
allowed hlm to pick a spell that he felt he would need during 
the day. 

Zarovan: The Zarovqn are a quiet and introrpcakrc folk. 
They have little to do with anyone and make mlwrabla 
traveling compsniona Mile they orill not bdmy those who 
travel with them, they wlll not take m y  chsncar on a 
cornpanton's trustworthiness Swsr. T h y  do for the& 
own reasons and never share thelr motives, p l a ~ ,  or dedm 
wlth anyone else. Llke the CanJar, all charactem of this 
~ a r e c l ~ a s w l r a r d s . N o m o n U w r m o f t h w  
characten travels wlth any given group of advrtnturern. 
The most fsrclnathg aspect of tha Znnnmn 11 their 

aaIcrtion that they are adrift In time. L In not tmcmmmn tor 
these folk to anwer a qudon befora it Is adred or, 
mvenely,  to have greatly delayed resftion tlmsr. 

spells or artffscb, they guard thcln Jeah3ly and rhan them 

Thiseffect is modobvioua dwhg combet (or- 
sltuatlons when an initiative rolt is ~squlmd). At 

such tlmes. a daver with a Zsrovm character 
ahould roll'ldii and IdlO. The ten-skled dk 

Indkstes M adJurtmant appued to the 
charsctsr's lnttiathw rdl. if the roll of 
the six-sided die is low (a 1,2, or 3), 
then the chamcterira bit ahed d 
everyone elw and the rdl d the ten- 
dded dk brubtrsaed hrm th. 
I n W v e  rdl. If the roll of the alx-skled 
die Is high (a 4,5, or 6), the brovan 
Is hgglnq a bit behlnd everyone else 

a n d t h e r e d t o f t h e t e n - a d k  
is added to h b  InitWve roll. If 

the modtRed Inlttstlw 
number Is greater than 

ten, then the charncter 
acta la* in that 

round. 



y far the moat common race Inhabiting the Ir k m ~  Demidane of Dread. human characters are the L ! I  standard by which all others are judged. 

u a* the shortant Uved of any demihuman races. Sol- 
dom doea one of t h c ~  folk Uve to sea the age of one hun- 
dred yearn, men In lesa nlniater placea than the Bemiplane of 
Dread. The average Ravenloft human male Mnds a b u t  six 
feet tall and, weigha one hundred seventy pounds. Fernaha 
are shorter pnd lighter, as a rule. Table 6 9  Human plprnlcal 
( h . n c t e ~ l c a  can k uaed to determine the helght, welght, 
and other Cbracterlrtlcs of a human character. 

Table 6 9  
Human Physical Characteristics 

Trait Ponnula 
Height, Male 
Height, Fan$ah 
Weight, Mala 
Weight, Female 
Starting Age 
MaxlmumAge 90 + 2d20 years 

60 + 2d10 Inches 
59 + 2d10 inches 
140 + 6d10 pounds 
100 + 6d10 pounds 
15 + ld4 years 

Table 7 0  
Human Aging Effed 

4w Yearn @Raftr 
Mlddle (112 Bare Max.) 45 -1 &/Con; + I  Int/Wlr 
Old (2/3 B a p  Max.) 60 -2 Str/Bex, -1 Con; +1 Wls 
Venerable ( b w  Max.) 90 -1 Str/Bex/Con; +1 Int/Wla 

The men and women of Ravenloft range from the falr- 
aklnned folk of Dementlleu or Richemulot to the ruddy, olive 
complexions of the men and women of Harlan and Nova 
V a a ~ .  Hair and eye color a h  vary greatly from one realm 
to another. Wlthin the confines of reaaon, a player Is free to 
describe hls human character however he wlshes (subject to 
Dungeon Mestar approval). 
The clothes worn by the inhabltants of various domains 

reflecta the nature of Ufe in a given reglon. The sections of 
thlr book dercrlblng the various domains include speciflc 
typca of clothing, a m ,  and a m r  for each realm. When a 
player creatps a character from Ravenloft, he should 
deadbe hlr lcharacter In a manner wlted to Ma homeland. 
Mlnor d~vlatJoM are okay, but moat of Ravenloft’s folk are 
conewativ~ and somewhat xenophoblc, so any marked 
change or highly eccentric varlatlon rhould be approved by 
the Dungeon Master. 

PtrsuneUQj 
Although hWana are the most dlverse race in Ravenloft, It 
Is poulble td make soma general commenta them. 
Aa a people, those native to the Demlplane of Dread are 

far more xenpphoblc and susplclous than thelr peers on 
other worldsi No matter where in Ravenloft they hall from, 
people have learned tn mistrust mangem and bar Ihr 

unknown. Anything different Is, by deflnltlon, potnntlally 
dangerous and frlghtenlng. 
Although individual customa vary from domain to 

domain, every reglon of thir shadowy land is rich wlth 
traditlona and practicer believed to lapal (or lure) bad luck, 
evll spirits, ghoula, and so on. So l n t e ~ ~  ia the wbf h the 
supernatural that it even overshadows the typkal psnon’r 
prejudlce to outaiden. In moat cams, the s- of a 
stranger wlll be respected. To do leu la to hvita dtrsdsr. 
ARar all, the newcomer might know romahing you do not. 

Because the various realms of Ravenloft are drawn tran a 
multitude of places, any perlod in history 01 aocbl atmtum 
is likely to be found somewhere In the Mlh. Aa om mlgt 
a x e ,  any Indhrldual’s outlook on I l k  (and death) ia lilg.ly 
bared upon the values of hir aoclety. 

psychology in Ravenloft concema the mysterknm Vlstani. 
The men and women d RavenM a W  unlveraally dbtnmt 
t h e e  traveUng gypalas and make them ready scapcgoas 
for any mystery or unwlvad crlma. 

Ptrhaps the most Important element of humen 

asiQl gmnr 
For all thalr differences In dreaa, behavlor, end phydcal 
appearance, people are people. h such, no special 
adjustmanta are made to a human character’r ability acorns. 

I ne men and women or navenioft are not @ked wkh 
infravlslon or otherwise able to do thhga that 

human beings from other lands And 
Imporrlbh. Thla is not to ray, however, that 
no difference exlets between a penon born in 

person raised In 
Zherhia. Chaptom TWO, 
Three, and Four 

Lsmordla and another 

contain character 
adjustmanta that 
reflect the natum 

Ravenlobt’s 
domina. 



II ADCD game characters, Including those found 
In RAWLOFT campalgna, are divided Into four 
groups. These are warrlora, wtrarda, prleats. 
and rogues. 

In addltlon, M assortment of classes are avallable to each 
of these bask groups. For example, warrlor characters can 
choose to bt flghtem, rangers, or avengers. In order to 
qualify for some classes, certaln racial and abillty score 
requirements must be met. 

Certaln classes avallable In other lands, Uke the gladiators 
of Athas or the paladlna of Torll, are not natlve to the 
Demiplane of Dread. This Is not to say that such folk are not 
encountered In RavenloR, only that they must come Into the 
carnpalgn vla the actions of the Mlsts or some other 
macabre sent. 

Outmi 
n order to make the task of character generation 
easier, capsule debcrlptlom of various groups and 
classes are presented below. Far more detailed 
entrles on each of these professions follow. 

I 

mcriar% 
Warrlors ard the flghtlng men and women of the Demlplane. 
They have ttalned themaelvea In the arts of war and can 
hold thelr own aaalnat the creatures of the nieht by meam 

Charactan of thls group rklllfully practice the arcane arts. 
They can weave a great varlay of spells. and thelr npsrkr 
InteUbence makes them valwble addltlonr to any g r c q  of 
stalwart advenaum. 

msu 
Magea are the most commonly encountemd type of 
w h r d  charaasn. They have a general kmwbdga of 
maglc and it. a p p l i c a t b ~  that n u k n  them v a h b k  h 
alnmnt any sltuatlon. 

SpeclaUst wizards focua their mtdier cm a &gb type of 
magic. EMmplea of these rpellcaders Include IWIonbts, 
who deal In Imager and phantasms, and necmmancen, 
who master the dark magic ofthe dead and undead. 

elo-tam 
The elementallat b a type of speclalbt wlrard who urpr the 
natural h c e s  ofthe unlvene to achlevs certahr effccta. 
These fom W brokm down lnt0 four dlffermt dmmrcl01 
schools: olr, earth, fh, and water. 

- .  
of sword and &Id. 

arcantst ls a class of wirard found only on the 
h a d .  These spdlccutcm am dMd.d hto me 
based upon the nature dthdrmqk. They 
white arcanlat, who UKI hb magic only for 

pxd and heallng, to tke black arcanlrr, who draws upon the 
darkest of powers to spread death and s u h l n g .  

a claaa of character Includes all manner 
qneral flghtlng men, from memben of the town 
watch and huntsmen to ellte mercenarks and 

t 

A warrlor character who docs not fall 
other class Is considered a flghter. 

P 
Rangers are warrlors with atrung tlea to notum 
and the wilderness. Members of thls class 

barbarlam, wccdamen, huntwncn, 
uts, and explorers. 

thls type are drlven by a need to 
&act vengeance for romq great wrong done to 
t+em, thelr famillea, or their people. They are 
spm and often bitter people who trsln In baffle 
f+r the day when they wlll come face to face wlth 
ap ultlmate enemy. They have accepted death ea 

the probable outcome of thelr quest and 
show little fear In the 

face of wen the 
greatestdanger. 

mbm 
Thb group Is made up of holy Inell cad women who seek to 
spread the bellefa ofthelr ch- delty to the mat ofthe 
world. Becaw of thelr falth and davotkn, prlesb wcwk 
spells In a manner dmllar to that empbyd by w k d s .  

QlrrkJ 
Clerks are holy men who labor for causes tho$ M y  
bellwe wlll beneflt the causes of thelr fW. They am the 
moat commonly encountered typa of priest on the 
Demlplane of Dread. 

imwb 
Anchorltes are rellgloua hermlts found only on the 
Demlplane of Dnad. They draw thelr powen lrom rhc land 
ItseIf and, wlth the exception of the Vistanil, are probably the 
people most aware of the true nature of RavenloR and Its 
dark mysteries. 



mgtlts 
Rogues am,perhaps the m0.t diveme type of character 
found In thq ADED game or RAVENLOFT campalgn setting. 
They rangelfrom noble sorb who, as they say, 'aka1 from 
the rich an4 give to the poor," to vlle a s ~ ~ s l n s  who profit 
from the de ths of Important peraonages. Scouts, burglars, 
sples, and $ashbucklers all fall Into this category. Rogues 
an skilled 4t pkkhg lockr. hiding in shadows, and other 
aspects of @alth and slyness. 

EMU88 
The most cpmmon type of rogue character Is the thief. 
These lndl@duals commonly make thelr llvlng by heloing 
themselvedto thlngs that do not belong to them. 
Sometimes greed and avarice motivate them. Mor 
player char b ctem, however, behave somewhat more nobly 
thanthat. ' 

eltndu 
Whlle the niost famous folka of this MIt In Ravenloft a n  the 
Vistanl, the$ are certalnly not the only Wanderer8 who mlght 

they emulaw. 

Psiaaici$ts 
Thb option.$ character class UMS the powers of the mind to 
accomplish gnat thlngs. Not only can pslonlclsts read the 
thoughts of hers, but they can also divine the future, mqve 
obJectr by delr will alone, and more. 

n order to qualify for membemhlp In a glven C~SM, 
a character muat mea certaln abllrty score 
requirements. Rbk 71: ALBlty &om Mlnbnums 
summarizes these requirements. 

Tabk 75: 
AbMty &ore F- . urns 

._. -_ chatter 

13+ 13+ 13+ 15+ 
11+ 12+ 15+ - 

- - v 
lcbt - - 

M e  m y  of the dmhuman races have spcdal 
abllitles n a  available to human characters, their 
choice of character c lamr  b somewhat mtrkkd. - Only humans, the mort venatik and adsptlve of 

all the demlhuman and humanoid folk, have unllmlkd access 
to all character classes. IWb 7 2  R.d.1 Clew Umkabna 
Indicates classes that a character of a given race may opt for. 

Dungeon Masters may wlsh to llmlt how hlgh certain 
racea advance In a glvan class. For guldellnes on how to do 
EO, see Chapter 2: Player Character Races In the D ~ ~ E C H  
MASER Guide. 



n every land, durlng every time, disputes OCN 

that reason seam unabla to d v e .  When malten 
comm to blows, the warrior's job Is to  cure 
victory for hls factlon. 

r n * I S h r n  
CU mentloned ln the abUlty score d o n ,  warrior characten 
(except thoae of halRlng or half-\lirtanl blood) are entltled to 
the advantages of exceptional Strength. When such a 
character has e Strength score of 18, pertentlle dlce are 
rolled, and the result Is appended parenthetically to that 
ability score. Thus, a character with an 18 Strength who 
roli. a 27 would record hi. Strength score as 18 (27). 

Wm q o m o n  
Warriors are far mom hearty than members of other groups. 
The11 abluty to take advantage of the higher hit point 
adjustments available for Constltutlon reflects this. For mod 
characten, the gmated hit polnt bonus that can be obtalned 
as e result of a hlgh ConstlMlon score Is +2. Warrlon, 
however, can exceed these normal Ilmlts. Those wlth e 
score of 17 receive a bonus of +3. whlle a Consthtlon of 18 
earn the character a +4 adJustmcnt to every Hit Die rolled. 
For charactm wlth hlgher scores, even greater Increases 
are ps lb le ,  as lndlcated on Tmbla 42 In Appendlx One: 
Abluty Scorn. 

4~ Dice 
Warriors use tan-dded dlce to determine thelr hlt polnta. 
They Mrt wlth 10 hlt pdlnts and add any Corutltutlon 
adjustment8 that they recelve. Wlth the attalnment of each 
new level (up to the 9th) a ten-slded die i. rolled, and the 
result (as adjusted for the ConstlMlon score) Is added to his 
hit polnt total. When advanclng to the loth and subsequent 

levels, the character recelves a flst +3 lnc- in hb hit 
polnts, At thb polnt, the character no longer ncvhrar 
bonum for hlgh ConrtlRdlon scores. 

M a c k  4om 
A wanlor'a attack roll reflects h b  skM at a m .  Although 
each of the character groups beghu wlth a THACO of 20. a 
warrior's THACO Improves by one point tor each sxparbnca 
level. So, when a warrlor galnr a second Ucparlenca lwei, 
his THACO becomes 19. Once he maches the thlrd level, hls 
THACO becomes 18, and 80 on. 

Table 7 
Warrlor Attacks 

P(wnbsrdAttacks 
ldthIOU&fXh 1 per m d  
7th thmugh 12th 3 every 2 r a d s  
13th through 20th 2 per round 

Warriora of 7th through 12th level attack once on the first 
round of a battle and twlce on the second. Thi. pmcesa i. 
repeated on subrequent rounds. so that on even-nmrband 
rounds they am entitled to two attacks. 

If using mlrslle weapons or other attnck fom that have a 
rate of An greater than one per m d ,  each attack CnWIer 
the warrlor to a full volley of projectiles. Thus, a warrkr urn0 ' . 
can attack twice per round effectively doubles the rate of 
fire wlth a bow M slmllar weapon. 

P 



gum6 !J!mw 
,411 membeh of the warrior group make use of the TOMG 74 
when deter(nining their saving throws for varlous types of 
attack. As rule, h a e  charactem are mom resistant to 
physical a c k  than other classes but are lass able to repel 
magical en rgies directed at them. 3 

warrior 
Character 

0 .., 
' Fear, Horror, 

Fear 

13 
12 
11 

- and madness Check 

Horror P 
I 

19 ~~ 

18 
17 

E t a  iirmr, nu4 mnhm 
Warriom am noted for their bravery and re~ luta  couraga In 
the face of even the greatest danger. As such, they have the 
best chance of succeeding when called upon to make fem 
checks. Their mlstance to horror is average, mtlecting their 
a x p u r o  to the awhrl terrom of war. Their ability to radrt 
madness Is lesa than that of other group, however, for their 
mlndset Is flnnly grounded In the mal world, and the 
macabre often leaves them dlrorientad. 

Gml i%hmcmM 
As they adventwa, warrior charactem acqcqulra cxpsrlsncc 
points to reflect their Increa#d skill and prowem. AU 
w a q i m  uw 1ws 7 6  Wurkr LAVOIS to 
detennlne thelr level baaed upon tho number of exparknca 
points acquired. 

UI warrlor charactem begh play with W x 1 0  gdd pkch. 
can uw thlr wash to purchwew.ponr, uma, Md 

othsreqwmnt P r h t o  tho start d * y .  In lnc& cmes, m y  
u n r p a n t m o M y ~ w l t h t h e c h s n c t e r t o r u # ~  
hls adventures. 



Ablliry Reqdirement: Strength 9+ 
Prime Requ$ltc Strength 
RacesAllo e d  All 

does not fall into another class is considered 
is the genaral class in thls group. 

n be of any nonevll 
ent tend to be part of a 
or other organized 

d barb aria^ or berserk- 

o have found the ways 
of It. Lady,  those of a 

of battle w e d  upon them over the years. As oftan as not, 
such chara@en do not seek out combat, it seaks them. 

Since fightels are weapons experts, they have access to any 
weapon andlany armor available. They also have the abillty 
to speclallne, in a weapon of their choosing. 

I 

-mB*a 
Fightem are ithe only characten able to speclallre In the use 
of a given w+apon, although the avenger has a llmited 

abillty. A fighter who spaciallres In the use of 
must have trained extensively in Its use. 

character *elves a bonus to hls attack and damage rolls. 
Complete dqtallr on weapon speclallration are presentad In 
Appendlx Fike Character Proflclencies. 

protlclent with that weapon, the 

Flghters can ot cast spells. Their training In the weapons of 
the world le$es them Ilttle or no tlme for the heavlly 
academic p nult of sorcery. Certaln magical Item are 
usable by flhten. however. Indeed, most maglcal wsapons, 
armors, and hlelds are Intended espaclally for the uw of 
warrlon. Befond that, many magical rings, potlons, and 
protectlon sqrolls can also be used by these folk. 

Bmtu 
hr flghten adventure, they become hardened to the dengem 
of the world. Natlves of the Damipr~a  of Dread wem cane 
to expea mofthegr in l  ultngr that ufe t h K w S ( h a n .  lhb 
doesn't mean that they Ignore fear, only that they hctlon 
kttcr than most whJh thelr noww are chr~llcnged. In gome 
t m ,  bravery io reflected In an adjustment to tha 
charactar'r fear and horror chackr. 7bblq 7 7  BIWWY and 
In- Bonu.sa Indlcatea the bonus that a RqMa 
character recelves when maklng such a rdl. 

RMe 77: 
Bravery and Inaphtlon Bonuses* 

h I  check Check OuMlr 
1-5 + I  - +I 

6-10 +2 - +2 
11-15 . +3 + I  +4 
1520 +4 +2 +6 

Character Pear Horror 

Baruses we in addltlon to other ndalo1 situatbnai adjwbnents. 

Becaure of their o m  Mlf-COnAQnca and urpcrlence In 
battle, a flghter CM inspire bravery In those a& him. 
The 'Inspire olhen" column on T.bk 77 Ilats the bomm 
that thorc around the flghter geln on theh fear checks. Thir 
bonus CM be added to a rlngle character or divkled among 
many people. It reflecta the fighter's ablUty to inrplre 
conMmce through hls bravado, mannerbmr, and 
convenatlon. If mom than one flghter works wl(h a glven 
party of adventlmra, they provide cumulatlvs bonur#. 
However, no individual can recelva a bonus of +4 01 higher, 
no matter how many wanion devote h k  clttentionr to hlm. 

A Aghter must announce hL Intantlon to Insph a 
companion at least one tum (tan mlnutes) prior to the need 
for the fear check. It Is not possible for the character to 
announce hls lntentlona the moment that the Dungeon 
Master calls for a check. 

In other campaigns, flghter charaaetr sthact large n w n k n  
of followen as they attc~ln higher levels. In wence,  such 
characten forge their own armles and, bekm long, set out 
to conquer new Ian& and set themaelm up M 01 
even emperors. Such aaphtlons, whh& practkal and 
perhapa even laudable in other -6, have no place in 
the gloom of Ravenloft. Thus, fighten native to the 
h l p l a n e  of Dread do not haw thls SbiUty. 

Just as Rsvcnkft's flghten are not prone to amembllng 

from the conatrucUon of a keap or stmnghd. POW- I- 

Ravenloft dou not mat In the rtrengh of ma's  mil 
forces or holdlMs. and an exacrlenced flghter rnrr.-..-;s 
thls fact. 

l a w  armles about themselves, a0 too do they shy away 



Ablllty Reqyirements: Strength 13+ 
Dexterity 13+ 
Constltutlon 14+ 
Wisdom 14+ 

Elf, Half-elf, Half-Vlstanl, Human 
Prime Requisites: Strength, Dexterity, Wisdom 
Races Allouled: 

The ranger s a type of rugged warrior in kune with the 
wlldemess Jnd the beasts who dwell there. He night be a 
huntsman ob a savage, a wanderlng explorer or a frontler 
woodsman. 

I 

as a ranger, a character must have 
scores of at least 13, plus 

scores of not less than 14. A 
ranger wlth +cores of at least 16 In hls Strength, Dexterlty, 
and Wsdo obllltles gains a +lo% bonus to any experlence 
polnts that$ Is awarded during the course of play. 

AI ranger cqeuacters must be of good allgnment, although 
to be lawful, neutral, or chaotic. The majorlty 
RavenloR are neutral good, although the other 
Ilgrments are not uncommon. 

who wllllngly commits on evil act lomr his 
and all the beneflta that come with It. 

Rangers quat always work to retaln thelr alignment. Any 

&nw an+ Bmor 
make use of a great 

MTN and ormom. Several of thelr special 
the rangera are clad In 

and warrlora, con attack with a 
both weapons muot be 

be llghter and 

to UM a shield 
weapon must be specfled 

smaller. The only exception to thb rule is that a dag~or C M  

be used ea both o primary and secondary weapon. 
The special ablllty of rangem Is W, when clad only ln 

studded kotheror llghter a m ,  they are not subjecttotbe 
normal attack roll penalties osscelated wkh thlr W. if the 
ranger wean heavier armor, he suffers the normal -2 
penaityto his attack roll with the prhnsryureapan and a -4 
adjustment to the roll made with the SCcMdory weapon. 
The character's reaction adjustment rtfll modlfka these 
penalties, maklng them IOM severe for those with M 

exceptlonal DuRHity score. 
The use of0 second weepon entttl.s the character to one 

extra attack per round. As the r q e r  advances ln level and 
earn the right to make more them one attnck, the second 
weapon will still only allow hbn a sh& lntrk tn eech 
round. For example, a ranger who normally srrackr once PI 
one round and then twice ln the second round (3/2) hutasd 
attacks twice In the first round and three tlmea In the second 
round (W2) when uslng a second weapon. 

. 

-bw 
As woodsmen, the rangera d Ravenloft have come to 
depend upon their bows. Thew weapona wln tham the 
game that they cook over thelr flres and enable them to 
battle enamles from a dlstancq and whlle concealed. 

The exceptional skill of a ranger with his bow sllowr him 



Dexterity 4on) to both hls attack and damage rolls. A8 a 
result, rangen with exceptional Strength and Dexterity galn 
a damage bonus wlth mlrrlle attacks. A Dexterity bonus 
applies only to long bows and short bows (not cro~bows or 
other weapons). 

Rangars have a llmlted ablllty to use spells, whkh seta them 
apart from Ule other members of the warrior group. The 
ablllty of thsse characten to use spells is slrnllar to that of 
prlest characten. At hlgher levels, rangen gain mlnor 
access to the animal and piant spheres. 

Rangen Qo not galn bonus spells for high Wlsdorn scores 
and c a ~ o t  use magical Items Intended for priest characten. 
lhbk 78: Rhngar Spall Abllltlss indicates the spell abllltles 
of a ranger character. 

InQlcated In Tabla 79 an adjusted by the character's 
Dexterity score, and the type of armor worn by the 
character (If any). These modiflen an listed In Tdk 
Agluatmenta to Rangar 8p.dd AblUtlas. 

T r I h  79: 

Rar Ttac' . 
La 

can cast certsln prleat spells, they 

Elf 
Half-Elf 
Half-Vist 
Human .. ___.__.. < 

. .. ... 

None 
Elven C1 

-Race 
amtea tikt they C M .  As Wlth'the 

rangem can we magical rhielda 
wall as many rings, potlons, 

17 
18 
19 

I 

Rangcn an~famlllor wlth the ways of the baa& and skillful 
Armm Ursm 

II - .  
AbWa detbh th~s adjustment. 

I 

$far@ 
The grace and skill of a ranger glves hlm the ablllty to move 
silently and pde In shadows Just as If he were a rogue. It 
must be noW. however, that he can use these abilltles only 
when In atI&ied leather or llghter armor. 
The change of success that a character has wlth thee 

skllls Is bawd upon his level and is indicated on Table 79. 
Further, these valuea are bawd upon the asrumptkm that 
the character is attempting to we the &Ill whlle in a 
wilderness envlronment. Elsewhere, for example In a crypt 
or dark alley, the chance of success Is halved. The chances 

@peeid glrstllb 
The domains of Ravenloft are not sub@ to affsdu by 
marauding bands of o m  or the random fmules of @Una 
and @ants. Because of this. the rangem of the Damlphe do 
not have the abluty to name a special enemy M their peen 
In other realms do. - a t P *  
Rangan a n  famlllar wlth the behavlor of animals and can 
mad thelr m d  and handle them more skillfully than 
others. This ablllty enablea them to calm wild hast5 or 
those anlmals conditioned to attack strangers. This M I t y  
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can only be used on natural creatures, not those of a 
fantastic nature. 

When a ranger wishes to affect the reaction roll made for 
an anlmal, he does so by speaklng calmly to It and by 
making d i n g  rounds. For Ita part. the animal must 
make a ~ v l n g  throw M. rod, steff, or wand wlth a penalty of 
-1 per three experience levah of the ranger. Thus. an anlmal 
attempting 
suffer a -2 ~n its aaving throw. If the creature falls ita saving 
throw, the rbnger can alter the result of Ita reaction roll by 
one place. 

resht the overtures of 6th-level ranger would 

nr 
planta and herbs of the Demlplane that they can concoct a 
brew that @ght cure lycanthropy. Ho more than one dose 
of thls pot1c)n can be created per month rlnce It requlres a 
full thlrty dpys to gather and process the needed 
materials. Ouring these thirty days, the ranger can take 
breaks to apend to other matters such as eating and 
sleeplng, but these breaks cannot be longer than a day. If 
a ranger dobs loae a day for some reason, not only must a 
day be add+d to the potlon creation process, but materials 
prevlously gathered lose thelr potency. Once the 
Ingredlenta pf the potion start to loae their potency, there 
exlstd a hlg er posslbllty that the potion wlll fall in a 
deadly fash on. 

The drau ht created by the ranger must be lmblbed to 
be e f f d v e  and only works on Infected lycanthropes. True 
and cuned lycanthropes are Immune to so simple a 
remedy. The potion takes effect almost as soon as It Is 
swallowed, causing the creature extreme paln and 
dlsorienteti6n. A system shock roll must be made by the 
lycanthrope, wlth succesa lndlcatlng that the cure has been 
effective. For every day that the completlon of the potion 
was delay4 during Ita creation, a 10% penalty Is Imposed 
on the systqkn hock roll. Fallure of the roll results In the 
death of the1 imblber. The potlon created by a ranger Is not 
maglcal and retains Ita potency for only one hour per level 
of the ranger. 

Although Eoumt7 Ra enloft rangen forego the ablllty to acqulre 
henchmen a d hhllngs at 8th level, they do have the ablllty 
to attract fo$wers once they attaln lm leve1. 

I=vpl, rllrly-r..udcome famlllar enough wlth the 

f 

4-rJJ4lmv 
Rangers are generally loners who prefer the environs of 
the wllderneps to the conflnes of the clty and enJoy the 
company ofianlmals more than that of men. To that end. 
no such character can acqulre any form of henchmen, 
hirelings. or mercenarles even when they attaln 8th level. -- 

sentknt creatures am available to the ranger as followen; 
only animals wlll Joln him. 
After the ranger attalns loth level, the Dungeon Master 
secretly rolls 2d6 to determlne how many followen ahow 
up throughout the ranger’s career. Once thls has been 
ascertained, the ranger can ncqulre hls fiat follower. 
Thereafter, e naw one arrives (st the Dungeon Master’s 
dbcretlon) as each additional level h acqulmd. The type of 
anlmal that Join8 the ranger Is detmnlned by a die roll and 
depends upon the climate of the area. ‘lbbb 81: Ranger’s 
Followers can be used to determine the exact nature of a 
ranger’s followen. 

lbbh 81: 
.?an@- =-m 

l d 6  w 
a rroprul 

Camel 
Cheetah 
Hyena 
Elephan 
Rhino/H 
Monkey, 
Tiger 
Hawk I 

Rangen In other reslms often assemble a 
cadre of followen who Joln them. They are 
dl1  wrmltted to do so on the Demldane. but 

a - - 
thel; choice bf companions Is reducbd. HO - 
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It should be noted that Tabla 81 Is Intended to provide 
s u g g d o n s  only. The Dungeon Master can Ignore the 
result and send whatever type of anlmal he choows to 
join the ranger. Slmilarly, a related anlmal could be used. 
For example, a ‘hawk” result mlght indlcate a f h .  
eagle, or other blrd of prey, a$ appropriate to the altutkm 
and cllrnate. 

Should one of the ranger’s anlmal fdlowen be slain, It h 
not automatlcally replaced and rtlll counta toward the 
ranger’a total allowable followers. 

4dW 
Uke other warrlora, rangen who originate from o( make 
their h o r n  in Ravenloit do not tend to make fortlfketb~ 
or rtrongholds. The nature of these folk is too MwMdlc and 
rustlc to make thls option palatable to them. 

IptrItij ma POSSW~OW 
Rangera are not impressed with or d e a l m  of mcllsrhl 
wealth. As such, they own no more than they CM carry 
on their p n o n  (or in the ~ d d - 8  of their 
mount). Any excess wealth must be donated to 
a worthy charlty or put to other pod UK. Such 
Institutions must not be associated with snoUMr 
player character, f 

- A- L 



Constitution 15 
Strength, Constitution 
Dwarf, Half-Vistani, Hurni 

n who am drlven by an almost 

t wrong or tragedy and have 
s to seeing that those msponslble, or 
punlshed for thelr crimes or actlons. 

nt In 4hdr pad, 

years perfectlng hb phyrlcal 
for hlr war agslnst hlr chosen enemy. 
dcal ability scorn must tie well above 

B '. 
nm 



martial Intemsts. 

maln far more vulnerable to attacks 

of experience th, 
wlrard has a TH. .__ of 19. a 7th-level wizard has 18, and 

character attains. Thus. a 4th-kwl 

so on. 

S a o b  Elirotar 
Wlrarda gather about them the magkal energies of the 
world. This makes them mom rwktant to certain fomu of 
attack, especially those of a ma&d nature, than othsr 
character types. 

fiif Diet Le 

lass skill with weapons and armor, so 
to ~hvsical harm than most 

While wizards are not cowards, they are not confronted by 
the rigors of battle on a regular book By the ram token, 
the mystarlous and macabre ~ t u r r  of the World is .hnat 
second nature to them. B e c a w  of thls, wlrards pouass 
more resistance to the horlora of Ravenloft than other 
characters but Rnd themselves somewhat mom swcptfble 
to fear. 

~~~ 

characters. To nfi& this, all wizard 

matter how high thelr Constitution scores. 
start with 4 hit polnts and add their 

They are not entitled to 
are llmited to a +2 

AAer the 1st level, they roll for hlt 
they reach the loth level. Fmm the 1.7-18 4 '  

only a single additional hit point 19-20 2 
addltion, they no longer receive 

scores at that point. 

-12 
-14 
-16 

15 
I 

- 
-. . 

, .  

fietie1 aioaaeetacal ' . 

As they advanti~m, wlrards acquire experience poh 
reflect their Increased knowledge magical power. ne 
rate at -Yh'-h wizards advance in kwl is Indicated on 1ws 
84. W Exporlenca Lev&. U n h  otherwise indicated, 
this ta  plies to all wlrard ,classes. 

Petrlflcation 
or 

Wand Polymorph* .. Daath Magic 

€-20 

. 

- '  1 . '  
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aspeas of maglc use In RavmloR are dctalled clrewhere In 
thls book (see Chapter Nine, page 179), %la 85: wh.rd 
Spell Rugmsrlon can be urad to datermlne the number and 
level of spells avallable to a g k n  character. 

Wlrardr have 4 great afflnlty for msglc In all I t s  forms. As 
such, they can use of more type# of maglcal Item t h ~  any 
other character class. Nearly every maslcal uotion. r h .  I 

3,375,000 1Od4+9 

wand, rod, scroll, or mlscellbnwG ma&al item &at a 
h a r d  Rnds Is open to UK by him. However, wlrsrdr cannot 
uae any magical armor or wbld maglcal weapons normally 
nstrlcted to wlrards. 

Beyond the I+ of such tmarures, a wizard ca 
create maglcal Item of hls om. Upon attolnlng 
he can begin to pen magical scrolls and brew imgical 
potions. Magical itam can be crimtad by usIng the 
Instructions In the Playcr’a Handbook and the Durumv 

B~UernerJ ani f i e f i b  
.While h a r d 8  can om pmperty and ncaVe a monody 
Income, they don’t galn any 8pcclal beneflb for h a w  a 
fortress or atronghdd, aspeclally In Raved&. W h x b  ah0 
don’t atpct  any followers, although they can acquire a few 
henchmen an&appmntlccr to help them. 

All w h r d  charact 
places. They am 
whatever wmponr 

wlth the character 
the start of play. 

c a t  spalls. Whlle 
, : . .. 

a. 



Abllky ReqdJnments: Intelligence 9. 
Rime Requjslte: lntelllgence 
Races Alloyed Elf. Half-elf, Half-Vlcrtsni. Human 

Mages an +e mtandard class of wizard found in RavenloR. 
They favor o partlcular school of magic and suffer no 
penaltles to their spellcasting ablllties. Balancing this, 
however, is a e fact that mages have fewer spells th& those 
who opt to 4peclallze In a school. 

Wizards of ny type must have keen nunaa ana qui b. 
As such, ln$lligence is the prime requisite for thou 
would pursqe this pmfesslon. No character can be a mage 

s an Intelligence acorn of 9 or better. Mages who 

bonus to an experience points that they cam during play. 
score of 16 or better recclvc a +IO% 

r 
Mage playe characters can be of any alignment except evll, 
although th puMk perceptlon of them In RavenM Is that 
they are unl enally evll. People fear and vllify what they do 
not unde i nd, and few of the common folk have even the 
fc t ideq as to how magic works. 

ful m ges an &en associated with an organlratlon of 
-WW #rt, $ch as the court oca wealthy noble or a school of 
rizardry. At the other end of the spectrum. chaotic whrds 

denerally wdnder the Demlplane of Dread In search of power. 
and accept no Interference. Neutral 

hermlts Who have clotstend themselves 

' 

the art of maglc undlaturbed. 

select amup of wizards decide to focus their - .  
p studies on a speclflc tvpe of maglc. The and nsu 

ofthls ts that they become hlghly skllled In thelr 
chosen branch, although they obtain such tdlent 

at the cost of knowledge in o h L a n a 8  All spec1alS.t 
wizards possess slmllar abllltlcs and Ilmltstlona. 

All schools requlre the minimum lntallgence Ilsted unda 
the mage class as well as an addltlonal mlnimum ability 
score. Tabla 86: Wlra 
256) llrtr each of the re 
an lntelllgence score of 
bdnua to any experlenc 

&acid IiilaitrlSanf 
&era1 specialized s c ~  are open not 
but also m e  of the other races. To tlnd 
can become certsln types of speclallrtr, 

m m t  
As wlth the mage. spectailst wizard player charactem can be 
of any allgnmant except evll. Ths percaptkms and actlone 
llsted under the 'Allgnment" Mctlon of the msga c b u  a h  
holds true wlth regards to speclallrtr. 

8Peb 
Since spec1allrt.a focus on a certain school, apdallrt 
chatacters must flmt choose the school that they urwl to 
work In. The sklll that a speclallrt galna In hls chosen sc 
provl&s him wlth some advantages and dhadvantagm 
the mage clam warding extra spells, learning and 
acdulring spells. and apell cnatlon. 

988 p m  f i t81 
Maglc on the Demipiane OT - 
distlnct areas of atudy, k m  
schools an the purvlew of bas ~,ernentnllat. If a player char- 
acter wishes to apeclalize In any one of those four schools 
(ah. earth, fire, or water), he should refer to the clemcntallrt 
claaa (page 257). The school of leaser dlvlnatlon ls open to 
all wizards and cannot be the subject of speclallralon. 

Wizards who focus on one of the other eight schools an 
consldend speclallm. By optlng to become a spcciallst 
wizard. a character galns increased abilities In certaln m a s  
but also llmlts himself in others. Each speclallst has at least 
one opposltion school, from whlch he cannot cast spells. 
For further Information on schools that oppose each other 
see Table 86. 

AbJurers: Abjurers speclalire In the achool of abjura 
Through the UM of their magical powers, they create 
barriers, wards. and other magical types of protection. 

Cor'---s: Wlrards of this type ChaMel their powers 
Iearnl 

d Is divided Into thirteen 
schools. Four of thcss 

ells that enable them to summon cnaturccr to 



ability to pull creatures from other planes t 
Ravenloft. for such 

to discover that they are now 

at acquiring Informath 
things. No secret Is safe 
Even the vel1 of tlme 

Although male half- 
female characters of 

I 
I 

m 

' . .", !, ,.. 



B m - 9 -  
character gains the abUlty to cast 

automatlcslly ad& one spell of the 

m spells drawn from hls 
speclallst must attempt a 

Ability Requirement: Intelligc 
Prime Requisite: Intelligc 

The elementallst Is a r a n  b m a  of speclsllst wlzard who 
bands the natural forces of the universe to h h  wlll. The 
Vlatanl recognlred thls type of rnaglc when they created 
thelr rnystlcal tarokka deck, which has one sult for each of 
the four elements. 

Race Allowed: n 

To become an ekmentaW a character must have an 
Intelligence of at least 9. No other ability requkamnts are 
nece8m-y for thb C ~ M .  If an alementallst has an 
Intelligence wore of 16 or bater, then he recelvea a 1096 
bonus to any experlence polnts that he WM. 

ausatpent 
Ae wlth the mage class, any alignment mcspt &I Is 
rvallable to the elementall& player charsctsr. F a  RKthc 
pldehes, see the section detailing the msgs c k .  

I 
4 



SPb 
Slnce elempntallats a n  a dlfferent kind of speclallst, not 

gain some of the advantages and 
normally associated wlth other types of 

an overview of 

A k  The inaglc of elemental alr deals Wlth all manner of 

toxic or have the wlnds rlow a falling 
Alr elementallsts a n  noted for 

vapors and p a t s .  Those who practice It can turn the air 

personalltles. Wlrards 
alr cannot cast 

at bay, cause the 

spells a n  d4kmlve In nature, an aspect nflectcd In thelr 

come a master of elemental water, one must 

w m  l3Pm 
Elementalists have the ability to 
memorlre and cast ail extra spell (of 
each spell level open to him) each 
day. Thus, an elementallst with 
access to 1st- and 2nd-level spells 
would have two bonus spells 
avatlable to him: one 1st-level and 
one 2nd-level spell. These bonus 
spells must be from the elemental 
school In whlch he has speciallied 
and are memorized In the same 
manner as other spells. 

tt- BWRr 
#en an elementalist attempts to 
learn a spell that relates to his 
chosen school, his chance to 
succeed (as determined by his 
Intelligence) Is Increased by +25%. 
When he attempts to leam a spell 
that relates to another element, he 
has a bonus of +15%. When an 
elementallst attempts to leam a spell 
that has no ties to an elemental 
school (such as a charm person 
spell), he suffers e -25% penalty on 
hls chance to do so. 

S W  B m  
Once per day, an elementaUst may 
opt to cast any spell from his chosen 
schml as If he had acquired an 
additional I d 4  levels of experience. 
The decision to do this must be 
made and announced at the moment 
the spell Is cast. Thls level-boosting 
effect increases the range, duratlon, 
damage, and other aspects of the 
spell as lndlcated by I t s  particular 
descrlptlon. It does not permit the 
elementallst to cast a spell of a level 
that would not normally be avallable 
to him. 

f 
unr#Iu Qua BvB 
#en an elementallst attempta to create a new spell wlthln 
hls chosen school, that spell Is treated aa if It were one level 
lower than it actually is. Thus. If the character attempta to 
create a 3rd-level spell, It Is treated aa a 2nd-level spell for 
the purposes of hls research. 

rn*dmnW 
All dementallsta can freely use most of the maglcal Items 
available to other wlzards. They cannot, however, employ 
those Items that duplicate the effects of spells from their 
opposltion flelds. 

I 



I 
1 
I 

I 

: 

i i 
I 

!',\, 
~ 

i 

.. 
I ." 

fillofqg qsrelu aajllmctrfJ 

bonuses cayel  each other out. 

maiw $lmtntab 
20th level, if the wizard summons an 

n 

HnauW 
I Requirements: Intelllgc 

Wlsdon 
Prime Requ Intelllgc 
Races Allow 

Arcanlsta are a speclal breed of wizard apeclalislng In cdl 
matten, occult and forbidden. h many ways, they COmwK 
the features of a necromancer and summoner, for thelr 
powers mlmlc both classes. At the m e  the,  however, 
they are conaldered bards of the macabre. for they know the 
seckts that man dreads to hearrpoken. Arc& are found 
only In Ravenloft, although those who have tmvalsd oucdk 
of the Demldane of Dread do not lose their wwem when 
they leave &e Mlsts behlnd. 

ai1iqI &tqnif619m 
In order to be an arcanl& a character must have a h4ghly 
tralned mlnd and be blessed with the hdgMto make the best 
use of hlr keen Intellect. To retlect thls, the chmacter must 
have Intelligence and Wisdom scores of at kad 15. If an 
arcanlst has an InteUlgence score of 16 or better, he redvea 
(1 10% bonus to My UcpeIkI'KG pOhtS that he earn. 



st always be of lawful a w ,  although they 
or dl as they are good. Thoae known as 

thwarting of occult men- 
arcanbts seek to comprehend the 
of Dread and understand the fragile 

and domlnatlon over the 
player characters cannot take 

characbm can be evll. 

e the ablllty to cast spells at the same rate as 
(see Table 85). Their Intense study of 

the school8 of alteration, invocation/ 
hanbnentkharm, or Illuslonfphantasm. 

of necromency or greater 
ffars a -2 penalty on his saving 

%tttlliqg/9omtara4iq naQead 
Characters of this type know far more about 
the ways of the dead and undead than 
wlrarda from other realms. Even the skllls of 

the typical necromancer do not match 
those of Ravenloft’s arr--*-b. 

P 

Bacauw of thh, characten of thh type c a s  culld (If 
an evil, nonplayer character) 01 turn (if good) unclead 
creaturua just a8 if they were cldco. Inform- on 
turnlng rndaad Is prewnted in the entry lor priest 
charactem (paga 263). playen of W nwhl arcmkts 
must declde at the Ume of character c n a k n  whether their 
charactem wlll hrm or control mdasd. Once thb daobkn 
Is made, it c a n y  be reversed. 

EorBidiea l i en  
In mhtters of the occult and supernatural, the knowledge of 
an arcanist Is unmatched. Some have remarked wryly tha 
bards know a llttle bit about everything, whlle arcanlsb 
know a little bit about everything spooky. 

Whenever an arcanlst Is pmented wlth a person, object, 
or locatlon that has some slgnlflcance In the supemstural 
and macabre history of Ravenloft, he has a 5% chance per 
experience level to know m e  relevent fact about it. This 
ability Is similar to that of the bard but applies only to those 
things that have a special slgnVicance In Ravenloft. Exactly 
what items do and do nob fall Into this category k up to the 
Dungeon Master. An orcanbt need not handle obJeaS being 
considered, so he Is safe from any cwnes they mlght carry. 

By the very notum ofthelr d, arcanhtl have thar 
selves open to the darkness ofthe land. They study -mrn 
no man should study andtmwl places bast kA unexpbd. 
Throughout h b  Ilk, an arcantst must f@ht an unendhg 

battle to avold being drawn Into the web of evil and msgk 
that he studies. & such, whenever one of these charactm 
advances in level, he must attempt a powem check wlth a 
chance of failure equal to 5% per level. Thus, as the 
character reaches higher levels. it becomes lmporslMe to 
avoid some dcgne of corruption. 

riomr 94eelb 
Arcanlsts are well versed in all things dark and sinlster. 
Because of this, they oRen shake off things that mlght 
Mghten or horrlfy another adventurer. in game terms, a +2 
bonus to all fear and honor checks rrfleFtr, this. 



are holy men and myatlcs who travel the 
lane of Dread to spread the values of thelr 
llglon. If good, they promote compasslon, 
tanding. and healing. If evil; fear, ignorance, 

hoever and whatever they might 
from bestowing upon hls followers 

vapors of th Demlplane of Dread. f 
riif Diet 1 

Heat characters 
um roll of Ida) plus 

evel, they roll an addltlonal elght- 
their hit points by the amount 
or low Constlhktlon scores can alter 

g 9th level, they recelve a standard 

I 

I 

Slnce prlests are sometlmea cqlled upon to defend thair faith 
by strength of a r m ,  they have a certain amount in &HI 
when wleldlng weapons. As a result, (hair WAC0 begins et 
20 and Improves by two for every three experience levds 
aarned. For example, a 4th-level prled has a THACO of 18, 
B 7th-level priest has 16, and w on. 

MI members ofthis g r ~ p  the t&k when &~~IIII- 
Ing thelr saving t h m  for various types of attacks. Rbsb 
are not especially reststant to any glven type of attack, ll01 do 
they have any marked vulnerablllties. Riaar have the mast 
balanced saving throws of any character clsrs. 

hat ,  fiemr: an9 ~ a h c s  
Prlests a n  strongwtlled folk whti draw courage from their 
faith. The strength of thelr convktlom la w greet that R 
makes them nearly as redatant to fear aa hardencd 
veterans. When c&nted with the horrors of the mid, 
many of whlch border on blasphemy In their eyw, they are 
sometimes given pause. however. 

lieuel aiunuctntent 
When adventuring, priest characten acquire expeknce 
points to reflect thelr increased aMIQ to defend thek bahh 
and use the powera granted to them by thek de@. 
follow lbbk 8 9  Prlest Level A m d  to detmnhre 
thelr level, b a d  upon the number of experknca polntl thst 
they have acauind. 

Prierts am potent speUcasters, akhough they are not thc equah 
ofwkords. They must always use the& spatla (and atha 
abllltlea, for that matter) to further the Merestsofthe&& 

priests with exceptionally hlgh Widom acorn recdve 
bonus spells (as Indicated In the Appcndlx One: Abltlty 
Scores). In addlWon, the wiseat of holy men can cast the 
highest levef apalla. lbbk 90: Rbst 8 p d  
indicates the number of spells that a priest of a glven Ievel 
has avallable to hlm each day. 

1 



Table 8 8  
"4st Fear, Horror, and Madness Check8 

asen Fear or M?ldIleM 

11-12 
13-14 .- .^ 

2 
2 Y 

BIll8rurtmum 
West spells pre grouped into general categories called spheres 
of Mluence. The nature of a ghren prkst's faith determhes 
which spells ihe has access to and how grunt his access h. 

There an twenty-four spheres, of which only one (the all 
Sphere) is o&n to MY prlest character. The elemental sphere 
is subdivldq into four lesser spheres, maklng a total of 
twenty-elght spheres if one count8 these separately. A prlest 
who has M eccess to a sphere cannot cast any of the spells 
that fall withh it. Such magic conffict.8 with the actions and 
goals of hls dhurch and must therefore be shunned Uttarly. 

If a priest has mlnor access to a sphere, he h llmited to 1st- 
through 3rd-Jevd spells. Higher-level spells remain beyond the 
m c h  of the tharacter. Every prieat has minor access to the 
all he re .  whlch contalns srnlls baslc to anv manner of cler- 
e y r n ~ .  If a qriest ha8 maJo; accesa to a spKere, he may cast 
any and all d the spells In it. Thls assumes, of coune, that hls 

Level Advs----rent 
Character 

have a- tQ tlma spU.. 

whlch che u n l v e ~ h c l l o n r .  TIrW areuMndlet.bb ad 
c b a 0 s : m ~ s ~ t o ~ ~ ~ M t Y L v r b y  

a 

rlayer characters begln wlvl8 hlt polnts plus Coptltut 
adjusbmnts. 
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forces are creatures to be reckoned 
lesser sphere that Includes only 

deal In the element of air. It Is 
whore gods control the weather 

a variety of effects, all 

L 
tles of the pslodclst (deocrlbed later In this appendix) and 
give the priest the ablltty to domlnate weaker mlnds. Only 
those with InteNgence of 13 or better can uw of thwe spells. 

time and, In rare cases, to reshape past events. The 
potential for dlnastrous accidents Is hlgh Wlth such magic, 
however, so prlests wlth access to the sphere of time must 
exerch  great care. 
Traders: Thls sphere brings together a group of spells 

that can speed the weary upon weir way and e8se the bur- 
den of any pilgrim. They are common among priests whose 
gods are the patrons of mcMangen, expbren, and the like. 

War: Thls contalns spells deslgned to bolster the morsk 
of troops and facllltate the act lo^ of an army. lt doer not, 
although common folk do not ofien reallre this, c d n  

Tlma: Thew spells enable a character to warp the flow of 

sprlngs or breathe fnely whlb swimming beneath the sea. 
Guardian: Thi. sphere la an assoortmdnt of defensive spells 

deslgned to provlde a measure of pmtectlon for the priest and 
hi. follower& A m o n  effect for these spells provides for 
an actual guardian creature to defend tha spellcaster. These 
swells are common to the Driests of a m a t  many aods. 

many ipeb of a combative nature. 
Wards: These spells give priest8 control over the physical 

properties of variow regions. They often allow a priest to 
exclude some manner of belng from the area In qucrtion or. 
conversely, to conRne someone. 

Weather: Them swlls allow a wlest to call down storms. 
e spells are used to &re disea&;nd tend 
The average penon associates most of the 

rovldes for stablllty during times of 
These spells are anathema to those 

hlm. Most warrior priests rely on these 
mselves In combat. 

e the least of them, llke animal summon- 
danger with It, the mom potsnt spells do. 

-. 
of the unded. 
Thought: Wests who place importance on learning and sci- 

enca flnd those spells especlally useful. They warlap the abill- 

, 
4 

w 

bring a coding breeke, or direct 8 stroke of llghtnhg at hts 
enemies. Thls sphere Is common to priests'of nature, 
storm- -4 the Uke. 

Itmu 
I ..-s.*..dcters have acceas to all manner of magkal 
Item. Not only can they uw potlons, protection s d l s ,  
magical armor, and any maglcal weapon that they normally 
wleld, but they can alw use priest scrolls and several other 
maglcal Items made speclflcally for priests. 

% d q g  ?IaOtrO 
Both ckrlcs and anchorites can turn undead In RavedaR but 
at different rates. As a result, each of the hlmlng undead 
tables are Ilskd In each section. However, another 
can alter a prlest's ablUty to tum undead It is called the 
'Slnkhole of EvU" effect. 

m8 "$fBhbb d 6N" @f#d 
If the evil surmundlng undead Intensltles, the priest's ablllty 
to twn them wanes. Ravenloft's lands are rlddkd with 
sInkholea of evll. So foul are these places that priests suffer 
penaltles, from -1 to -4 when tumlng undead. Also, even In 
a relatively calm area, the presence of an evil master 
reduces the priest's efficacy. In mort domains, when the lord 
Is standhg wlthln three hundred feet of hls or her undead 
mlnlons, priests suffer a -2 penalty In turning attempta. plty 
the poor ckric who tries these powera when both the lord 
and land act agalnst hlm, for the modifiers are cumulatlvel 

- YZW,  LIIOIOCI-I -dins play wlth a Mpend of 3d6x10 gold 
places. Thls money has been allocated to him by hls church 
and CM be wed h e l y  to purchase startlng equlpment for 
the character. It cannot be loaned to other characten or 
wed for any other purpose, as It does not truly belong to the 
priest. After he has purchased h b  startlng equipment, the 
priest must return all but I d 4  gold pkces to the church. 



Wisdom9 
Wisdom 
Any except Half-Vistani 

who travel the land In a quest to 

valuable to them as well. Of course, 
d from a good Constltutlon and 
be overlooked, for many clerlcs 

mirror the values of thelr patron 
healers and protectors; neu- 
sscaics who value all the di- 
clerlcs wdc to brlng order and 

Chsothc cierlcr thlnk of 

plate mall of a mounted knight. Slmllarly, he CM freely um 
a shkld to defend hlmralf a@mt attack. 

Clerlca am forbidden to we edged wesponr, although the 
varlety of a r m  open to them Is rtN quh extensive. In gam 
terms, thh means that a clerlc can only we M u n g  
weapons, not UIOrs that p l m e  or slash. 

f3peUs nu8 m~&al Ihs  
WhUe ckrlcs depend heavily on thnk weapona and amror, 
they d be We more than lesser wanlon If it were not 
for thelr maglcal abilities. A clerk CM cast a numbnr of 
spelb (as Indicated In the general Infomation &out 
@eats), b a d  on h b  level and Wlrdom -. 

Clerlcs cmated In Ravanloh haw maJor access to most 
spheres, although they have only mlnor access to the .palb 

chaos, law, plant, and weather sphrrcr. In ddkbn, a clerlc 

ha6 an Intelligence score of 13 or batk 

of b alamsntal ephems and n0 0-U to the W i h &  

r]Pnrrs/~o&ol ZInaer8 
Qood-al@ned clerks can a h  exert the power of mslr fahh 
to drlve away (q wen destroy) undemi cnaUrrr. Nout~I  
ckrlcs can at&empt to either turn theundesd or contml them 
and o&r them to dothelr blddlng. T.bh 91: ltmbg 
U n d d  (Ckrlc) fndlcates tho chance of aucce~ that a 
clerlc has of turning undead vrhila In Ravcnloft. 

E ~ l l o t ~ ~ r ~  ad fioIQiq$s 
Clerlcs in Ravenloft do not attract followen or gain the rlght 
to ertsbllrh a reUgbus stronghold aa thek peem In other 
campaign worlds do. Thh Is not to say that an Indlvldual 
character cannot opt to do so, only that he has no speclal 
advantage when dolng so. In most dOmalM, of come, a 
clerlc who wlshes to build a temple of any sort must be 
careful to nelther run afoul of the mglon's lord or becme a 
pawn of that malevolent creature. 

I .il 



Abllity Req irements: Wisdom 12+ 

Prime Requ site: Wisdom 
RaceAllow L : Human 

Thh unusujl class of prlest exMa only on the Demlplane of 
Dread. His yrtical abllltles stem hum an unknown source, 
perhaps th dark powen themselves or perhaps something 
kss. Whate er their source, however, these characters lose 
all maglcal f bllltler If they somehow leave RavenloR. 

AnchorU+s SGNG the church of Ezra. Thls unusual 

Charisma 15+ 

I 

a multl-denominational church that, like the 
In Ravenloft. Whlle all branches of 
more or lesa the same way (as a 

defender, hdaler, and protector of her followers), bpeclflc 
practlcea arid bellefs dlffer greatly. The church of h a  Is 
detalled m+ fully in Chapter Flve: Secret Socletles. 

prieat of Lra to UM edged weapons, but requlmthe use da 
shleld, so that only one-handud wea'pons are accqWh. 

man and the many mysteries of the Deml- 

anchorite Is expectad to promote the actions 
of the church. Thls task oRen requlns him to 

deal wlth &ple hum all walks of Me. In order to promote 
success at ese actlons. all anchorlte characters must have 
a Charlsma P of at least 15. 

aQ=p 
The primari allgnment of the Church of Ezra Is lawful 
neutral. As pne travels throughout the domalns of 

anme allgnipent as the temple In whlch he studled for 

It becomes clear that temples devlate 
other. Any given anchorlte Is of the 

Thus, he can be lawful neutral, true 

at$ -or 
Although priests In general CM wear virtually any type of 
armor, anchprltcs can wear only metal armor, or none at all. 

armor do not support the accepted Image 
as proteaon and defenders of the 
to travel wlthout armor are showing 

whUe thwe who garb 
M example for others. 
however, somewhat less unlty 

of lawful good or lawful 
adhere to the normal 

weapons). Those of 
acceptable for a 

Anchorites use speL and magical Items Just w 0th.r plesta 
do. The spheres of maglc that a prh8t of Ezra hu scceu to 
are determined by his al!gnment (see 'hbk 92). 

Dntits d tbt aaeQOtW 
As a follower of Ezra, the anchalte is char@ wlth the pro. 
tsctlon of the weak, the care of the oick, and the general bet- 
terment of the human condltlon. l h  exact mmer  in * 
each of the four allgnments enacts these tenets varies, but 
the baslc teachlngs of the church m l n  the MW. 

Anchorites of any alignment fmwn upon mlrtn.bnsnt or 
needless suffering of the Innocent, They hdp the I n J d  and 
show some degree of mercy to thelr enemlea. Thalr healing 
powen are used wlthout call for compe~~~tlon 01 the need 
for obllgatlon. Lastly, an ~ c h ~ r l t c  svolds combat when 
po~lbk,  although they are certalnly not pacifirtr, 
recognWng the need for battle from thne to tlme. 
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has the aMltty to seek shelter and safe haven 
dedicated to thewonhip of Epa. Tho axact 

' ~ f s  haven" varbs 

An anchorite of any allgnment has the ability to turn undead 
Jurt as a cleric doer. No follower of Ezra has the ablllty to 
command undead, however. 

can travel from any 
slcally linked to It (In 
another part of the 

addltlonal level allows the 
wlth hlm, sa that at 20th 

use his Mlrt walklng 
to any other domaln. 

whose borde~ have baen closed. 
aave a cloaad domain, the lord of that 
e w-rr that someone has att--+-* 

to escape from him, F 
locatlon In whlch this c - -nge to his authority was ma--. 

r, he can sew the exact 

Upon reaching 6th level, a- can create Un 
Ezra thne ttmes par day. Thla nugkal barrier requires a 
dngk round to call Into being and mmabu In place for a 
number of rounds equal to half the axparlamre level d the 

the anchorite character b encaaed In a faht glow. A dlqpLa 
magic 01 slmllar spell causes the shuM ofEua to di&pate if 
the anchorite fa& a saving UHW VI. spell. 

If the anchorhe is of lawful neutral sllgnment the shkfd of 
h m a k e s  the anchorite Imnwneto attackr by weepma d 
leu than +1 enchsnbnenl, Nonnu&caI creotureq of4+l or 
greater Hh Dice can still harm the character, but k e e r  ~ % a r  
are unable to do so. 

If the anchorite Is of true nauhsl sllgnment, the shW of 
Gm glvea the anchorite partlal, PI even 
any magkal attack that C ~ I M M  physical damago. In 
where the spell does not allow a saving throw, then the 
ankhor#e autonratlcally ncekes the ability to nmka a 
rsvlng UHW to pmvent half of the rpdl's damage. If the 
spell normally a#ow a saving UHW, thsn the Mcha3te 
automsticd~ gab the Ilsted M a n d c a n  mll to ese If 
the mst ofthe damaga Is negated. Thb protcabn doer not 
extendtoanyothenMwndhkn,sathetaFcbaNthrovnst 
hlm wlll still harm any othars wlthln tha area of effect. 

If the snchorite b of laarful good alignment. the shtdd of 
Eua makea the anchorite hnmune to attackr by mctsl 
weapons of a certaln category. Exampler d cakgorh 
include sworda (scimitar, b a d  word, long sword, broad 
sword, etc.), axas (hand axe, batk axe), and poksmu 
(glake, halberd, badche, v&e, g u h m e ,  glalve- 
whnne, sulsanne-voulge). Specifk d.clrkns about whkh 
weapons are related should be I& to the hngaar Msltar. 
DmgaonMaatera should nota that an OROW wltha steel 
hCad b certainly consldemd a nmtnl weapon (In the 
weapon caregory, for example) for thb purpose. Even 
magical weapons made of metal are blocked by W m. 

Id of 

anchortts (round h). whue radsrthepFotsctbnof~, 

to 



o character group Is .YO diverse ea the rogue. 
Rogues range tmm the lntrepld scout to the lowly 

/ thug: from the highly balned spy to the nlmble 
bprglar. &causa of this variety, rogues can uae a 

gnat manyldlfferent weapons. armor. and maglcal devlces. 

m 
4it Dbt~ 

U 

Roguea am not exceplknal flghten and tend to have fewer hit 
pointa than most clsues. Thus. they use six-dded Hlt Dice. A 

level, and at each level themaPer until after he ottalns 10th 
level, the mgw receives M additional ld6 hlt polnts (agaln, 
a d ] d  for hlr C d t u t k m  score). When the mgw rea- ...:. . .1 
1 lth level. hc -bel a Rat lnmw dtwo additional hR .$;' "".j Cha''-r Experience 
polnts. At thle polnt, CmstfMion bonws no longer apply. /; ' ' . ; '. .'J 

newly se~anaaad rogue character has a MI6 hlt polnta. +/- any 
a- kr hlr Cmrtltutlon m. Upon sdvandng to 2nd 2-20 2 3 

3 

Tabla 96: 
Rogue Experience Lsvel. 

points 
.L. , 

0 
1,250 L 

. . .  . 
' 

merl &om 
A rogue's attack roll reflects his ablllty to attack. Although 
each of the grwpr begins with a THACO of 20, a rcgue'r 
THACO improves by one point for every two cxperlence 

a rogi9 attains 3rd level, jlh THACO became8 
his TnACO becomes 18, and .YO o 

3 7d6 

ck. Rogues perform bet- 
dodged and tend to suf- 

to the blram. 

I -- 'edge as they 
ded through 
dlqates the 

polnt total. 

I b0.000 
!20,000 
140,000 
j60,OOO 
%80.000 
,100.000 

I ,320,000 
1,540,000 
1,760,000 
1,980,^^^ 
!,200, 
m wlth 

A rogue charactar beelns wlth 2d6x10 gold pbcar. ExMtly 
how he came by this money is often a question best I& 
unanswered. The character Is free to spend some or all d 

rest bclng pocketed for expenses durlng play. 
thir money on squlpment at the rt.rt ofthe gams, WIth the 

Breath 

" 0 

21+ 0 4 7 I1 
Lxcluding polymorph wand attacks. 
Excludlng those that cause petriflcatlon or polymorph. **  

*** Excluding those for which another saving throw type Is specified. such as death. mtritication polymnrnh 



thieves exist in the world, but 

the thief. 

The majority of these characters am dis~putable. Becaw of 
thh. no thief can be of lawful good alignment. Lawful-aligned 
thieves of any type are by far the mlnorlty, although they are 
encamtad from tlme to time. As a rule, they have ties to 
soma manner d thleves' guild. Neutral and chaotlc thieves 
tend to be lomrs who are out to improve their standard of liv- 
ing at the expense of everyom else. They give their loyalty to 
very few people and are trusted by fewer In tumdven their 
clowst friends aometlmes have troubles with thelr mdves. 

&rpu ana mot 
Rogues generally have more skill avoiding combat than they 
have participating In It. Because of thls, their choice of 
weapons and defenses is somewhat restricted. 

Generally. a q u e  wears only nonmetal armor. The excep- 
tion to thh Is ducn chaln mall. whkh is seldom available on 
the Demlplane of h a d .  When wearlng any armor other than 
leather, however, a rogue's thieving abilltles (described later) 
are penalled. Rogues have not been trained In the UK of 
shields and, thus, cannot employ them in combat. 

R o g w  employ a variety of weapons. although they favw 
thone that can be used subuy and cm be ecully concealed. 
Amng the wsapons generally available to quea am clubs, 
daggers, darts. hand nossbows, knives, hesos, short bows, 
dhg~, koad words. kmg swords, short rwords. and staves. An 
hrdMdual Master may allow a rogue to we addltbnal 
weapuu, &pendhg upon the type of campaign he m. 

Bpslls a d  rn@caI mas 
Thieves have access to a fairly diverse assortment of 
maglcal item. although they cannot actually cast spells 

themselves. In addition to maglcal forms of those weapons 
and armor that they can normally employ, t h h e s  can w 
many rings, potlons, and mlscellancous magkal itaM. At 
high levels, they even gain the ability to cast spells storsd 
on maglcal scrolls (see 'Using Scrolls," page 271). 

A thief character has eight special skills available to him 
that enable him to survlve In the world. Although all thkws 
have m e  skill In seven of t h m  talents, the nature of wch 
character indicates what he h best at. A burglar, for 
Instance, mlght be highly skilled at climbing walb and 
openlng locks. One of his fellows who makes his living as a 
cutpurse might be well versed in picking pockets and hidlng 
in shadows. Tabla 9'1: lhblng S M  &sa Scores Indkaces 
the base percentage chance of IUCC~SS that any thief 
character has when ha begins hls adventudng career. 

Table 9 7  
Thlevlng SkM Bare Scores 

SkU 
Pick Pocketa 
open Lacks 
F i e m o v e  Traps 
Move Silently 
Hlde in Shadows 
Detect Noise 
Cllmb Wlls 
Read Languages 

Ban score 
15% 
10% 
5% 

10% 
5% 
15% 
60% 
0% 

Depending upon the race of the chsnaa, certain 
adJusbnents am made to theee U s  (aw 1w. 96). 

Table 98: 
Thleving Sklll RacW wustments 

gklllkma Dwarf hif-Df anomm p11 
Pick Pocketa - 
0pnLack6 + I O %  -5% +5% - 
FInd/Ramove 

Traps +15% - +lo% - 
MoveSilently - +5% +5% - 
Hide In Shadows +lo% +5% +!5% 
Detect N o k  +5% +lo% - 
Clhnbwblb -1"- - -15% - 
ReadLangwges -5% - - - 

+5% - +lo% 
- 
+m 
+5% 

+5% 
+lo% 
+15% 
+5% 
-15% 
-5% 

In addltlon to these adjultmcntr, a character's Dsxtcrttv 

A ~nsim~dffication is applied to of  he rklik 
if he WMM any armor other than bother (see Mh 100). 

B*- 
these &Ills has been determined, the player h given a 
After 0 Id-kel thkf's hM Chsnca of SuCCeM wlth each of 

chance to customize hh Charsaer. Thus, if a plsysr wbhes 
h b  character to be erpaclslly akllied In a given a m ,  he has 
the power to make it eo. 

Every player of a thief character starb wlth a pool of akty 
p0lnt.s that can be added to the varkur &Ilk. Nomom than 
thirty polnu can be aQkd to a smcltlc s&Ul rdlarldyollt  
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yond 95%. Thus, there Is alwi 
any thief will fall when using - 

ter Increama in level, the 

a 
e 

r 
mcelvcr an addMona1 thirty polnts that he can use to 
lmpve his rkllis. No more than fifteen polnts can be 
anlgned to a glven rklll, and no A l l  can be Increased 
beyond 95%. Includlng adJustments for race and Dexterity. 

If the Dungeon Master wlrhar, a player CM be required to 
we these points only to Improve skills that have been used In 
recent adventurn. This is strlctly an 0pt i0~ l  ruk, homer. 

A good deal of leeway exista In exact was to whlch the 
various thld skills are put. The ablllty to plck pockets, for 
example, Includes not only the tdmt of lwng a wallet or 
colnpune from a pocket but a h  other feats that fall under 
the headlng of 'slelght of hand." To help Dungeon M ~ t a r s  
and playen adjudicate uses of these skllls falrly durlng play, 
each talent has been ducrlbed below. 

When mlllng for resub on most of these skllis, It would 
bs betta for the Dungeon Martar to roll w that the outcome 
of the roll Is hidden from the playen. This allouro an alemmt 
of suspense to be added to the game. For example, when 
the Dungeon Master tells the thlef character that he has not 
found m y  traps, the player must decide whether thls means 
that there are no traps, or that there are traps but his 
character dld not flnd them. 

Plek Pockets: 14r mentloned above. thir skill extends to 
cover most feats that raqulre quick fingers and a blt of 

sun- 

rnlsdlrectlon. It can be usLd to palm small ob&c@, cut a 
purse from someone's belt, or plant a pkce of incriminating 
evldence on a dupe. 

A failed attempt does not automatlcally reault In 
dlrcovery by the would-be victim or other wltncuer. After- 
an attempt to pkk pockets has been made, whether It 
succeeds 01 falls, the vlctlm has a percentage chance sqwl 
to thm t l m ~  his level to notlce what has transpired. Thus, 
a I!kh-level vlctlm has a 45% chance to n&e that 
someone has bled to rob hlm. A 0-level character notlces a 
felled attempt only on a p4rcentile dlce dl of "00" e@y. 
Nota that It Is PaQSlble for an attempt to auweed and be 
noticed by the VMim at the same Ume. 

A faUed attempt to pkk pocket# dws not norm@ 
preclude anouM. bM by the chsracter. Thus, a thief c n  
mpcstcdly try to pkk the pocket d a  wealthy -in a 
crowd& market until )Is elther s d  or is cm@k 

Open Locks This abUily extends to all khQ of locks 
Including those that require keys, comblnatkn4 or pmk.. 

impose a psnaltyon sfforttmadewltbucruchdwiear k 
a de, thee pa~l t les  range from 4% to a, dapm&g 
upon the type of tools employed. The quSrRy ofthebck 

shlp. Moa locks are a d  to be of good^. 
Any attempt to plck a bck, whether It succeeds or feHs, 

requlru Id10 rounds. IfthCthkffalL in hlrtffat. th. bck 
has proven too dwicult for him. He hac nodrrnwd 
succcu with that partlculu until he llwm8as k bvd. 

Dungeon Mastcr feel8 that the lock require6 a adof 
to opa (as Is the cane with mostpsdkdu), heun 

also plays a part in * w s  djmceofsumrr. wue 101 
hdkam tha modfRcstion for IO&S of V ~ C U S  enknn- 

r-'1 

I 

I 



&p@fX %h#: a w r w m  
hlm to take a few preurniwy actions. ThethMand hb com- 
panbns muat be motanless and dent, He must a h  remove 
any form of helmet, hat, or hood. After these condltknr have 
been rsuIRcd, then the W m u d  llrtan IntanUy for one round. 
In many casea, the thlef can ldenttfy the general ~ h l l C  of tln 
sounds he detecta (If MY). For example, a thlef noor an under- - 

I 

,ground stmqm dght r&gnlze the tickle of water. If a door or 
other banlv'atanda betwaen the thlef and the sand he hears, 
identification becornea much mon dlfftcult. 

C h b  Walls: This ablllty appllea to any attempt by the 

II enables a thief to notlce 
aps and alarms. These 
hazards as poisoned nee- 

crurhlna wall Danels. or other lame wrlla. 

' m  
+m 

-20% 

40% 
-10% 

roll, tln trap b dlrarmed safely. If the thlef 
the roll was not between 96 and 100, the 

slippery (wet or crumbling) -25% 
slick (ky or.dlmy) 
wounded blow half h! polnta 

ianguaaes..Thb alvas them the aMUtv to DWIO out the 
generaimeanh-of documnta 6 1n-1- thc 
they are not actually fluent In. 

thoM wlth whkh the thlef b familler, a singk dk d b 
attempted. Success at the dk roll doas not bestow the 

. ability to nod other documenb In the hguage; a new d k  
roll must be made for another document. In addition, 
success glvea the character a general of the 
meterla1 but leaves many speclflcr unclear at bea For 
example, If a character hllr a 3096 chance to read a 
document and succeeda at hla IOU, then ha undersw& 
about 30% of what was wrhn .  If a thht b unsucce&ui at 
reading a document, he must watt until he echlaves another 
expcrknce level before trylng to read that document again. 

If the Dungeon Master agrees that a language b rlndlar to and then sprlnglng out to catch thelr . Thls ablllty applies to any attempt by the 
rk comers, bushes, and other places. It 
when the thlef Is not directly observed by 

an unllmlted period of tlme provided 
and nothlng happens to otherwlae 

pmvlder no bonus In'spd- 

em would mlas. 
k d M m c d e d b y t l n t h b f b u t ~ h S  

BacWa66fqg 
In addklon to the thld akllls Just descrlkd, all ulkver have 
the abillty to employ a speclal attack known as a backstab. 
A successful backrtsb greatly Increasea the damage 
infllctsd by the character. 

r 



khg a @ant, thethiefwould probably have to be 
dmpping dorm on the creature from above. 
se condltlons exlst, the thief makes a normal 

Table 103 
Thkf Backstab Hultipkrs 

’ hwl Multipkr 
1 4  x2 
.%a x3 

9-12 
13+ 

x4 
x5 

Gjpies 
Ability Requirements, Constitution 13 

Intelligence 13 
Wisdom 13 
Charisma 15 

Prime Requisites. Dexterity, Charisma 
Races Allowed Half-elf, Half-Vistani, Human 

When most folk thlnk of gypsks In Ravenloft, they pMun 
the mysterious Vlstanl. WhUe It is certainly true that thana 
wanderen of the Mista are often called by the common 
n o m  ‘gypsy,” they are not the only such folk who dwell on 
the Demlplane of h a d .  Player chsrsctar gyplw are not 
Vlstanl, although many of these &-called vagabonds do 
have m e  hlnt of Mist walker blood In them. 

&Si@@ fteqaimments 
In order to be a gypsy, a character must have ConstlMlon, 
intelllgence, and Wldom scores of at least 13. In addltlon, 
his Charisma amre must also be at least 15. If a gypay has 
Dexterity and Charisma scores of 16 or better, he ncehrea a 
10% bonus to any experience polnts he earns. 
The f o m r  requirements reflect the fact that the gypay 

has traveled far and wide. He must be strmg enough to 
survive the rigon of traveling and ahould have gathered a 
great deal of knowledge and common wnse In his Journeys. 

c 



The Iattpr requlrement lndlcates the aura of mystery and 
awe that abounds these people. Sadly, whlle thls mak& 
them M n p  out from the common folk of Ravenloft, It also 
brands th m as outslden--snd cltlrens of the Dcrnialanc of 
Dnad sel 8 om trust outsldem. 

&I&uqent 
The m d b s  an a mvsterlous DeoDle who llve bv a rlald 

hoGor and laws. 'because thelrvalu<s 

like to thlnk so, no chaotlc 
character gypsies can be of 

b w  
lAw 
1-3 
4 4  

1 
2 

IS15 
16-18 
1% 

Table 104: 
Gypsy SpeU PrognssloF 

wh.rdm 
1 2 
1 - 
2 
2 1 
3 2 

- 
~ 

3 2 1 
3 2 2 
3 3 

Au (rrrr player characters an nmlnbm of gypsy 
Forme naron or notber, however, they haw MWmbe 
behlnd to explore and adventure for a time. T h l ~  Is not an 

Of CO? thb doesn't mean that all gypslea an vlrtuous wonunonsctionnmongthe~manandwomarof 
Ravenloft'smw M h .  and klnd. fact. the ranks of non-Vlstanl msles an evenlv -_. - 

een good, neutral, and evll. T&, whlle they Durlne h* h ~ b ,  a YOWW BYP.Y IIW uell- 
~ ~ u I s n h k o m D e p e n d i n g u p o h k *  
augnmnt and the vahfes of the other trlbe, thb msy 
or may oo(. present a problcm. It bImponlble for a 
gypsy tohlde hb alignmat bnn enothertrlbe 
wihuttheuseofmaglcdop&. 

If Urr a4venturer encounten a Mbe whom 
al@ment exactly matches hls owh, he b 

Gypsies hdve a somewnot iimited choke of weapons 
and armorlcompand to other rogues. No doubt this 
Is partlallylnsponslble for thelr tendency to avoid 
dlrect confrontation In favor of stealth and trlckery. 
Gypsies cqnnot wear any form of metal armor. Even 
the delicatt and supple chainmall wrought by elf 
smlths Is pphlblted to them. In addltion, they never 
make use Of any form of shield. G V D S ~ S  can emdov 

M a  Mend. tle bg 

hould the Wbe's 

haw slmliu aHgnmenU, he b turned m y .  
on h h  mponso to thle tn&nen& 
ay erupt. N6thkm wohlbit~ m a  tribe of 

only one-hpndeh melee weapons, although t h e y a k  
free to employ bows, crossbows, and other two- 
handed ml$slle weapons. 

m ~ e n l  
Raventoft haw access to a falr sek- 
i t w r  ahd can cart a paod many 

s p e ~ ~ .  my can a h  w any rnag~cai ftcm normally 
WaUAble to mcmkn ofthe wsf C l a u .  In addition, 
they have fma a- to ail magical Items that emulate 
dMnatkn rpelb. such as a crystal ball, even when 
thow an Intended for charactera of andher class. 

Hlgher-level gypslea do not galn the ablllty to use 
priest and wlrard scrolls as thleves do. However, 
thme that have a dlvlnatlon purpose. like a scroll 
wlth a detect ma& spell on It, an always usable 
by them. 

Aa they advance in levels. gypsy characters can 
use a limited number of wlrard spells. They do not 
keep spkll books llke normal wlrsrcb do, although 
they do go through slmllar steps to learn thelr spells. 
In addltlon, they need not choose thelr spells ahead 
of t h e ,  although any spell they wlsh to use has a 
camtlng time of three turns (thlrty minutes). Only 
hose spells that fall Into the schools of lesser and 
greater dlvlnatlon are avallabk to the gypsy. Tnbb 
104: Gypsy Spell Progmasbn Indicates the number 
9 spells that a gypsy can cast per day. 

1 

m 

1 
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characten aacumulate a wealth of knowladge about the 

les are not looked upon wlth favor by 
's common folk, they suffer a marked 

pay trlbes falt 4nto a aort of cultural 
t only are they feared and often mistrusted 

ndred, the ranks of the Vlstanl find them 
a well. In the eyes of RavenloR'a ao- 

s negatl9e reaction Is reflected In en 
aracter'c Charlsma-based attributes. 

c' 
Ir 

Psi snit fsEs 
Ability Requirements: Constitutlon 1 

lntelligcnce 1: 
WI 15 

hime Requisites: Co tion,' 
Races Allowed: 

psionlciat player charactem CM bed any non&aotk, 
n m l l  alignment. Becauw of the need for stmewed 
thought and mental dlsclpuna. only, ChnNCtcm, who are 
lawful or neuhal can attain the lev& of mental control 
raq@dto m powsh. 

Palonkirtr disdain the uw of w - 7 ,  favoring the pow~n 
ofthe mind overthose &the body all c a w .  &cause of 
thb, the onty wsspons avsilsbk to palonklsta am short 
bows, hand c r o d x w s ,  Ught cmsbows, dsggcn, dirks, 
knives, clubs, hand axes, throwhg axes, horseman's maces. 
horseman's pick, sdmitan, npeam, 8kn-t w d s ,  md war 
hemmers. In domalns wheru am avdWe, p&vddua t 

c 
1 



can ampby handguns as well. A good rule of thumb In 

medlum weapon that weighs six poundn or less. 

shleldr. & reflect thls, they cannot make UM of any form of 
metal a q o r  and can UM only small shields. Should a 

nonstandard arms can be used by 
that they can employ any mall or 

Won1 1st~ also lack training In the use of armor and 

they have no 

not make use of maglcal Items. Rlonlcists can 
wrdons of any weapon that they normally 

like a ring ofngcneratlon or 
have act+ to as well aa thpw maglc Items not restricted to 

In addition, a prlonlcist can use maglcal 
are deemed by the Dungeon Master to 

the use of one OF hls 
a pslonlclst who Is a master of 

clalnentlc$m could employ a crystal h 1 L  

Ijit Dfct 
Palonlclsts begln play wlth 6 hlt points. When they advance In 
level, a sIxtdded dk, Is used to,detennlne the number of hlt 

gain. 7hc d I  Of rhlr dle C M  be modlllad by 
or low Constltutlon score. This p r o c a ~  

attalns 10th level. At that point, 
2 hh points wlth every new level and no 

hlt points for a high ConlNtutlon acore. 

SdW!m@tw-  
AU pslonkkt characters UK lhbk 105 to daMmine their 
resistance to speclal attacka. Aa a rule, charactem of ullr 
type are more resktanf to those atkacka that require 
willpower and determination but tend to be aomewhat 
vulnerable to those that requlre combat ablllty to ercape. 

Mat, ~omz: a d  nrim 
The pslonlclst character is a muster of we mlnd. He devm 
most of hls time to perfecting the mental dlsclpUnea that 
glve him hh unmatched mmtal ablllties. Becauae of this, 
these characters are very realatnnt to the effect8 of madnam 
checks. Conversely, however, the terrors and honrm of th- 
world are oRen overwhelming to them. lhh k not to say 
that pslo-'-'*r are In any way cowardly, only that they an 
aornctlm lprepared for the physical homn that often 
lurklntt ,ts. 

P 
chuaci 

RMe 106: 
dst Fear, Horror, and 

Pear I 

16 
15 

9-10 11 13 12 
10 ' 12 11 



Character 

200 2 
4 0 0  3 

6 adfustments begin with 6 hi 3 institul 

protective barriers collapse. Such 
character to the normal results of 

would be for a character of any class; plus, 
use his plonlc abilities. 

any program of treatment that 
aracter a weekly check for 

rqulnd to attaln each level. In sddltlon, the character's 
iccumulated Hit Dice totals are also lndlcated. 

n most campaigns, a hlgh-level pllonlclst attracts a lam 
number of followers who wish to study hls methods and 
learn from his teachlngs. Thlm &ply does not happen ln 
Ravenloft. After the pionkist reaches 9th level, a DUngWIl 
Master might want to introduce an apprentice or student 
nonplayer character, but thls should be done strlctly for rds- 
playlng purposes. 

Just as they can normally attract Idhem,  so too are 
high-level psioniclsts entltlcd to bulM special ranctwrteS 
once they attaln the 9th level of experience. In Ravenbft, 
however, they do w at their own pvlL As ls so often the 
case, anyone who would dare to eitaMlsh such a fa- 
does little more than advertise hls presence and drew the 
attention of the domain lord. 

BWtlqg rnd# 
4 psionlcist character beglns play with 3d4x10 gold piecw. 
These funds can be used to purchase equipment, cached for 
later use, or otherwise disposed of as the player sees Rt. 

Bcliftiqe DWpUats a& P@tD@l'# 
As psionicist characters advance In level, they gradually 
accumulate new powers. This represents the trainlng of _._ 

mulates experience points, he 
indicates the number of points 

, ,  I 225 
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minds and pe natural Increases in ablllty that come wlth 
experience lbble 108 indicates the number of disciplines 
avafiaMe 4 a psioniclst of a given levd, as well as the total 
number of dences and devotion8 that he Can have within , 
them. Lad , It llsts the number of pslonlc defense modes 
availatdef character through the use of his contact 
pmfklency (see The Complete Pslonlcs Hana 
explanatl on pslonlc proficlencies). 

for 

Tabla 108: 
Ps onkbt DbcipUnas, Powers 

1; 

. I 
XP 1 Totdl Total I 

c powers in the ADED game are divided into 
called disciplines. Each of these Is hrrther 
devotions (or minor powers) and sclences 

cipllne that the character Is skllled in. This Is 
primary dlsclpllne, and It marks the way In 

have mastered thIs disclpline 
und them are unable to. Some 

have not yet transpired. 
s k  Psychokinetfc characters have the ability 

temperature of an object, move heavy welghta wkh thelr 
minds, and even take tlight. 

Psychometabollsm: Those who have gahed the powm 
of plychometaboUsm can exert great control over the 
tions of* own bodles as well 08 those ofohm. A psnon 
so trained mlght be able to heal wounds, cure dlrssws, 
draln llfe energy, accelerate aglng, and Induce sleep. 

Psychoportath: A psychoporthn character cen instantly 
transport h l m d  or othem acmM (paa distances. Indeed, 
by warplng the very fabric of time end space .rrch a 
character can VI& alternate unhrsner, walk the planan of 
existence, or wen travel in time. 

Telepathy: When the average d t h n  thlnks of a prlonkist 
(whlch, admittedly, he docs not oftan haw causa to do), he 
t h h  ofthose who have mastmad the dlrdpllne of 
telepathy. Such charecten can read the thoughta of othsn, 
sweep away maorlas of past events, or wen causa people 

u h  their m s e s .  
tspsbnks: Metapslonln are powera that wgnnnl or 

otherwk cwnblns wlth other prknlc abUPJes. Mause this 
Ilmb thelr use somewhat, many paopla considw lhan 
inferlor to the other dirclpllner. In actudlty, though, a 
resourtahrl character can clo wardrour thbgs wlth 

psionics. 

The most potent abilities wlwn any glven dlscIpUne are 
called sciences. When a piionlcist begins play, he wlll have 
mastend only a single sclence wfthln his c h n  discipline. 

A player creating a new character can freely wkct hb 
first devotion. Upon attslnlng hlgher levels, when T.Ms 108 
indicates that the character has mastered a new dklpilne, 
he can again select the one that becomes avaUabk to h h .  
Of course, the Dungeon Master Is free to veto any cholce or 
to requlre the dectlon of a speclflc sclence If the nee& of 
the campelgn so mandate. 

Pfiotrft Dtuo~oru 

dlsclpllne, a trained palonk ea the pow hlr mhd 
to accomplish a number of -r ablWes.1.- an c.lbd 
devotions, and wen a low-level pdonlclst wUl haw 
mastered many af them 

DtbWt 4RdtS 
One of the first things that a pslonlclst learns In hk tnlnhg 
Is how to defend hlmwlf hwn mental attack by other 
pslonlcists or plbnic creatures. A ncvrly created character 
has mastered only a slngle defense mode. ThIs can be 
chosen by the player (or arrignad by the DwgeedMsrtsr) 
from the following lla: lnteUect fom~, mental barrier, mlnd 
blank, thought shield, and tower of Iron will. 

The powen of the mind, great though they may be, an not 
beyond measure nor without Ilmltstlonr. A player must obey 
certain re- when selecting the disclpllnea. devotions. 
and sclencea SvaUflSble to his character. 
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In level he always gains the 

veto selectlons that do not flt well In 
g as the player obeys the Ilmltatlons 

does sciences. For example, a 
as mastered the telepathy dlsclpllne cannot 
lence In that field untll he has learned at 

no mom than one 

II ADCD campalgn worlds, pslonlclst 

to 20 plus 2 points for every polnt of Wladom 
, someone with a 17 Wisdom score has a base 

BIfrkuPBpr 
As a psloniclst lnnases  in level, he caQ use his powers 
more fmly .  Thls is reflected by an increase in the numbor 
of PSPa available to the character. 

Whenever a pdonlclst lncmaws in level, he receka a 
minimum of 10 additlonal pslonk &ength points. To mts 
base, 1 point b added fpr every polnt of Wlrdom that tJm 
character has over 15. Thus, a character with a WbQm 
score of 17 receives M addltlonal+2 points for a to(d of 12. 

1.; 

llnawhu PBPS 
The exact rate at which expended PSPa are regained Is 
based upon the location of the cheracter. For - rewon, 
the pslonlc dampening effect of Ravenloft b gmatMt in the 
Core and weakest In the Pocket domslnr. 

Exactly why thh Is, none can say for certain, but many 
speculate that a llvlng w n c e  exists in the land that 
Interferes with the use of mental powem. If thb b the case, 
then the argument by some that the land Is a vltal, king 
thing neems a likely ansertlon. Still, for the t h e  belng, such 
mysteries must remain unexplained and mankind must 
simply llve wlth the effects of the unknown. 

QFrdD#rku 
The actions of a domaln’s lord can have a detrimental effect 
upon the rate at which expended points are rrcovcnd. In 
any domain that has had Its borders d d ,  the rate of PSP 
recovery Is halved for any pslonlclst trapped them. Thus. a 
telepath caught In Borca when Qabrldle Merre matea 
ring of terror would m a i n  nnly one point every huo hol-. 

Any pslonlclst who tra !Ithln the swirlln( It 
embrace Ravenloft d b  s that they do nc I 

recover expended PsPa at all. It has been speculated that 
this Is not actually the cam. Rather, some scholar say, the 
rate of recovery Is slowed to the point where It sppesn to 
have atopped. Whlle thla sort of distinction may warm the 
heam of psionlc scholars who am sofa at home, thoac who 
are trapped In the Mlsts and runnlng low on PSPS take 1% 
comfort in it. 

tZUllpomer 
The powerful mlnd of a psbnicist makes hlm eapecislly 
rasllstant to certain forma of maglcal attack. whenever one 
of these characters is the target of a spell from thc 
enchantrnent/cherm school, he receives a +2 bonus to hi8 
saving throw. This adJuatment Is In addition to any recehred 
for an exceptional Wlsdom score or other conrlderation. 



murti- &UB 

U pf the standard rules for multl-class or dual- 
c M characten apply to campalgns based In the 

mlplane of Dread. The followlng is both a 
s mmary of those guldellnes and a note on the 

addltional c ndltions that apply to them in Ravenloft. 

@dti-W QGnrnefitn 

I 

I I T¶bk I 1 0  
Wowabk MUM-Class Combinations 

Dwarf 1 

HaIf-Ell 
Flghter/Clerlc 
Flghter/Thlef 
Flghter/Gypsy 
FlghterlMage 
Clerlc/Ranaer 
CIeric/Magi 
ThleWMage 
Thief/(iypsy 
FlghterlMagelClerlc 
Flghter/Mage/rhlaf 

use the most favorable 

acter hps (round fractlons Qm, but a Hit Die can never 
be km than one hlt poInt). A character's Corutlhlrion 
bomu Is spUt between hi# c lawl .  When the 
advances in one C ~ M ,  ha recekes half (or one-thkd) d 
the ConaihAlon bonus. After the character's &M 

one-third) of the Corutltuslon bonus b applled. 
. (or classes) advances a bel ,  then the rest (01 another 

pwlustd- 
The weapom and armor availabk to a chamcter depenb 
upon hls choke of claucs. 

0 Warrlon. A muM-cIau wdrrtor can use all of hb sbpttk. 

standard by whlch o h e n  an judged. 
0 Pllsst.:Aprbtbsub)acttothefullnrtrfctloruofthrt 

class and cannot, thsnlore. lmeedgedvsapona 
0 WlZards: A WLard character Can M y  CCi l lbb  hb 

apelknstlng aMHtkrwtlhthe weapon c!wkesdhb 
other clsucr. Hb cholce of arnnx, howak, Is 
mblcted. An elf cen coat spells whlk In dven chah, but 
all other races must abide by the armor rertrlctlw 
stated for wizard characters. 

0 Thkvcs: AIthow& a multl.cbu Mi# fm to ueeany 
weapon ha wlahes, his choke of a m r  can dka hb 
thievlng abluuaS. A thW In armor nc4 nomrdiy allwed 

tles, he must remove hia gsuntlete or helmat. 

UlllnleM o t h d s C  p w .  b ChEMC@F8 EM the 

to thd ChSS b Mabh to OlIlpb)' My of hi8 drlul M f O s  
opening locks andhearlngnok. When u s & l g h  &Nl- 

c1Gaelar;s 
Only humans and half-Wstanl CM be dual.dsrr drsractan. 
The normal requlnmenta are listed belaw. 

0 A character must have scores of 15 or bsaar in the 
prlme requwtes of h b  orlglnd c b ~  and 17 orktter ln 
thow of h h  second clam. 

0 A character must sttsln at lasrt2nd level In hls od&d 
C t u r t m f o r e  s*hhgtoanSv pde&m. 

0 Once a claw h abandoned, the charsacr cannot rahan 
to it at a later tlmc. 

0 A character M~EIM all of hfr hit pdnta and HlkDlca 

all ofthe othar benefit8 of hlr pmvkur dsr Uan he 
attainr a hlgher level In his second clsuthan he held In 
hlr fh t .  If he d e c k  to use any of h b  dd &llItka 
(Including attack and mvbq throw numbers, weapea 
or arinor that are now p r o h w ,  and any ollnt aMlk. 
of the old clsu that are not Included In the new class), 
he earns no e%perhma for that encounter e n d m  
only half experience for the whda adventure. 

0 A d w l - c l a ~  character mW obey the weapon and 

totsb when he converts to hb lMyl c l a ~ b u t  m u r t m  

armor m c t i o n s  of whkhever clsu he b currently 
acting as. Thus, If a fighter/Imge W m t a  to throw a spell, 
hs cannot be .rreartng heavy annor, 

In most ADGD games, it Is parlMe for e character to 
combine any two classes when becomhg drul-clms. &I the 





I 
receive a +Z bonus to 
reslst the effects of a 

the attack Is made by the lord of s domain. 
such creatures and so unique Is thelr place 
the normal defenses of the druid falter In 

, thls ablllty functlons wlth 
from the F O R O O "  Re,w.w 

ch Is from the D m  
lmllar realm. A druld 

mllar realm. The exact determInatlon of a 
r thls ablllty Is. of course, up to the 

ruld No drufd church has been establlshed 

beyond), theoretlcally becomlng the Cireat 
RavenloR recognires that post. Such a 

7th or hlgher levels, a 

of tales, slngers of songs, and entertainers 
they come In many vadetles. 

of Dread. The cl- thing to 
and entertalnlng characters do not gener- 

the bard In R a v M  Isthe gypay whotraveh about& 
news from dher places or tellr stork to entertain hb 
patrons. For all thelr slmlbdtles. gypr*s U v e  a hard life and 
are generally more grim and mmbar. Thelr sttMkr and son@ 
are often tragic, occasionally prophek. and m l y  mora 
solemnthanhaeofthebard. 

descrlbsd In the pkyer'shdbook) found. In that land an 
entin culture has grown amund 8Inglng and muslc. Stlll, Sll 
Is not as It seems In this wooded realm. W a  many dthe 
populace have the slnghg or mudcal instMnent 
pmflclencles, the only true bards In thh realm are the 
Melstanlngers. Also, they are all wolfweres, not wltabla for 
use as player characters. 

Stlll, bards from other lands do occaabnally make their 
way Into the Demlplane of Dread. When that happan& the 
following changes must be made in the uae of thelr specid 
aMUtlas. 

Spell Use: Whlle a bard's spelkastlng powers are w 
changed by hh peerage through the h, It muat be kqal 
In mlnd that maglc ltaelfworks dlffemntIy on the 
of Dread. Bards are fully sub)ect to the makhg of p o w a  
checks for uslng evll spells and rimllsr adJustment8. 

Bard AbWw: Bards share many dthsthlcfssbfWler, 

ment In a langwge that he corm& rasd orwlbs. In Rave&& 
thh ability appliar only to works that odghatd In the bard's 
home land or that were wrttten In a h g u g e  d t h a r s .  
Thus, a bard from the C~REWAW campaign satlng could 

use thls abllity to declpher thlngs b g h t  Into Ravenloft 
from Oerth. By the same token, however, he could attempt 
to master things in the language of kcropob, for It wbs 
once a part d that world. 

b r d k  Song: The ability ofa bard to mcdlfy thereaekm 
of a cmwd wlth a cheehl tune or an entertdnhg &ry h 
generally unaffected by the p o p s  of the land. Because d 
the generally xenophoblc natura of people In Ravenloft, 
however, the s a w  throw allowed for the arrdlence 1. made 
wlth a +2 bonus. 

B a ~ k  Volce: The Insplrhg songs and tales d a bard am 
Just as effective In Ravenloft as they are elwwhem. In 
addltlon to the character's normal abllky to hnprova emek 
d, savlng thmws, or morak, an inspblne song can be 
uwd to glve the bard's allles a +2 bonus on any fear check. 
that they must make. 

Bardlc Lore: The ablllty of a bard to "know a utus bit of 
everything" Is greatly reduced In Ravenloft. Because the 
Demlplane of Dread Is a place unllke any a bad h Ilk* to 
have explored before, thh ablUty Is subJect to the same 
restrlctlons that apply to the read languages ability. 
That Is, the person, place, or thhg bdng conaidad must 
have orlgkrated In or have Important tle to the 
character's homeland. 

Playem can attempt to use this power to determine 
whether or not their characters are in Ravenloft. The 
Dungcon Master should allow the bsrd a nom1 chance to 
deduce that hls charactnr Is on the Damlpbne of Dread, 
shce word of I t s  axktence has reached the Rlme Material 
Plane. Of course, the InfonnaUon that the bard has about 
the Land of the MI& Is Ukely to be confusb and tumbled 
so lMe actual value wlll coma of the deductkn. 

only In the domain of KartakaM are true bsrds (as 

Incl- the knack for W- out the meanhgd (I docu- 
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I 

have no use for bullies, 

ho enforce them. A 
within the law to 

are just and noble, but generally keep 

f a neutral good character. 

alignment are rigid and structured in their 
the importance of order and law as belng 

In their eyes, society will 
obey the rules and a balance is 

evll. Most unfeeling bureaucrats 

belleve that all thlnga must be In 
be good and evil, lev and chaos. 

druids, or who wek to attain 
fall Into this category. 

-14 

Qsutft4Whl 
Most pwpk would consider those who fall Into this csbcgory 
to be dangerour eccentrics. They we no good or wil h the 
universe and have no desire to plMnotc the LnteresU d Iwr 
and order. Characters of thh bUgnmant are subject to mvlfi 
changer of fancy and are generally difficult to deal with. It h 
recommended that players not be allowed to run chaotlc 
nbutral characters. 

14mtral mil 
These characters favor personal goin above all ebe. They 
work with others when the need to do so arbem but n e  no 
value to be had In long-term c- or frlendddp.. 
Thelr loyalty Is typh~ily commanded by wealth or power 
and can be bought by the hlghest bidder. It h mconvnended 
that players not be allowed to run neubal evll characten. 

Lawful evll characters generally we that roclety m pws 
to exirt. They we vlrtue In cfder and sccounteblllty. As 
lawful characten. they keep their word and can be counted 
on to keep to the letter of MY sgnamant they &e, If not 
I t s  splrlt. They a h  try to use the bwr tothdr bendit h any 
way possible. The elite sddhn d M cppreulve dMstor 
generally fall Into thh category. It h recommcndbd that 
players not be aUowed to run lawful evU charscten. 

A chsotlc evll penon carem for nothing but raw power, 
personal wealth, and self-gratlficstlon. A chaotic avtl penon 
breaks oaths. betrays hls Mends, and d m  anythlng elre 
that seems to be In his best Interertr at the moment. 0- 
of chaotic evil Indtvlduals are held together only by the force 
of their leader's Charisma or raw power. T M  Srlgnment L 
not recommended for player chemctem. 

II of the normal rulps for V O I U I I ~ E J  and involuntary 
alignment changes apply to RAV~NLOFT 
campaigns. When a character h h k h g  a 
voluntary Change in alignment, two types of 

situations are poaalble. If the change is for the good of the 
game, then the Dungeon h a t e r  ahould try to & 
It. If the change Is not for the good of the game, then the 
experience point coat to galn the next l e d  Is doubled for 
that character. 

When a character makes an Involuntary change of 
alignment, the doubled experience point penalty does not 
apply. Instead, the character must rnske an lmmedlate 
madness check. Fallure at this check has the normal 
results as dexribed In Chapter Sk. In additlon to the 
madness check, the character cannot earn any experience 
polnts untll his former alignment is regained. If the player 
decldes to keep the character's changed a l l g m n t ,  then 
the change le constdered a voluntary alignment change 
from that point on. 



t Is polnt, a character's natural talenta have 
b L  n ddned, and we have a solid plctun of his 
r ce and choaen profedon. Wlth the aelectlon of 
h e proflclencles, the character wlll be rounded out 

and made i a d y  for uae In the RAVWLOPT campalgn. 
I 

Ravenloft hero ~ l e c t a  and 

any ADGD character docs. 
akes UM of his weapon proflclencles In exactly 

a m  of the unusual nature of the Demlplane 
me modlflcatlons must be made. 

The number of proflclency mots that a character baglns wlth 
Is bawd upbn hh startlng class, as Is the rata at whlch he 

Tabla 11 t :  h p o n  plollciancy Slots lists the number of 
slots, the ra of slot acqulsltlon, the related weapon penalty, 
and the no $ roficbncy penalty for each of the varloua char- 

-r CISST 
Character 
CL.1 
Wanlor 
Whard 
Hest 

F'sbnlcIst 
Rogue 

Table 111: 
Weapon Proflclency Slots 

lnltlal Mdtlonal Related Nonprof. 
Siob hvela W e a p o ~  Weapona 

4 3 -1 -2 
1 6 -3 -5 
2 4 -2 -3 
2 4 -2 -3 
2 5 -2 4 

rangen and avengen, ahan thls ablllty 
ADED cainpalgna. For more 

le  "W " d o n  ln Appendix Threa: 
Character 

.. 

must devote two 
the second 

to speclaUle In It. Any bow r q d m  a total of- Wte 
speclalhe (one for profklancy, two for a p d a h t h ) .  

Once a character specialher wkh a melee weapon. he 
g a h  a +1 bonus tows attack rob  w h  that weapon and 
gabm a +2 bonus to damage d r  Any stnngrb or ma& 
bonuaea that a character has are added tothb h u r  Bar 
and c m b o w  apeclallnb acqulm the range category of 
pohtbbnk. For bows, pointblenk ranga Iatromdxtothkty 
feet. Croubowr have a poht blank range of ala to s W y  feet. 
At polnt blank range, the character has a +2 bonu to k* 
attabk rob, although no addltkmd damage Is cauaed (&de 
fromstmngth and magical bonuaea). Ifa character hes an 
a m  nocked and drawn or a norrbow boh loaded ad 
cocksd, then hecanflm at the bpglnnlngdthe round 
befon anyone rob for lnltlathn. 

Chanctem who rpeclallre galn extra aftacb e h  
thoae who do notspeclalbe. These axtn attadu anlhtsd 
OnRbb 112: spddlat Att.ckr Per RouRd. 

j labk 112: 
Specfallst Attacks Per d 

Other 

w weapon x-bow x-bow Dart Mbdlea 
1 4  312 111 112 311 411 312 

7-12 211 312 111 411 511 211 
13+ _.- 211 312 511 611 512 

The typlcal ADGD character lnfllcta Id2 polnts of damge 
from an unarmed attack. Aa charactem ucpkn tho 
Domiplane of Dread, however, they am somethas cumad 
wlth mlnor trandorrmatlona that may glve them fangs, 
claws, or other natural weapons. 

A character wlth natural weapons Is always profkknt h 
their UM, so none of the character's praclour profklency 
slots need to be allocated to them. Characten who can 
make uae ofthe weapon spaclallzation rules, however, can 
opt to allocate addttlonal slots (the Ant la free) to tho uw of 
them weapona, eamlng the normal advantoass s-ciatd 
wlth such tralnlng. 

282 



s lbted in the ADED rules are available 
can begln play proflclant 
have been available to 
t Is, only those that mlght 

muah of a problem. ARcr 
a sword. It matters 1 1 t h  If It Is made of 
or steel. Flrearms, however, are another 
are found only In a few of the scattered 

labk In varlous cultural 

are slmply akllls and telenta that a 
acqulred over hh life. The exact 

and the rate at which 

Tebk 113 
nonweapon Proflckncy mots 

Character Inltlal Mdltlonal 
sass slots Levels 

warrior 3 3 
Wlzard 4 3 
Prlest 4 3 
R w e  3 4 

Psloniclst 3 3 

Players use thelr slota to purchase prdiclencies in exactly 
the same fashion that they do In the core ADED game. 
There are a few differences, however, In the way In which 
proflclencles are grouped. All pmflclencies are grouped Into 
one of four ccltegories. If a skill is not listed In the common 
group, the racial group, or the class group of a character, 
then the character can Durchase the sklll bv awndina an 

This group of proficiencias is open to all characters. 
The skllls thqt fall under this headlng are found 
throughout RwenloR. 

~ m m a r P r W a &  
Although marly of these skllls are common In other places, 
they are rare In Ravenloft. Because of thls, no character has 
ready access lo thls group. Thus, an additlonai slot has 
been alloca@ beyond those lndlcated on the orlglnal table 
in the player's Handbook. 

r ( u w m  
Many of the sklllr not Included In the common group have 
been assernbled according to the races thot they are mOa 
commonly suoclated with. b a r f  charactem, for exsmpls, 
can scqulre rkills Ilke minlng. 

caur-d 

i3w-m 
The folk of RavenloR do not travel es often as thoae In, cay, 
Toril. As such, many proficiwcias suffer a reduction In thelr 
chance of &mesa when used ouulde of the character's 
natlve domaln. These penalties am noted In Tbbb 114 
Nommpon Roflckncks. 

I .. 

r. 
* -- -- _. 
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Animal Lo$ l i n t  0 ?apansmithing 3 
Aotroloer' 2 Int 0 . 

zard Qoup 
icient History2 
ttr0105y' 
iglneerlng 

lots AIJI. mod cimc~ttj 
1 Wls -1 Herbalism 

0 Languages, A ' 

0 Reading/Writlrts 1 mr 
SpeUcnR 1 Int -2 

-3ts Abl. Mod 

0 
1 Int -1 Pa 

? Wis -2 CiemCutth# 
? Int -2 Harness 

Mugicallnstrumer I Dex -1 ddftstlve fo 1 wis 
PrlestcraR' Wis 0 ading/\hlrlti 1 Int 
Readlng 1 Int Rejuvenation' 1 wis 

anguages, Anclenl 1 Int 0 Subconscious5 2 Wi$ -1 
oca1 History' 1 Cha 0 Hypnosis' 1 Cha -2 

I Religion 1 Wis 'A I Religion 1 wis 

Priestcraft is Identical to spelicmft, save that it deals wlth uang priastly magk Instcad of wlrardry. To undentand both types of 
character must pomess both priestcraft and spellcrafl 
Can only be applied to technlqu 
When used outslck home domain ' When used to prepare hls homc d 

' Theae profkiencles an explained 
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............. .22 6-229 

... .160. 201 
........... I S 1 6 0  

Adam .16.2%31. 73 
Adem ...... .17.25.52. 

54-55 
..... .17.25.5 2-55 ................. 78 ............. .4 6-49 

281 
. .  .194. 212 

altercclo .I5 3-155 
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~ 

Althea ................... .21. 73 
Ambsr Wastls ......... .17.19.21. 

l02-l10.133 
amnesia .150.152. 156 
anchorfle .132.134.244. 

245.262.26 5-266 
anclent curs ............ .178. 212 
Anhktepot .IO 3-104 

.............. .96-9 8 ........ 
.............. 188 ............. 176 

svcngcr .133.245.252. 282 
averGon ................. 146-148 
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61.137-138 

Bane . ........ .67.6 9-70 
.6%65. 280 

............ 28 
Barovla .14-15.19.24-25. 

44.58-62.64.76. 
87.132.133. 135 

........... ..34-3 5 
Blawteln 73 
Bluebeard 73 
Bluetspur .12.1617.84-8 5 
Boglanda .3 3-34 

.17.24-25.5%58. 123 ....... .9.175.201. 
209. 279 

BoriW. lvana ........... .17.5 5-58 
bronze age .20-21.102. 107 
Burning Peak ..... .17-18.11 0-117 

Canjar 
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catatonia 

.... H24 
..... 242 
.135. 137 

Cavitlus ................ .11 0-116 
Chlang. Wen .............. .86-8 9 
chlvalrlc ........... .20.22.34.37. 

46. 52. 55.69. 
95. 125126 

choking fog. Strahd's ............ 59 
Church of Gra ...... .31.34.41.55. 

134-135. 265 
Clrcle. The ............... 13S134 
clalnentience ....... .197.274. 276 
classical ...... .2&22.81.86.89. 90 
clnlc ........... .39.51.145.155. 

177. 184.245. 
262-264.266.278 ... .. ~ 
_._ _ 

cloud ofputrrpcatlon ........... 177 
Cluster domains .... .12, 19, 102-121 
conjuration ............. .180. 256 
Core domains ....... .13.19. 2-81 
copse whisper .......... .176. 186 
COITU~~~OII .......... . . I ] .  161-166 
corvara ..................... 242 
curses ......... .159. 160. 212-218 

curse. dangerous ............ 217 
curse. embarrasshg ..... 
curse. hstmtlng ....... 
curse. lethal ................ 217 
curse. troublesome .......... 217 

I 

D 
d'Honalre. Dominir * . .3 2-33 
D'Polmo. Steran ...... 73 
Daclaud Heinfroth .......... .19. 73 
Demon Skragg ............ ..34-3 5 
dangerous curse .............. 217 
dark age ................. .22. 98 
dark powem .11-12.1Sl62.21 2-218 
darklord ........ .12-13. 19.24-82. 

161-163. 166 
Darkon ......... .15-18.20.24-25. 

3534.36-37, 
45.61. 137 

Davlon ............. .121-123. 126 
Davlonthe Mad .......... .I2 1-123 
delurlon ................ .f5 1-152 
hmentlieu ....... .17.24-25.3 1-32 
demilord ........ ..12.19.12 1-130 
Demlplane of Shadow ..... .175. 187. 

201.204. 279 
Damlie ...................... 73 
dcpnsslon ............... IS151 
Diamabel . . I ........ .IO 5-107 
Dlllmya. Ivan ........ .25. 55. 57-58 
dlvlnation ........ .9.206.255.256. 

260.262.265. 272 
dlulnecurse ......... .177-178. 212 
domain ...... .12-13.19-22.2 3-130 
Domlnia .............. .19.73. 156 
Domlnlc d'Honalre ........... 32-33 
DI . DomWani ......... .19.73.150. 
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25% 267. 274 
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flghter ..... 244-245. 248.278. 263 
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Foreat of Shadows .......... 33-35 
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Proternt Shadows .......... 138 ............... 217 
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QaH Kloggln ................ 3445 
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24-25.55.57-59. 
6 1,6768.70.76. 
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Ai9ventureAwaiti 
Deep dungeons beg exploration. 

vicious dragons dare adventurers to enter their lairs. 

Lost treasures wait to be claimed. 

And everywhere the forces of chaos and evil are spreading their influence. 

This is the FOIIC;O.ITI~.N KI<~~\I,R.zs Campaign World: 

a place of classic medieval advcnture and legendary mystery- 

and TSR's most popular world for the AI)VANCISI) DUNGEONS & I)R/\C;ONS" Game. 

Here a hero can wander for years and still not see ever.ything. 

It all starts with these products! 

The basic n 
required fo play 
m the Realms1 The box 
includes four maps 
and three books w i l t  
d c t d h  on the land 
peoples and poterltldl 
adventures 
FORWEN REALMS 
Campaign Setting 
nn#ioR? 
S U ~  n m  $ 3 0  00 
ISBN I 5 1 ~ 1 1 I t ~ t ~ l l 4  

Everything you need 
to know about Water- 
deep, the most splen- 
did city in the Realms. 
Great adventurer mil 
with the details 
included in four books 
and six maps1 
City of Splendors 
Campaign Expansion 
nRff1109 
Sug. Retail B25.W 
ISBN 1-560764- 

. 

The City of Splendorr ar Delve derp IMw 
seen through voids eyer1 deep ttleif ir) 1 1 k  5 

The lovable renegade's lhe classic Ruins 
guidebook to Waterdeep of llnderniouritairi 
ofleir a viw to the ddventure. Who k r w n  W,II 

seamier ride of things. lurk5 far below the city? 
Ydo'r Guide to Waterdeep Ruins of Undcrmwntsin II: 
Accessory The Deep Levels 
nu m319 Adwiilwe 
Sug. Retail $9,95 TSR #1104 

suq. netail $25.oo 
ISBN I-56076.821~5 
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