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Using ThisModule

Monster Statistics

Throughout this module, full statistics are listed for each monster where they appear for
convenience of play. In addition, the experience award for overcoming the various mongdersis
adso given.

RAVENLOFT™ DM's Screen & Character Record

Sheets
In an effort to speed play, Feast of Goblyns includes a specid addition to the AD&D® game
Dungeon Magter's Screen. This screen isintended to be used in conjunction with the origind
AD&D 2nd Edition Dungeon Magter's Screen, and does not reproducethe  information on
it. Rather, this new screen provides charts, tables, and data uniqueto aRAVENLOFT™
campaign.

In addition, this module includes a character record sheet designed specificdly for use
by players exploring the dark regions of Ravenloft. Of course, TSR Incorporated grants
permission to photocopy this sheet for persona use only.

DM Preparations
Aswith any module, this adventure should be read completely through at least once before you
gt down to refereeit.

To properly prepare yoursdlf to referee this module, you should be familiar with the
RAVENLOFT Boxed Set. It is further recommended that you re-read the sections on
Kartakass, Harkon Lukas, and Gundarak, asthese are dl important to the flow of eventsin
Feast of Goblyns.

Boxed text has been provided that isintended to be read to the players. By using this
text asit is presented or by rephrasing it in ways that seem more natural to your own style of
Dungeon Magtering, you will be better able to capture the fed of aRAVENLOFT campaign.
Don't fed confined to the use of the boxed text, however. Y our game will often seem more dive
and may flow better, if you add your own descriptions of some areas to those presented in this
module.

Important conversations have aso been set aside from the rest of the text for ease of
reference. While these sections aren't intended to be read aloud to the players, they will provide
the DM with afed for how the conversation should run. Since no two groups of players will
follow exactly the same line of thought or conversation, the DM will have to improvise portions
of these conversations.

As afurther note, due to the many smdl dterations from the sandard AD& D game
rules that appear in this adventure, it is recommended that the DM mark al portions of text and
rules dterations that he feds are pertinent to play prior to playing Feast of Goblyns. By doing
this, you can skip over dl the text which isincluded for firgt time reading (what's redly going on,
higtory, etc.) and yet not accidentaly skip any important items. Using this technique. you can
quickly skim the introductory pages for a pertinent eement (such as how quickly the PCswill
pick up the Kartakan didect) when you need it during play. Also, in aroom description, you



will not miss small dements such as, "The chest islocked.”

DM Style

What redlly sets off agood RAVENLOFT adventure from a standard AD&D game module is
the style of Dungeon Mastering that must be employed. If you, as a Dungeon Magter, do not
heed the following advice, you will only be playing another typicd AD&D game that has been
equipped with horror-type monsters, not the frightening clashes with darkness that
RAVENLOFT campaigns are intended to portray.

To begin with, you must grive to convey to the players that their characters are
outsiders. They are not wanted in thisworld and are regarded as strange, poorly understood,
and untrustworthy.

They should sense that their characters are missing pertinent information, but thet there
isno way for them to acquire al the facts they might desire. They should fed somewhat helpless
and out of control (though not so much as to take away the fun of gaming) because they have
been cut off from the world they know so well. Most importantly of al, however, they must be
indtilled with a sense of fear and dread about the events unfolding around them.

To do these things, you need to dow down your encounters and fill them with detailed
description. The following excerpts from a game will clearly show the way in which descriptions
can be used to highlight the specid fed of aRAVENLOFT campaign. In both cases, the
characters are being attacked by a wolfwere while deeping at an inn. Notice the flavor and
elements of horror which are included in the second.

A typical AD& D® game encounter:

DM : You hear mongersin the hal outside your room, they seem to be trying to open
the door.

Tim: | legp to the door and prepare to attack it with my sword if it enters.

Bonnie: | load my heavy crosshow and aim it at the door.

DM : The door bursts open and a wolfwere charges into the room!

Tim: | swing at it. My attack roll isan 18, | hit! Let's see, | did 8 points of damageto it.

Bonnie: | let fly my quarrd. Dratsl Only an 8,1 missed.

DM : The werewalf attacks Tim's character with asnarl, doing 4 points of damage. etc.

A RAVENLOFT campaign encounter:

DM : Make a Condtitution check for your deeping characters.

Tim: | madeit

Bonnie: Darn, | failed.

DM : Tim, you wake up in the middle of a nightmare in which you were being chased
through dark groping woods by a huge wolf. (Now switching to awhisper) In fact, it seemsas
though you can 4till hear the hot breath of the wolf behind you.

Asyou listen, it becomes clear that the panting is real. Although you can't see the door
to your small dark room, you can hear adow deep drawing of breeth outside it in the halway
(the DM mimics the sound). In the quiet of the night, you hear afaint scratching sound at the
base of the door, and the hair on the back of your neck stands up. What do you do?

Tim: | quietly dip out of bed, unsheathe my sword and wake Bonni€'s character.

DM : (rolling dice) Y our bed cresks as your weight rolls off of it. The scratching and



breathing both stop.

Tim: | try to grope out in the dark where | think my companion is deeping and tap her
with the flat of my sword.

DM : Bonnie, your character wakes up in the middle of an identica nightmare. Y ou fed
your subconscious mind screaming at you that thereis danger so loudly that it dmost hurts.

Y our infravision picks up Tim's character as adark red form squetting in the middle of the floor
holding out his sword over your head, he looks scared.

Asyou begin to dir, you notice that whiffs of hot air, afaint red in your infravison, are
seeping under the dark form of the cool door. Just then the handle begins to dowly turn. Tim,
your character can hear the door knob turning.

Bonnie: | reach into my boot and pull out my dagger +2.

Tim: | cregp to beside the door with my back to the wall and prepare to defend mysdlf
againgt whatever comesinto the room.

DM : The knob stops turning as the dack in lock mechanism is taken up. Whatever is
out there has discovered that the door islocked, but you hear only silence.

Bonnie: | step out of bed with my back to the far wall and listen.

DM : (Suddenly yelling out loud, "Roaaaaaar,” and acting out the scene as he describes
it) A huge hairy arm the Sze of your upper leg crashes through the wall. Y ou see long razor
sharp claws on the end of awicked looking furry hand. It rips at your character's neck, Tim.

(The mongter's attack roll is made, but it misses) It tears your shirt collar off and scrapes
its claws adong your exposed throat. Y our neck stings from the cruel scratch, but you seem to
take no damage.

Tim: | step back and look through the hole to seewhat it is.

DM A giant wolf-like head stares back at you. It rests atop a huge hairy body which
looks vaguely humanoid. Its keen eyeslock onto yours for and ingtant, making your heart
contract as a spurt of fear clutches you.

Bonnie: | put away my dagger and grab for my battle axe.

DM : Suddenly, the entire wall burgts into fragments as the cregture legps through it-
nimbly landing on its two back paw-like feet. Plaster from the ceiling showers down in various
sized chunks and temporarily blocks your vision. Then the massive being cocks one wicked
looking arm upward asit poises to strike your character again. Y ou can smell the stench of
rotten flesh upon its bregth.

Asyou can see, even the wolfwere's miss seemed terrible asiit ripped through the
character's shirt and scratched his neck.

Without this type of description, it will be very difficult for even the best Dungeon
Master to maintain the atmosphere of horror that isavita part of the RAVENLOFT campaign
Setting. Be sure to remember sound, smell, and touch in your descriptions too. It has been said
more than once that detail and vivid descriptions which target dl the senses (not just Sght), are
the tuff of horror.

Furthermore, you must hand pick your encountersin a RAVENLOFT campaign. That
iswhy they are caled optiona encounters below instead of random encounters. Y ou should
select each encounter for a specific purpose. If the PCs believe they are being chased by three
wolfweres, then have them hear three wolves howling in the distance that night. Be sure to
remind them that thismight just be a coincidence. When your players are properly convinced



that danger lurks everywhere, you can have fun with encounters like this that don't actualy
physicdly attack them but play upon their imagination as the howling above.

Another technique that works quite wdl is to have your mongers flee from afight
before being killed off--as long as you do it within the limits of the rules, of course. This adds
more mystery and provides you with amonster that may want revenge. Thus, the PCs then have
apossible future enemy.

Another tool for catching the player characters off guard is to present them with opposing facts.
For in. stance, during the daytime the lands about them should look fair and beautiful. This
dlowsfor abregk in the often intense mood of Feast of Goblyns and provides rdief from the
horror of the night. Because of this, the PCs should rarely be attacked during the day unless
they are deep in the woods. It isimportant to avoid constant attacks by an overbearing enemy,
asthiswill soon become the norm, and what is the norm will soon lose any sense of being
horrible. Even comic rdlief is useful once in awhile just S0 you can cheer the party up enough to
dlow for room to drop their spirits when the night comes.

Findly, alast dement that sets Feast of Goblyns off from common (or even
exceptional) dungeon crawling adventures is the concept of a"wandering mgjor encounter”. By
this, we mean that the most deadly things in this module are not tied to one specific room, but
move around just as the PCs do. Akridl, Harkon Lukas, Harkon's henchmen, Radaga, and Dr.
Dominiani aren't Stic features of the countryside. Most of these NPCs aren't even located in
one specific area or room. Rather, they move and interact--They live!

Deding with NPCsllike this, who don't just "git there and take it" adds a great dedl of
realism to the adventure. Further, it promotes the atmosphere of the unknown and, thus, dread
that makes a Ravenloft game special. Remember that the PC's foes are as intdlligent, adaptive,
and flexible as the they themselves, and just as powerful. Don't let NPC datistics get in the way
of playing up their awesome powers.

Throughout this module, alot of history and plot descriptions are provided for the DM
S0 that the various aspects of the adventure will make more sense. Thisaso adds alot of flavor
to the module. Of course, it would be nice to add this same flavor to the game. However, it is
not as easy to write in sections which will convey these dements (such as the crown's pagt, Dr.
Dominiani's intent to betray Akrid, etc.). To do thisyou will have to incorporate your own
methods. Local gossip, finding letters, alowing the mgor NPCs to occasiondly talk too much,
and the like can dl be used to fill the PCsin on these dements.

| mportant Consider ations
Wolfweres

Wolfweres play amgor part in this adventure. As such, it isimportant that we make
clear apoint that has been known to cause some confusion in the past.

In the Monstrous Compendium, wolfweres are noted as being hit only by iron or +1 or
better weapons. The word "iron" is up to interpretation here asto what qudifies. It isimportant
in this module to keep wolfweres athreet to the PCs. A band of three wolfweres should be a
formidable foe, perhgps nearly invincible. However, if you interpret "iron" as meaning any meta
wegpon, then al your PCswill be abdle to hit the wolfweres without needing magica weapons.

In game terms we suggest that you take this to mean nearly pure iron. Such wegpons
would be older than most of those carried by the PCs (who tend to have sted weapons in most
games). Furthermore, iron wegpons are generdly inferior to stee wegpons being more brittle



and eader to chip and break. In combat, any naturd roll of al indicates that such awegpon has
broken if it is being used on a harder substance (like sted).

This gives you some flexibility in controlling which of your PC's non-magica wegpons
will be effective againg these cregtures. If none of the PCs have magic wegpons, you will
probably wish to have a couple of them carrying old iron wegpons or make such wegpons
available to them early on in the game. If many of your PCs have magic weapons, you should
decree that dl of their norma wegpons are either sted or very impure iron (not qudifying them
to damage awolfwere).

Turning Undead
Due to the powerful wdls of evil that surround certain places in Ravenloft, turning undeed is
often far more difficult then it isin the typical AD&D® game. The following adjustments must be
made to dl turning attempts:

Adj  Location

-3 Radaga's Caverns

-2 Dr. Dominiani's Keep

-4 Homlack

Waking from Seep

Many times during this module, you will need to decide if a PC wakes up or not due to
some noise or Stuation. A suggested method for doing thisis to require the PC in question to
make a Congtitution check--a hardy PC won't be as exhausted as others. Thieves and Rangers
adways get to add their Reaction Adjustment to this check. In addition, modifiers up to +/-4 can
be assigned, depending on how loud the disturbance is, warnings by the subconscious mind to
"wake up or die", and how tired the PC is.

Optional Encounters

Over the course of their adventuresin Ravenloft, the characters may well find themselvesin
Stuations where some sort of encounter seems possible. The DM is never required to employ
such encounters, but judicious use of optiona encounters can add agreat ded of flavor to the
game.

It is recommended that the encounters for a party be hand picked to reflect the Stuation
they find themsdvesin. For example, if they have just fought off an attack by apair of
werewolves, they might be haunted through the night by the howling of wolvesin the distance. It
is aso important to remember that not all encounters should lead to combet. It may be far more
effective smply to have the party know that the woods around them are full of dire wolves than
to have haf a dozen such creatures charge into their camp every few hours.

If no single encounter seems to be wholly appropriate, then fed freeto usead20 rall to
determine the nature of the encounter. Of course, thisroll may provide a basis for later
encounters. If you roll up an encounter with ajackd, isn't it logica that the next might be a
jackalwere?

Optiona Gundarak Encounters
Check for encounters in Gundarak once during the day, but three times over the course



of anight. In dl cases, there is a 50% chance that something will be encountered. Travelers who
areintowns are rdaively safe and al encountersin any sort of village should be for a specific

purpose.
1d20 1d20
roll Encounter roll Encounter
1-4 Rats 13-14 Any Undead
5-6 Bats 15-16 Any Lycanthrope
7-9  Wolves 17-18 Kobolds
10-12 Spiders 19-20 Gohlins

Optional Kartakass Encounters

The frequency of these optiona encounters should largely be controlled by the Dungeon
Madter. A generd rule of thumb isto check every only once during the daylight hours (with a
50% chance of an encounter) and every hour at night (with a 25% chance of an encounter). If
specid precautions are taken, the DM may wish to modify these rolls. While in Kartakass,
about a fourth of al encounters should be with some type of wolf--dire, worg, normal,
werewolves, and wolfweres (as well as winter wolves in the winter).

1d20 1d20

roll Encounter roll Encounter

1-3  wolves 13 wolfweres

4-6  direwolves 14 wights

7 werewolves 15 ghouls

8 kobolds 16 gablins

9 boar 17 leucrotta

10 wereboar 18 werefox

11 jackal 19 Greater wolfwere

12 jackdwere 20 Loup-Garou

Non-Physica Optional Encounters

In many cases, the DM may want to impose a menace of some sort without actualy
involving the party in combat. The following isaligt of suggestions for such encounters. It is
important not to use these encounters while excluding the threat of aphysicd attack, however,
for the players will soon learn that they are not truly dangerous and take them for granted. Thus,
if the party sees afigure moving through the fog around their camp two or three times during the
night, follow this up with an attack by something that can assume human form. Aswith the other
encounter tables, be sure to base the event you select on the Situations which the party has

experienced aready.

1. The party spots a being off in the distance (shrouded by wisps of intervening fog)
which looks like one that has been stdking them.

2. The PCs hear twigs snapping and/or heavy breething pardlding their motion through
the trees.

3. The adventurers come across the tracks (or Smilar evidence) of afearsome monster
that is stalking the area.

4. The party finds the previous victims of arecent ate tack by amonster. Perhaps they



are dl dead, but maybe one of them lives just long enough to give the characters avitd clue or
waning.

5. Burning eyes are spotted as they watch the party from across afield, stream, or other
naturd clearing. Investigations may or may not turn up additiona physicad evidence about the
nature of the menace.

6. Suddenly, dl of the animas in the forest are silent. There are no birds chirping, no
insects buzzing, and no leaves rugtling. After afew minutes, things return to normd, leaving the
characters to worry about what might be stalking them.

7. The PCs sense that they are being watched by someone or something, but they can
find no evidence to prove or disprove ther fears.

8. An unexplainable shudder and sense of uneasiness sweeps through the party. Asking
them to make a saving throw of some sort at this point will serve to increase the tenson in the
group.

9. One or more strange or suspicious noises are heard. Perhaps a splash in the nearby
stream (actudly atrout jJumping), atwig bresking behind them (actudly a smal animd), or
distant sounds which seem like the screams of a dying man (actudly an animd cdl).

10. A number of animals burst from the area ahead of the PCs and race past them,
taking no notice of them. What are they flesing from?

Equalizing the Campaign

If your PCs are more powerful, you may want to substitute Loup-Garou for most typica
werewolf encounters, and subgtitute greater wolfweres in place of wolfweres. On the other
hand, if the PCs are quite wesk, and you still want to play Feast of Goblyns, then you can use
werewolves in place of wolfweres, and slandard wolvesin place of dire wolves. Such
adjustments keep the same flavor, but adjust the difficulty of encounters.

Getting into Ravenloft

It is assumed that the characters who are going to play this module are not currently in
Ravenloft. If thisis the case, you will need to get the party to Kartakass in whatever manner you
deem best. Of course, even partiesin Ravenloft could be transferred to Kartakass via the
method laid out on the next page.

To maintain the subtleties which are an important part of any RAVENLOFT campaign,
you mugt attempt to make the party’s shift into Ravenloft puzzling. One possible method islaid
out here. If your setting does not lend itsdlf to this method, then create a Smilar one that you fed
will accomplish the same thing.

The day hasturned out to be a blegk one. A cold mist hangs about as you make your way
forward. Y ou are cut off from the outside world as the fog dampens sound and limits al sght to
amere three paces. You break out into a cold shivering sweeat due to the humidity. Asif to
further sink your spirits, you begin to itch where your garments chafe your wet clammy skin. In
this glum and irritable state, you begin to imagine that the world around you has left and you are
isolated and done in an unending land of evil mig.

Asthe party travels down the road they are on, whether it is familiar to them or nat,



make dl attempts to keep them in amiserable mood. Sowly they will discover that they are no
longer where they should be.

After atime, they may come across afarm or avillage which they have never seen
before or which is not on their maps. Investigation will reved that none of the placesthey can
name will mean anything to the inhabitants of the local area. The areawhich they now find
themsdvesin isadark and gloomy land.

At thispoint in time, they party is actudly in Ravenloft. If they wish to travel until they
come to atown, make their first encounter Harmonia. If the party makes camp in the
countryside, have it be somewhere near Harmonia. In either case, it will soon become evident
that they are far from the lands they know.

If the PCs opt to explore the Kartakan woods, they will be attacked by severa dire
wolves. These creatures dl have maximum hit points, so be sure to describe how large they are.
Thewolves will flee before dl of them are dain, but will dert their master to the presence of
unfamiliar intrudersin the area,

Shortly theresfter, they will encounter a woodsman headed for Harmonia Thisisthe
madter of the wolves (who can be awolfwere or greater wolfwere if you so desire). In an effort
to get them out of histerritory, he will lead them to Harmonia, and then slently dip into the
woods.

Optional NPC Dominance Rule

Thisoptiona rule can be used to add flavor to the game. It reflects the fact that mgor NPCsin
Ravenloft, who are intimately tied to the land itself, have a great force of will that affects those
around them. All lords, and their immediate servants can cause this dominance effect, as can any
other very powerful evil NPC (monster or character).

At firg the PC performs normaly when encountering such an NPC. However, asthe
encounter continues, the NPC's force of will wesakens the PC mentdlly, causing him to become
less certain of his own dbilities. This uncertainty is a sdf-fulfilling prophecy (i.e. it actudly affects
the PC). The NPC dso feeds off others uncertainty and they actualy do get more powerful with
respect to that individud.

Every time a PC atempts something againgt such an NPC which then fails, the next
attempt will suffer a-1 (or -5%) modifier. This affect islimited to atota of -5 (or -25%). The
maost common occurrences of thisare:

* Each failed attack roll causes the next attack roll to be made at a cumulative -1
pendty.

» Each spdl which the NPC ather saves againgt, cances with his natura magic
resstance, or foils due to some aspect of his being causes the next spell cast to have ether a5%
cumulative chance of failing or gives the NPC a+1 on his saving throw againd it.

» Conversdly, each save that the PC fails to make against the NPC's attacks caused a
cumulative -1 penalty to al subsequent saves againg attacks by that NPC.

* Every successful attack roll made by an NPC againgt the character gives him a bonus
of +1 on later rolls. Thus, if the NPC has hit the character three times, he gainsa +3 on his next
attack roll.

These effects are per individual PC or NPC, of course. Thus, if Dal€'s character has



faled on two attacks againgt a powerful foe, he has a-2 adjustment on dl attack rolls against
this particular NPC. However, Sandy, who hasn't yet attacked this particular NPC has no such
pendlties.

Following an encounter with amgor NPC, each day which passes during which the PC
does not again encounter the same foe causes dl pendties to be reduced by one place (either 1
point or 5%).

The DM should not hide these pendties from the players, however, asthey will dlow
them to fed the sense of growing helplessness which their character is certainly feding. In fact,
be sure to sate each pendty, but describe the effects to gain the proper flavor. For example,
when an NPC drikes a character, the DM might say "After that last blow hit you, you begin to
tremble and your reactions seem less sure”. This dso leaves the players uncertain asto the
nature of the effect. Are they dedling with a poison, magic spell, or something even more
dangerous?

Plot Overview

Feast of Goblyns is awonderfully flexible module in which many eements of agrand plot are
designed so that they can fit together in various ways. However, backup events and Situations
have been created so that the entire module can be played no matter what particular scenario
the PCs cause to unfold.

Thereisamog plausible plot which has been more fully fleshed out below. However, if
the PCs deviate from this course, let them have their way.

Themost plausible plot
More often than not, the PCswill naturdly tend to follow the steps listed below as they
explore the events and locations detailed in this module.

(1) The PCs unknowingly enter Ravenloft near Harmonia.

(2) The PCs enter Harmonia. To accomplish this you can have them find asmdl hunting
tral which issmply aloop leading to Harmonia no matter which direction it is traveled on.

(3) In Harmonia, they aid ajailor in trouble. In the end, however, they manage to get
themsdlves locked up aswell.

(4) Whileinthejall building, they witness a young girl, Akrid, being whipped by her
father Harkon Lukas.

(5) Akrid spesks to the PCs through the bars of the prison window. She hides the true
nature of the beating she has received from them and offers to get them released from prison if
they will help her out.

(6) After they are released, Akriel has them meet her at the Old Kartakan Inn near the
town of Skald.

(7) The guide dies and they are left to wander on their own.

(8) They come upon a poor lady who has lost her son to awolfwere.

(9) The PCs hdp the lady and her farming family defeat the wolfwere that has been
hunting them.



(10) They plunder the home of the wolfwere, and find a map describing the location of
the catacombs.

(11) Akriel then sends them on a quest to recover an item she cdls the Crown of
Soldiers (actudly, it is known as the Crown of Souls).

(12) She sends them out with a guide to find a series of catacombs near Bluetspur.

(13) The PCsthen go to the catacombs and retrieve the Crown of Souls.

(24) They return the crown to Akriel who thanks and rewards them.

(15) Shethen begsthem to takeit to her paramour in Gundarak who is actualy
Daclaud Heinfroth, assstant to Duke Gundar, and a vampire. However, they will only know of
him as Dr. Dominiani.

(16) At the keep they turn over the crown to Dr. Dominiani.

(17) Dominiani will have them return a"love note" (actudly a secret message) to Akrid
in Skad.

(18) Back in Skad, they meet with someone they think is Akrid a the Tavern of
Kartakass. In actudlity thisis Harkon Lukas in her guise and is a chance meseting. He plays
things cool, though, and will learn from the PCs what has been transpiring.

(19) Harkon causes the party to learn that both Dominiani and Akrid are evil beings
who intend to use the crown for the sake of evil.

(20) With this information, the party returnsto Dominiani's Keep to take the crown
back.

(21) The PCsreturn to Skald bearing the crown.

(22) Here, they learn that the destruction of this evil magic itemisonly possble if
Radaga, an evil priestess of the undead, is defegted.

(23) They march off to destroy the crown and confront Radaga.

(24) Upon returning to the catacombs, they find that Radaga and her many of her
minions have left.

(25) They soon learn that a horde of undead and evil beings was seen headed south
from here.

(26) Adventuring south, they cross into the newly formed domain of Daglan.

(27) Here they enter the town of Homlock and encounter Radaga.

(28) What happensto close out the adventure is highly variable. Once the main
adventure is over, however, there will no doubt be many loose ends which could be tied up for
further play.

Over the course of this adventure, the PCswill congtantly be used as pawns by others.
While they may well figure this out, their actions will bring about three important things: the
destruction of a powerful malevolent cleric, the prevention of amajor war between Kartakass
and Gundarak which would have claimed many innocent lives, and the destruction of a powerful
and very evil magica object (the crown). If they begin to despair asto their effectiveness, you
may want to point this out.

Major Plot Events
Although the plotline presented above goes into some detall, there are actudly only afew events
which are vitd to the completion of thismodule. They are:



1. The Player Characters unknowingly enter Ravenloft near Harmonia.

2. They encounter Akriel and agree to undertake the quest for the Crown of Souls.

3. They enter the catacombs and retrieve the Crown of Souls from Radaga.

4. The PCs ddiver the crown to Dr. Dominiani as per Akriel'singtructions.

5. The PCsreturn to Skald.

6. The party discovers Akriel's scheme and returns to Dominiani's Keep to reclaim the
crown.

7. They return to Skald with the Crown of Souls.

8. The PCs search out Radagain Daglan and destroy her, ending the adventure and
destroying the crown.

These mgor events should dl occur for the adventure to be fully explored. However, if
the PCs take an action which was not planned for, smply adjust to it. Don't force them into the
"proposed” plot. Below are some possible plot deviations and suggested remedies.

What if the PCstry to kill Akriel?

Play out the scene and remain neutral-don't give Akriel any powers above the ones she
dready has, but don't weeken her ether. Even if sheis dan (which would be difficult to do), the
adventure can continue. Smply have Harkon Lukas discover what is going on. He then decides
to send the PCs after the crown for his own purposes. Once thisis done, he sends the PCs off
to kill Dr. Dominiani after having convinced them that Dominiani isavampire. In return for their
effort, Lukas will promise to return the PCsto their homeworld. Whether or not he actudly
keeps his promise is up to the DM.

What if Dr. Dominiani iskilled by the PCson their first visit to his estate?

All that isimportant here isthe crown. If they kill him after he has hidden the crown and
return to Skad without it, they will need to return and retrieveit.

If the party isredly powerful and has been walking al over the mongters, you could
even have Duke Gundar appear on the scene. He could meet the PCs on the roadway to the
Keep and "assst them” in returning to the Keep.

What if the PCskill Harkon Lukas?

Thisunlikely event is easy to ded with, for Lukas can amply trandfer hislife essence to
the nearest dire wolf as per his character description. The next time they encounter him, be sure
it isin aguise other than that which was firgt used. He will till attempt to use the PCsto recover
the crown, but will now be certain to seek their destruction as soon asit isin his hands.

What if the PCsdecide not to recover the crown from Dr. Dominiani after
having delivered it?

There are many reasons why the PCs might opt not to return to Dominiani's estate and
attempt to regain contral of the crown. If thisisthe case, have them discover thet it istheir only



way out of this redm. Once they bdievethat it istheir only means of leaving Ravenloft, they will
be quick to seek it out.

What if they discover that they are being tricked or are somewhat
uncooper ative?

If the PCs discover that a given plot segment is being undertaken for the benefit of an
evil being (be it Akriel, Dominiani, or Harkon Lukas), they may decide not to do it. In this case,
you might want to use gypsy fortune tellers (as detailed in the RAVENLOFT™ Boxed Set) to
assigt in guiding the players back onto the right path.

The People of Kartakass

Kartakans are fair-haired, with blue or violet eyes and a pae complexion. A few of them are
born with raven-colored hair. A great many wolfweres resde in Kartakass, most (80%) of
whom are raven haired when in human form.

The Language

The people speak a strange didect which sounds very dven dueto its musical qualities.
In truth, however, this didect is actudly avariant of sandard common and the PCswill be able
to pick it up more quickly than most other languages. There is a base 5% chance for any player
character to understand the gist of a statement or conversation. This chance increases by 1% for
each day in which a PC spends more than half of histime in areas where the language is spoken.

However, just as the PCs are beginning to understand things, they will bein for
something of ashock when they find that many of the members of this domain spesk an old
language which is unlike anything they know. When the locas want to converse without risk of
prying ears, they will dip into
this ancient mode of speech.

Music and Singing

The people of Kartakass are great singers and mingtrels. During the daytime, sSinging can
amogt dways be heard off in the disance. However, the people are very untrusting of
grangers. Whenever the PCs are spotted, the snging group will become slent and somber. This
will likely not change even if they are accompanied by natives.

Guests are supposed to sing before and after amed. Failure to sing before the medl is
an inault to the man of the house, for it indicates that you do not wish to be there. Failureto sing
after the med is an insult to the woman of the house and means you did not gpprove of her
cooking and generd ability to serve wdl as awife.

Asalast note on this subject, the mayors of Kartakan towns are called Me stersingers.
In addition to their governmenta duties, they aso teach the young of their townsto sing "the old

ongs



Gossip and Rumors

It is consdered very impolite to listen to gossip without contributing some of your own.
However, this contribution must be made carefully. Very juicy gossp is consdered to not only
be good information, but a chalenge to the othersin the area to maich the qudity of the
information presented. Most Kartakans are very reluctant to share such gossip with strangers,
however, and information offered by the PCswill be looked on as a chdlenge to ingtantly take
the PCsinto their inner confidence. Since few Kartakanswill do this, such exchanges will often
cause dl ligening to quickly and unobtrusively drift away.

Wolves

Wolves have a strange place in Kartakan society. They effect much that occurs, but few
Kartakans will talk of them. Asarule, oneis never to speek negatively of such animasthose
who do are seldom seen again. On the other hand, speaking too fondly of wolves dso causesa
negative response-the common folk are fearful of those who praise wolves. Such people are
aso prone to disappear as the wolfweres of Kartakass don't want someone stirring up alot of
extrasuspicion and fear concerning their dud existence.

Most Kartakans try not to think about wolves too much. However, great precautions
are taken to keep these animas away from livestock and homes. Most actualy know what a
wolfwereis and that they have been encountered in these parts, but they block thisinformation
from thought as much as possible. It would take magica persuasion (such as acharm spell) to
extract this knowledge from even a close Kartakan friend. In fact, even if the PCs question a
family that has lost a member to the wolves, they will likely only admit thet the individud was
logt to the night.

In fact, the people of Kartakass so condition themsalves that, even if awolfwere were
to change to their semi-lupine form on atown street, those present would look away and
quickly leave the area. That night, if they were asked about the incident, they would not admit to
being able to recdl it.

The Domain of Kartakass

Thelord of Kartakass is Harkon Lukas, awolfwere. For additiona information on this
evil creature, seethe RAVENLOFT™ Boxed Set or the Nonplayer Characters section of this
module. When he wishesto close off his domain, Lukas can envelope his lands in aregion of
sweet songs. Those who attempt to pass through the border will find themselves growing ever
more fatigued. If they do not turn back, they will fal unconscious-only to awaken back in
Kartakass.

Mog of Kartakassis heavily forested and liesin the foothills of the Bainoks. The lands
are riddled with caverns (some of which lead to Bluetspur). The ground is very rocky and
covered in dense forests with twisted paths running from town to town. In the evening and at
dawn, before the sun is a its zenith, fog seeps into the low areas. In many cases, the migts last
throughout the night and are not even fully dispersed by the coming of the day.

Towns of Kartakass

There are two large towns in Kartakass. Skald (population 2,000) and Harmonia
(population 1,500). The buildings of Kartakass are wooden frames with lath and plaster walls
covered in stucco further braced by wooden supports on the outside. They have many small



arched windows with heavy bright blue or green shutters that can be locked and barred from
within. The doors are dso unusudly thick and are dways able to be locked and barred. The
roofs of mogt buildings are made of thatching (straw), but those of the most well-to-do citizens
are covered in red tiles or date.

Non-Player Characters

Harkon Lukas,

Lord of Kartakass

Harkon Lukas, Lord of the domain of Kartakass, isfully detailed in the RAVENLOFT™
Boxed St. It isvery unlikdy that the player charactersin this adventure will have any mgor
dedlings with him. However, if circumstances warrant his attention, or if he becomes aware of
the events that are unfolding in his domain, he may step in. If this hgppens, the information in the
RAVENLOFT Boxed Set is more than sufficient to dlow the Dungeon Master to adjudicate
such encounters.

Duke Gundar,
L ord of Gundar ak

Like Harkon Lukas, it is doubtful thet the player characterswill have any sgnificant encounters
with Duke Gundar, the lord of Gundarak. If events bring the charactersinto direct confrontation
with him, the information presented about him in the Lands Of The Core section of the
RAVENLOFT Boxed Set should alow the DM to resolve the Stuation.

Radaga

7th Level Priestess of the Undead

Human Statistics

Alignment NE

Armor Class 4 Str 12
Movement 6 Dex 9
Levd/Hit Dice 7 Con 13
Hit Points 35 Int 16
THACO 16 Wis 17
No. of Attacks 1 Cha 4
Damage/attack 1d6 (waking gtick)

Specia Attacks Sodls

Specid Defenses spdls

Magic Resstance Nil

XP 5,000

Spell List



1st level: command, cause fear, cure light wounds (x2), and sanctuary.
2nd level: charm person or animal, hold person (x2), and withdraw (x2).
3rd level: summon insects, cause blindness, and animate dead.

4th level: protection from good, 10' radius.

Radaga does not know her own heritage as she was found as a babe by severa priests
on amig enshrouded night in her homeland. She has no idea that she isthe only remaining
descendent of the evil warlock Daglan, who created the foul Crown of Souls some 500 years
ago. Further, she does not suspect that this crown, which she now holds, also containsthe
twisted soul of her ancestor.

Radaga was once a neutrd priest of aminor goddess. She was dways caught up with
her appearance and often wished to improve upon her physica beauty (she then had a charisma
of 17). She was dso infatuated with men, and wanted al of them to adore her as the gem of the
land. Her vanity drove her to congtantly walking in the woods and wishing for amiracle to make
her beautiful.

One day, when she was on such awalk, she didn't notice that the mists of Ravenloft had
surrounded her. As she strolled on, the Dark Powers began to listen to her idle wishing and she
found al of her wishes, especidly that for beauty, granted...

Of course, her wishes were perverted by the Dark Powers and she found that she had
to kill beautiful women in order to stedl their splendor for herself. In addition, her desire to have
men obey her every command and seek dways to please her was granted when an army of
undead become her faithful servants.

The migs dso ddivered into her hands the Crown of Souls. Among other powers, it
can transform norma humansinto the dreaded goblyns of Ravenloft. She has used this power
numerous times to create alegion of goblyn guards and servants.

In addition to the powers of the Crown of Souls, the mists granted her immortdity. If
sheisever killed, she will rise up in 2d10 days as awight complete with her existing priest
powers. At that point, her pact with the mistiswill be complete, and she will be granted a small
domain south of Kartakass, bordering Bluetspur and Sithicus. There shewill go onto form a
terrible domain of undesth. Sheis persondly dreading this change as she will then be
permanently ugly. Of course, thereisastrong possibility that the Player Characters may directly
affect the life of thiswoman if they should encounter her and do battle with her (possibly killing
her in the end).

While her human datistics are presented a the beginning of this entry, those she will
have in her wight form are listed on the next page.

Wight Statistics

Alignment LE

Armor Class 4 Str 15
Movement 12 Dex 9
Levd/Hit Dice 7 Con 14
Hit Points 35 Int 10
THACO 15 Wis 17
No. of Attacks 1 Cha O

Damage/attack 1d6 (walking stick or claws)



Specia Attacks Spdlls, energy drain

Specid Defenses spells, slver or +1 weapons to hit
Magic Resstance Nil

XP 7,000

In her wight form, Radagawill possessdl of her origind spell casting powers and gain
the additiond abilities of awight. The touch of her daws will inflict |d6 points of damage (not the
usud 1d4 of awight) and each hand to hand attack she makes will drain the victim of 1 levd.
Like dl such undead, she will become immune to deep, charm, and hold spellsaswdll as
poisons and most forms of parayss.

The shock of transformation, however, will strip her of her 7th level spdll abilities for
one full year following her degth.

Favorite Strategies

*» Radaga will use her withdraw spell when she has been reduced to a dangeroudly low
level of hit pointsis|eft in order to cast both cure light wounds on hersdf.

» Shewill cast asanctuary spell before combat if at dl possble.

» Radagawill cast an animate dead spell whenever she must in order to make another
skeleton mount for hersdf (see below). It isimportant to note that thisis a customized verson of
the spell that she has researched and created for hersdlf.

* She will dways attempt to cast a protection from good, 10' radius spdll upon herself
before she enters into any combat.

» Radaga a so has a glyph of warding cast upon her person that will cause 7d4 points
of dectrica damage to the first being who physically attacks her.

* Ancther glyph is s&t upon the tip of her walking stick (which is actudly a staff of
withering). This glyph will rdease afeign death spdl at anyone who grabsfor or is struck by
her walking gtick. She will use this glyph on hersdf if aStuation seems hopeless.

Dr. Dominiani
180 year old Vampire, Chaotic Evil

Armor Class 1 Str 18/91
Movement 12, F118 Dex 12
Levd/Hit Dice 9+3 Con 17
Hit Points 43 Int 18
THACO 11 Wis 17
No. of Attacks 1 Cha 9
Damage/Attack 5-10 or weapon +5

Specid Attack energy drain

Specid Defense see below
Magic Resstance 5%

In addition to the fact that he can only be hit by +1 or better magica weapons, Dr.
Dominiani has severd other defenses which set him apart from traditional vampires. For
example, heis not affected by garlic in any way. In fact, he plays up hislove for this spice to



further convince people that he is not avampire. Also, heis partidly immune to the effects of
sunlight and can withstand exposure to it for afull round before suffering any harm.

Dominiani is an avid sage who knows many things. His great intelligence, wisdom, and
knowledge make him atruly formidable opponent. The Dungeon Master should keep thisin
mind and aways remember thet it will be very difficult for the PCsto out wit him.

Dr. Dominiani, whose given name is actudly Daclaud Heinfroth, isavampire and vassa
to Duke Gundar (dlso avampire). He looks very much like one would expect a werewolf to
look in human form. He has long, bushy sideburns with heavy eyebrows and athick, wiry
beard. He actudly plays up thisimage in order to confuse those few enemies who might try to
kill him and, in fact, he does harbor a strong affinity for wolves.

His greatest desire is to overthrow Harkon Lukas and take over the domain of
Kartekass. Once thisis done, he will gladly rule that domain of wolfweres and wolves as his
own. To further this plan, he has attracted the love of Harkon's daughter, Akriel Lukas.

He has presented Akrid with a grand scheme in which they will cause awar to break
out between Harkon of Kartakass and Duke Gundar of Gundarak. While the two leaders are
concentrating on the war, these two will dip in and assassinate them, thus taking over both of
their domains. Akrid has gladly agreed to hep her lover in his schemes.

What Akriel does not know, however, isthat Duke Gundar isin on the affair and is
working with Dr. Dominiani on an ever more subtle and nefarious plan. While events will take
place according to the original plan for atime, it changes at the point where the lords are to be
assassinated.

At this point, Dominiani will meet with Akriel at a pre-arranged place and time. After
informing her that Duke Gundar is dead, the couple will travel to Harkon Lukas estate and kill
him. With this powerful figure out of the way, Dominiani will dispose of Akrid and rule
Kartakass by himsdlf. For his part in this scheme, Gundar is rewarded with aloyd dly for a
neighbor.

Dr. Dominiani isawel known physician in southern Gundarak. His expertise with
lunatics and mad-men iswell known. He voluntarily takes these people to his hidden keep in the
hills toward Baroviafor free trestment. As might be expected, his kindness has earned him afair
degree of popular support.

Actudly, however, he causes as much madness as he supposedly cures, for the good
doctor isnot anorma vampire. Unlike others of hisilk, Dr. Dominiani has a particular taste for
cerebrd fluid. When he feeds upon a hapless victim, it causes 1d6 points of intelligence decline.
No cure save magic will restore avictim, and anyone drained below 0 intelligence becomes
quite mad.

Akriel Lukas
3rd Leve Bard, Chaotic Evil Wolfwere

Armor Class 3 Str 18
Movement 15 Dex 18
Leve/Hit Dice 5+1 Con 13
Hit Points 32 Int 12
THACO 15 Wis 16

No. of Attacks 1 (2in hdf-wolf foom) Cha 18



Damage/attack 2d6 (plus weapon)

Specia Attacks Singing bringson lethargy
Specid Defenses Iron of +1 needed to hit
Magic Resstance 10%

Asawolfwere, Akrid has three digtinct forms. In her human form, she depends on
wegpons to inflict damage on her foes, but can aso employ her enchanting song to bring on a
gate of lethargy in others (as a slow spell). While most wolfweres depend upon an instrument
of some sort to cause this effect, Akriel can weave this enchantment with her voice aone.

When she becomes awolf, she can atack with her savage jaws, inflicting 2-12 (2d6)
points of damage with each hit. Her third form, that of a haf-humar/haf-wolf hybrid, is her
favorite for combat. In this state, she can both bite and employ wegpons.

Besidesthe above, Akrid hasal the natura abilities of athird level bard. With the
exception of her ability to detect noises, these are not available to her in her wolf form.

Climb Wdls 80%
Detect Noise 40%
Pick Pockets 40%
Read Languages 25%

Lagtly, Akrid can employ spells when in her human or haf-wolf form. She can cast any
2 of thefollowing spells each day: audible glamour, charm person, color spray, detect
magic, enlarge, friends, hypnotism, magic missile, phantasmal force, read magic, and
Spook.

Akrid isthe daughter of Harkon Lukas, lord of Kartakass. She has adriving ambition
to rule Kartakass as her own and the only thing which stands in her way is her father. Sheis
frightened of his power and will not confront him without a powerful dly (such asDr.
Dominiani). It is aso important to note that she does not wish to kill her father, only to dtrip his
power away for her own.

Although she holds her father dear, her love for power is stronger yet. Thus, she has
agreed to Dr. Dominiani's plans and intends to follow them amost to the letter. However, she
adone of dl who exist in Ravenloft knows of her father's ability to transfer to the nearest dire
wolf when killed. She bdievesthat if thiswolf were properly caged and enchanted, that she
would be able to rip hislordly powers from him.

She shares her father's hatred of Duke Gundar, and hopes that this plan will cause his
destruction. Like her lover, however, she plansto betray her partner once her father has been
deposed. Asthis adventure begins, she is not sure whether she will kill Dr. Dominiani, or
possibly make him her servant. One way or the other, she will then rule Kartakass uncontested.

Daglan Daegon

13th Level Necromancer, Chaotic Evil

Armor Class 4 Str 15
Movement 12 Dex 11



Hit Points 54 Con 18

THACO 13 Int 19
No. of Attacks 2 Wis 15
Damage/attack 1d6/1d6 Cha O

Specid Attacks odls

Specid Defenses gpells, slver or +1 to hit
Magic Resistance 10%

XP 15,000

Daglan isa 13th level Necromancer. However, he has an affinity for death and its
magica agpects which makes him more powerful than his peers. Although the nature of thislink
is unclear, its effects are undeniable. Daglan casts pdlls asif he were one leve higher than he
actudly is. Thus, Daglan has the spell casting abilities of a 14th level Necromancer.

Additiond information on this character is presented in the section that describes
Crown of Souls.

The Crown of Souls

The Crown of Soulsisavery powerful magicd item. In fact, it is so potent that many sages
consder it to be an artifact or reic. Among themselves, such scholars whisper stories of its greet
evil and the many awful powers associated withit.

The Crown of Souls is made of the purest gold, laced with platinum highlights, and set
with three bloodstones which ride high on its crest. In addition, many other gems (of far lesser
vaue) adorn its surface.

The crown was origindly forged in afar away land for a powerful warlord by the evil
necromancer Daglan. In order to safeguard the secrets of the crown and make certain that none
but he would ever widld it, the evil war lord used his new prize to kill the magician (or so he
thought, see below). With the death of Daglan, there was no one left who knew how to destroy
the crown. The warlord then used the evil power of the crown to extend his evil empire far into
the neighboring lands.

On the eve of his greatest battle, in which he was certain to crush the last bastion of
goodness eft in those dark and distant lands, his plans went astray. The evil warrior was ridding
aong adark back country trail with his entourage. As the night wore on, a heavy mist seemed
to seep up from the very ground itsalf. About an hour later, his band was attacked by a small
party of eves. Thewarlord himsdlf was thrown from his horse, and the crown upon his head
rolled asde and waslogt in the migts.

The short battle which followed ended with only minor wounds for the warlord and his
troops. As his men cleared the corpses of the elves from the road and began to loot their falen
bodies, he set about finding his prized crown. After searching dl night in the migts, hefel to his
knees and cried out in frudtration, "It seemsto have vanished into the mists themselves.” He did
not redlize the truthfulness of hiswords, for the Mists of Ravenloft had seized the evil item and
sucked it into the demiplane where it remained encased in fog for many years.

Only recently hasit once again reentered the domain of human kind. Given to the evil



priestess named Radaga, the crown served to complete her corruption and lured her into the
dark shadows of Ravenloft. For additiona information on Radaga, see her entry in the "Non-
Player Characters' section of this book.

Cdling upon the powers of evil in hisdark Tower of Magic, Daglan was able to foresee
the warlord's treechery. Thusit was that he infused the crown with avariant of the magic jar
spell. Because of the limitations of this new spell, however, he could only transfer hislife force
into the one wearing the crown. When he tried this upon the Warlord, he failed due to that
individua's near indomitable will. Since the warlord never let anyone else wear the crown,
Daglan was imprisoned upon the head of the mortd he hated most. When the crown waslost in
batitle with the eves, one of them actudly found it during the skirmish and placed it upon his
head.

Just as he did so, Daglan saw his chance and sent his own essence surging forth to seize
control of the df. However, the dark powers of Ravenloft were not going to dlow their prizeto
escape 0 easlly. They caused the df's spirit to be sucked into the crown, trapping both
individuas within the artifact before Daglan could escape.

The wills of the two congtantly battle within the crown, each trying to overcome the
other and dominate their little prison. Although Daglan dways has the upper hand, the battle
weakens him so much that he has not, as yet, been able to escape.

However, as each of Daglan's descendants dies, their spirit is summoned to the crown
and adds to his force of will. The shorter the distance between the scene of desth and the
Crown of Souls, the greeter the power he gains. In time, his power will reach the point where
he must triumph over the vaiant df whose nameis no longer remembered.

Now, however, thereis only one descendant of Daglan's left, and she can have no
children. Still, dl isnot logt for the dark necromancer, for the addition of her strength to his will
give him just enough energy to reactivate the magic jar spell. Thus, he eegerly awaits her death.

Daglan was even able to drike a bargain with the dark powers of Ravenloft to bring her
here when she was a babe. The land complied, but balanced the act by giving her immortdity.
When she dies, her mortal form will be transformed into an immorta one (that of awight),
preventing her life force from escaping to the crown. When this happens. the crown will become
powerless for 2d10 days. At the end of thistime, Radaga will rise again asawight. If her new
form isdain, Daglan will assume her will and be able to escape from the Crown of Souls.

The only way to destroy Radaga without rdleasing Daglan is for her immorta form (that
of the wight) to be destroyed by someone who is wearing the Crown of Souls a thetime. If
Radaga is destroyed as an undead by one wearing the crown, the blow to Daglan will be so
great that he will cease to exigt and the spirit of the vdiant f within will be released.

If Radaga is otherwise destroyed as an undead, then the trapped soul of the warlock
will reach out from within the crown and attempt to take over her fallen body. It isimportant to
note that thisis the only case where Daglan can use the crown'smagic jar ability asaranged
attack. If he is unable to take control of her body, or if it has been destroyed, he must wait until
someone puts on the crown before he can attack them.

Magical Powers

The Crown of Soulsisadark and evil object which will bestow upon its owner the
following powers.

* The Crown of Souls can be used to transform norma men (though not other



humanoids or demihumans) into goblyns. To do thisthe owner of the crown merely holdsit on
the head of the victim with both hands, and speaks an ancient incantation. Asthe transformation
occurs, the victim will scream out in anguish and terror as he looses his mind and will and isfilled
with evilness.

* Upon the brow of an evil being, the crown bestows the following specid powers. -2
AC adjustment, +2 on al attack and damage rolls, +2 on saving throws, +20 hit points, and al
class abilities (not hit points) will function asif the wearer were two levels higher.

» Anyone wearing the crown must make a save versus desth magic each day. Failure
means that a Wisdom check must succeed or the character suffers adight dignment dteration.
Dungeon Masters are encouraged to adjust the check based on the characters past adherence
to his dignment, with a maximum bonus or pendty of 4. Ther dignment will dowly become
neutra evil. The lawful/chaotic aspect will first change to neutral. Next the good/evil aspect will
become one place closer to evil (good becoming neutra, and neutral becoming evil). Once this
trandformation is complete (for those dready neutrd evil, they gtill mugt fail the wisdom check
once), the crown will be in complete control of them. The spirit of the warlock Daglan will drive
them to kill Radaga without the crown on.

* The crown can d o protect itsdf from harm. This can only be done if it is physicdly
attacked or threatened (i.e. attempts to smash it, throw it off a cliff, mdtitin afire, etc. are
made). In such acase, it can perform the following spdll like abilities once per round as often as
needed: affect normal fires, blink, levitate, gust of wind, spectral hand, and chill touch.
These will be performed at the 13th levd of proficiency.

* Only onewho is pure of heart (that is, lawful good) may take the Crown of Souls out
of the domain whichit liesin.

Har monia

Harmoniais atown of 1,500 people in southern Kartakass. It is renowned for its great Sngers
and mingrels. Many of the folk from nearby regions, including the well-to-do of Skald, the only
other mgjor village of Kartakass, flock to Harmonia to listen to its songs and partake of its
drink. Once each week, the masters and apprentices of Harmonic Hall present a grand
performance at their greet cliff-sde amphithester.

Although wolfweres are found in Harmonia, they seem less prevaent here than in Skad.
Perhgps thisis because Harkon Lukas has based himsdlf in the Old Kartakan Innin Skald in
order to have quicker accessto dl of Kartekass. Besides, his daughter, Akrid, hasfdleninlove
with the weekly performances
given by the Harmonic Hall sngers and enjoys frequenting the Crystal Club in Kartakass (for
many purposes).

The only well traveled road into Harmonia enters from the north from Skad. It iscdled
The Road to Harmony, for here it ends. Within the town, thereisa single main street. Because it
encirclesthe Megeranger's mangon, it is colloquialy termed The Loop.

The farmland to the south of Harmoniais used to grow feed for the sheep kept by loca
ranchers as well as vegetables for the townspeople. The black soil is especialy suited to
bulbous roots and beets are the staple food in Harmonia with some growing to 10 Ibs. or more.



The houses here are generdly larger than those in Skald and sometimes contain
Separate compartments at the back for sheep to be stabled safely at night.

Places of Interest

The following areas deserve specid attention. Each of them is clearly marked on the map of
Harmonia for ease of reference, but the mgority of the town can be customized by the Dungeon
Magter to suit his or her own tastes.

1. The Amphitheater

A huge amphitheater has been carved from the rock of the dliff face dong the north-
west end of Harmonia. It has five concentric levels and is composed wholly of stone. The first
four levelsare 5' higher than the previous ones and 25' deep. The lowest leve is 10" high and
the 40 high dliff top coversthisleve like aclam shell. Stairs are carved in both Sdes that lead
up to the fourth levd only.

The stone seets of the theater have been worn down by the passing of the years and the
patronage of hundred of loca citizens. A scent of raw earth and stone lingersin the air, tainted
with the odors of arecent crowd. There is a sense of presence here which may be nothing more
than the rich culture and heritage of this greet structure.

The great Sngers and mingrels of Harmonia perform at this semi-naturd amphithegter.
The niche in the diff was naturd, but the residents of Harmonia have worked it into the existing
fiveleves

The acoudtics of thisfacility are superb. If one stands on the stage (the fifth level) and
gpesksin anorma voice, the sound will carry over most of the town. This amphitheeter is
grictly reserved for gpeeches by the Meistersanger of Harmonia, and the weekly performance
given here by those of the Harmonic Hall.

This festive event begins at noon as lesser gpprentices of the hall gart to perform. When
night fals, however, the main event begins as the famed bards and master singers of Harmonic
Hall take the stage. These performances are marked by lighting the cliff top overlooking the
town with a series of huge bonfires. When the master singers begin their portion of the program,
Slence falls over the entire town. Folk come from miles around and climb the four steps of the
amphitheater to hear the sweet music. Those unable to find seets in the theater rest in the grassy
park between the amphitheater and the Harmonic Hall.

The performers themsalves enter the top level of the amphitheater via a secret passage
which opens from the Crysta Club Tavern and exits onto the back of thetop level. The
existence of this passage is awell-kept secret and adds much to the magic of the performance.

The best place to behold the events on stage are the steps of the amphitheater.
However, a each level, severd aspiring apprentices to the Hall stand to help patrons find seats
and collect "donations." The expected donations from bottom to top of the four levelsare: 1 cp,
1 s, 1gp, 1 pp. For many, agood seet in the theater may cost aweek's pay, but attaining such
an important seat is something of a status symbol in town.

Those who opt not to make a donation to the hal will fal into disfavor with the other
patrons and the hall itself. This often resultsin mysterious disgppearances. Akrid isagreat fan



of the weekly performances and congtantly uses her faculties to promote the affair.

2. The Crystal Club

A magnificent cave opens up on the south end of the first level of the amphithester. The
ceiling of the cave islined with clear white crysta's, occasiondly dotted with aruby, emerad, or
sgpphire colored cluster here and there. The air in this cavern is cool, if somewhat humid, and
carries the scent of perfumes and fine wines. Y our every footstep echoes softly back from the
gleaming walls, causing you to look over your shoulder every so often to make sure that no one
isfalowing you.

Fifteen feet in from the mouth of the caveisa4' rock wall carved from the stone of the
caveitsdf. Two suits of full plate armor stand near an iron gate st into the living sone. Behind
the gate wait two fair maidens. Each of them smiles sweetly at those who enter. Asyou step
nearer to them it becomes clear that the light perfume in the air istheirs.

Beyond the young women, you can see that the passages and sde rooms of this small
cave complex arefilled with dining tables, intricate waterfdls, and other intriguing oddities. Near
the back of the main chamber isalarge crystd column. Around the front of its baseis built a
wonderful bar. Many goblets and glasses of pure crysta hang from an overhead fase roof. The
bar top and underside of the false roof are both lined with mirrors. Everything looks clean, and
gleams with soft crigp light.

Dining a the Crysta Club is a statement of socia rank. The cover charge, which is
collected by the hostesses at the gate, is one platinum piece. One-tenth of the money collected
goes to support the Harmonic Hall, the rest goes toward the operating expenses of the club and
the coffers of Harkon Lukas. He is the secret part owner of the club and occasiondly vigtsit in
one guise or ancther. Akrid isaregular vistor to the club.

During performances at the amphithesater, this place is packed. The singing reverberates
onto the crystal's which begin to hum with sympeathetic vibrations. The humming continues for
some time after the performance. Many people believe that the persistence of the humming
reflects the qudity of the singer.

The club employs lesser gpprentices of the Hall and mingtresto perform aswell, for itis
never open if thereis not song and music within.

However, such a place of beauty must have its dark sde. Thisis aso the most common
placein dl of Harmoniafor wolfweresto lure and attack their victims. The many smal twisting
passages and back rooms in these naturd caverns are very nearly amaze. It is here that
charmed victims are taken, giddy with Meekulbrau. Asthey turn around with laughter on their
lips, they find that they are done. Soon a sense of panic setsin asthey are stalked through the
maze. Running wildly through the passagesin a haf-drunken state of terror, they soon lose dl
sense of direction.

After saverd minutes (or even hours) of this nightmare, another victim (well seasoned
with horror) is devoured by aravaging wolfwere.

Occasiondly, the wolfweres of Harmonia and the surrounding areawill reserve the
entire club for an evening, privatdy inviting asmal handful of humans. As the evening wears on,
and ther guests become light headed, they begin to play with their imaginations. The bartender
will begin to transform allittle so that hair gppears upon his pam as he hands ayoung lady a



glass. A raven haired woman will suddenly dam a dagger into a table top snarling with overly
sharp teeth, then St back, laughing at the startled humans. As the evening winds on, the pranks
become harder to ignore and more deadly.

If the player characters attend this bar, a wolfwere will atempt to spirit one of them off
and hunt him as described above.

3. Harmonic Hall

Harmonic Hall isagtady manson with spiresthat mimic asmdl cadtle. It restsjust off
of the Loop and is surrounded by a grassy park. At dawn the fresh scent of dew is heavy in the
ar and at dusk the singing of insects creates a delicate backdrop to this picturesque structure.

A large fountain stands between the hal and the amphitheater that it faces. It portraysa
bearded man playing upon the lute and singing. At his feet are two huge, apparently napping,
dogs. He looks most handsome yet the sculptor carved him in such amanner asto convey a
feding of power and mystery. Just as the moon risesin the night sky, thereisaflicker of light in
the eyes that make it seem asif thefigureis about to stand.

Thishall produces the finest sngers and mingres found in al of Kartakass. It mekesa
good amount of money from its weekly performances in the amphitheater and the "tithe” it
collects from the cover charges a the Crystal Club. In addition, many of its members are
available (for aprice) to entertain at parties and socid gatherings.

Occasondly alarge amount of money will be secretly ddivered to the Hall
Coordinators. Although the source these "deposits' is a frequent subject of conversation, no one
persstsin discovering its true source for numerous reasons. They are in fact coming from Akriel
and Harkon L ukas. Each contributes separately, neither redizing that the other dso partakesin
such support.

4. South Hill

Harmonialies on reatively flat ground. The exception to thisis the steep sided, flat-
topped hill which liesin the far south-east corner of town and islocdly, if somewhat blandly,
referred to as " South Hill." South Hill is buttressed by an old and crumbling 15 tdl city wall. Its
eastern dope isa sheer 45 high dliff. Although thisriseis smdl, it is high enough above the
surrounding countryside to produce a breathtaking view of the neighboring aress.

What redlly distinguishes South Hill from the rest of Harmonia are the people who live
upon it, for they are the aristocracy, the rich, and the influentid who have flocked to the large
homes and smadl mansions which line its streets. Without exception, these homes arerichly
adorned and well maintained. Gardens cover the lawns and numerous fountains and statues
decorate the grounds.

Besdes the Loop, these are the only other streetsin Harmonia which are cobblestones,
and walking through this neighborhood rewards one with the rhythmic clap of leather on stone
that can be heard for some distance.

South Hill residents take pride in rooming and boarding gpprentices to the Hall, though



they often charge for this hospitdity with an evening song a the dinner table. Severd of the
resdents are actudly wolfweres, though they tend not to employ their inhuman powers near the
hill itsdf.

One of the minor mangons has a shed built againg the old town wal. While such
Sructures are not uncommon on South Hill, this one iswell known and used (by other
wolfweres) for it contains a secret entrance into the town.

5. Meistersinger'sMansion

Other than South Hill, the only sgnificant rise in Harmoniais that benegth the
Megtersnger's Mansion. This estate iswdl fortified by an octagona wall some 12" high that
rests atop a 15' mound of earth. The matte below the structure is clearly manmade and intended
to give those within the walls an advantage over any who might attack the Meistersinger.
Delicate carvings cover the upper quarter of the wall, paying tribute to the singers and musicians
who have made Harmoniathe jewel of Kartakass.

Behind the wall, alone tower of ornate stone can be seen asit just peeksitstop over
thewadll. Therest of the manson is hidden from view by the sone wal. Although mysterious
sounds are sometimes heard from within and the wind often carries the scent of exotic herbsinto
the streets of Harmonia, none can say for certain what goes on insde the mansion.

The Megersnger of Harmonia, Zhone Clieous, isamogst influentia man. Because of his
position, he is expected to serve as both mayor and chief educator of the town. He is dso the
Madter Artisan of the Harmonic Hall.

Zhone Clieousis a 5th level bard who hopes to become the Meistersinger of dl
Kartakass. This ambition has often earned him the attention of Harkon Lukas himsdlf. Currently,
Lukas has saverd of his mogt trusted associates attempting to "persuade’ the Meistersinger into
foregoing this plan. As of yet, he has not declined.

In order to add some extra mystery, a possible side adventure, or even a sequel to the
eventsin this module, Zhone could be found dead. Evidence would quickly leed the player
characters to discover that he had been killed by wolfweres.

If the player characters get past the walls and into the estate itsdlf, elther illegdly or as
guests of the Megtersinger, they will discover that the manson looks like asmall fortress. It is
ornate, but well staffed and solidly built. In addition to Zhone and his family, this rugged
structure houses Harmonids entire town guard and its officers.

6. City Gates

A large wooden drawbridge nearly 20" long and made of heavy timbersis drawn up
here to complete the 15" high city wall. It's surface is worn smooth from decades of use, but it
looks solid and safe. Thick iron chains, freshly oiled and well-tended, run from ring pinsin the
wood to the stone towers on either sde of the gate. Guards standing near the gate cast a
suspicious gaze over newcomers, keeping their hands on their swords at dl times when dedling
with those they do not recognize.



These gates are only opened to those who hall the guards. Thereis no regular fee,
though some of the gate guards do make some additiona money by tricking newcomers or
travelers. The South Gate is generally used to gain access to the farmlands beyond Harmonia
while the West Gate is used dmost exclusively by the shepherds who live just outside the city.

7. City M oat

A 20" wide moat of stagnant water stands between you and a 15" high sonewall. A
row of wooden spikesis st into the earth on both sdes of the moat, making it look not unlike a
gaping maw waiting to devour anyone foolish enough to gpproach it.

Here and there, patches of an aily film cling to the surface of the water. The droning of
insects, many of them prone to singing and biting, fills the air, didracting you from the heavy,
tifling odor of the standing water. From time to time, you catch a glimpse of something dark
moving benegath the filthy waters, but it isimpossbleto tel if thisis anything more than a shadow
or patch of all.

The moat is 15' deep and lined with wooden stakes near both edges. Water for the
moat is channeled from the Mingtrd river, but there the waterway linking the two was poorly
desgned and thereislittle, if any, current in the modt.

Despite thisfact, the headgate to the moat is constantly open in an attempt to flush out
the tainted water. The top of the headgate is lined with cruel looking iron spikes, tinged with the
orange of rust. The watch congtantly coats these spikes with afoul smelling paste scraped up
from the edge of the moat.

Crossing the moat by climbing on the headgate requires two Dexterity checks. Falure
on both of the checks indicates that the climber has dipped and impaed himsdf on the spikes.
In addition to taking 2-8 (204) points of damage he must save vs. poison or contract a fatal
disease (as a cause disease pdl). Successindicates that he will develop a debilitating disease
(as acause disease pdl). If ether check isfailed, the person has been cut by one of the
spikes. In addition to taking 1-4 points of damage, he must save vs. poison or be affected with
adebilitating disease (as a cause disease spdll). If both checks are made, the character has
safely crossed the moat.

It isimportant to note that, because the spikes are iron and the potentid for infection
high, even the wolfweres avoid this method of crossing the moat.

Thereisacity ordinance that prohibits littering the moat. The pendty runs from one gold
piece to a night in the Me stersainger's dungeon. In actudity, though, this law is seldom enforced
and people congtantly throw their garbage into it.

Because of the pollution, bacteria, and filth in the water, anyone who swimsin the moat
has a 10% chance of contracting a debilitating disease. Anyone foolish enough to drink from the
moat must make a saving throw vs. poison. Failure indicates that he has contracted a fata
disease while success means that he has only contracted a debilitating one. In al cases, such
diseases are smilar to those caused by a cause disease spdl.

8. The Whirling Bridge of Harmonia



An unusud congruction is set in the middle of the Mindrd River. At firg glance, it
appears to be nothing more than a solid square tower of moss-covered stone set atop a
somewhat larger rock base. The top of the tower is decorated with ornate carvings of gargoyles
and mongers, many of them so lifelike that it seems they have but to wait for the sunset to spring
to life and terrorize the countryside.

A closer look, however, showsthat thereis atunnel running through the center of the
tower that would easily accommodate the largest of wagons. Further, apair of worn, but sturdy,
wooden bridges run from both sides of theriver to the entrances to this tunnd. At severd points
aong their lengths, ring pins have been st into the bridges. Well oiled chains stretch from these
points to vanish into the mouths of the gargoyles aop of the tower.

Asyou watch, a number of personswalk across the bridge, enter the tunndl, and exit
from the far Sde of the tower to complete their passage over the river. They seem to be delayed
for some time, perhaps aminute, within the dark tunnel before they exit, but thereis no sgn of
what hgppens within.

A secondary tunnel runs through the rock base, but it's purpose cannot be reedily
guessed as only about 2' of it's height is above the water line.

Thisgtructure isatoll bridge with a stiff fee imposed upon those who are not natives of
Harmonia. The list below indicates the legd prices for use of the bridge. Although the guards on
duty here are generdly honest, one or two of them have been known to swindle travelers.

Cost Situation

lcp per person (residents of Harmonia)

1sp peranimd (except amount)

lep per person (non-resdents)

+1gp if amed (more than adagger)

+1gp if mounted

+1 pp If you don't know the pledge of Harmonia

Thistall infuriates those from the north (especidly Skad) who cannot essily crossthe
river and enter the South Gate for free. Still, the city findsit to be quite a money maker and
enforcement of thetoll lawsis gtrict. Those refusing to pay are turned back. Individuals who turn
violent may be ambushed by hot ail, torches, and arrows from murder holes within the tunnel.

The diffest toll (1 platinum piece) is reserved for those who look like they have money
to burn. As arule, most wealthy merchants and player characters will fal into this category. A
little research will dlow playersto find out the words to the pledge and avoid thisfee, but a
good Dungeon Magter will ingst thet they sing the pledge doud. After dl, alack of enthusasm
might be taken as an insult to the honor of the town.

The Pledge of Harmonia
Oh Harmony, oh Harmony,
acity grand and truly free,
Oh Harmony, oh Harmony,
tisthee | dwayslong to see.
To Harmony, to Harmony,



| pledge eternd loydty.

As might be guessed, the bridges on both sides of the tower can be raised in times of
trouble, cutting off dl accessto the tower. The tunnel cut through the base contains a
waterwhed which is used to power the twin drawbridges.

Asan additional safeguard, the entire tower can be pivoted afull 90° (thisis known as
"closing the bridge"). There are severd leverslocated in a specid machine room near the top of
the tower. When they are thrown in the correct sequence, they activate a giant corkscrew gear
that dowly rotates the tower upon its base. Thus, even if the drawbridges were somehow
lowered, the would only extend harmlessy adong the river channel. The process to rotate the
tower requires afull hour and once begun cannot be reversed until it stops.

Asarule, the bridgeis"closed" every day a dusk and "opened" again a dawn. Thus,
access to the town at night is generdly redtricted to dl but the most important persons, and even
they must wait at least an hour to cross unless a boat is sent across.

9. Guard Towers

Y ou can see severd round guard towers from your location. Two of them are set upon
the rugged dliffs that flank the canyon carved by the Mingtrd River. The only accessto these
appears to be by way of a narrow and dangerous path. A third tower stands on the bank of the
Mingrel on the Sde opposite of Harmonia, casting its watchful gaze out across that vital
waterway.

All three towers are Smilar in design, standing 35' tall and having asingle, large wooden
door st into their base. The base of each tower dopes smoothly upward for 20" with no
openings a dl save for the door. The upper portion of the tower is vertica and dotted with
arrow dits and peepholes dong its length. Parapets ring the top of the tower, making it
impossible to tell what manner of deadly weapon is hidden aop them.

From time to time, aface gppears briefly in the peepholes or at the arrowdits. The
ambient light catiches agleam of metd or glints off of an eye, but it isimpossbleto tell if those
indgde the fearsome towers are human or . . . something else.

The three towers are staffed by 7 to 14 (1d8+6) city guards (1st level fighters). Thelr
only entrances are ironbound doors some 2 feet thick that have been fashioned from sturdy oak.
These are usually seded with three heavy, iron bars on the insde.

Atop each tower isasmal catapult (THACO 17; #AT 1/3; Dmg 2d8+4). Three
ballistas (THACO 15; #AT 1/2; Dmg 1d12+4) are as0 kept ready for use, dthough these are
portable weagpons and not set up unless combat seems likely. Each of the ballistas can be
secured in mounting holes drilled into the tops of al the parapets, dlowing them to be quickly
repositioned for use in any direction.

Tower guardsAL LN; AC7; MV 12; hp 6; THACO 20; #AT 1, Dmg 1d6 (bows or
swords); MR Nil; SM; ML 14 (in tower); XP 175 (in tower).

10. CIiff Lift



A 20 x 10" wooden platform with severa large rocks on it rests on the ground here.
The wood is worn smooth, as are the rocks. The entire arealis carefully watched by eight
strong-looking guards. A solid iron chain stretches from each corner of the wooden platform to
meet with asingle gredt, large chain. This, in turn, ascends the diff until it loops around a spiked
whed high atop the cliff top. From here, the chain loops back down until it splitsinto four lesser
chains that support a second wooden platform that now hangs near the top of the dliff.

Although the contraption looks safe, the winds through this area are brisk. As they pass
through the heavy chain, it is not uncommon for alow moaning sound to be heard. If you listen
long enough, it sounds dmost asif this were the moaning of a tortured spirit.

Thisis the mechanism for transporting guards and other items to the top of the dliff. As
the cargo is placed on one platform, rocks are placed on the opposite one to approximeately
balance out the two. Once equilibrium is achieved, severa burly men turn the winch at the top of
the precipice and the platforms gradudly trade places. The trip up or down the cliff takes
severa minutes, and an automatic braking mechanism prevents the wheel from running out of
control if accidentally released.

11. The Great Catapult

A huge catapult perches on the very edge of the cliff here. It looks down upon the main
drawbridge and docks of the town below like a great bird of prey seeking some hapless victim.
The weapon is congtructed of the finest materials, and ornately fashioned to resemble a hawk. A
pair of glass eyes st in the findy detailed face catch the noon sun and flash awarning to al who
approach Harmonia.

Severa winches are mounted on it to pull back itsboom, and swivd it. A pile of 50
large (2 diameter) stones lies nearby, ready to strike down anyone who dares to attack the city.

This catapult (THACO 14; #AT 1/2 (ten men), 1/3 (8 men), 1/4 (5 men); Dmg 2d20+
10) isamogt effective wegpon. What few people redize, however, isthat it can actudly swive
180° and thus fire both upon the town and upon dl three of the guard towers. Although it was
originaly intended to Snk ships that might attack Harmonia from the Mingrd, the designers felt
that this added versatility might be important.

Trap of the Jailor

Prepar ations
This event is to take place early in the adventure. The party has been transported to Ravenloft
(Kartakass, to be precise) and is still unsure as to what is happening. One way or another, they
have found themsdvesin Harmonia and the following scene sets the stage for along chain of
deceptions.

Once the party isin town, alow them to explore a bit and discover the language,



attitudes, and customs of the locals. Once they have confirmed their fears that strange things are
afoot, spring this encounter on them.

The Nightmare Begins. . .

A short, leathery skinned old man comes bounding out of a building just down the
dreet. Heis carrying an old short sword in one hand while aring of skeleton keysflails aoout in
his other. He spots your party and dashes toward you with panic in his eyes. Although your
command of thelocal language is sill wesk, you are able to make out his words.

"Help! Help!" he cries. When he reaches you he sumblesto a hdt and goes on. "Help, |
say! One of meinmates has escaped hiscell! And I'll be cursed if ‘e ain't amean one!”

As he draws his hand across his dark forehead, you see that it comes away soaked in
blood. A nasty gash runs aong his hairline, above his left eye, and dlows a thin stream of blood
to run down across his cheek. Mixing with his heavy perspiration, it drips onto his tattered tunic,
doubtlesdy ruining the aready worthless garment.

The Dungeon Magter should do al he can to assst thejailor in his attempts to recruit the
Player Characters. His sory is an honest one, though there are things he doesn't tell them. He
will, honestly, inform the charactersthat it isillega not to cometo the aid of a congtablein
distress and that areward might well be paid for their assstance.

Onceinddethejail, hewill tll the PCsto enter the cell areawith two of his guards and
dowly advance upon the loose man within. He explains that he will enter a secret area below the
cdls so that he may work the machinery which opens and closes the portcullises. If the PCs
wish to asss him, hewill explain that only thejailor and his assstants are alowed to know the
locations and workings of these machines.

Kahrusthe Jailor, a 2nd level fighter: AL N. AC 8 (leather); MV 12; hp 15;
THACO 19; #AT 1; Dmg 1d6 (short sword); SA Nil; SD Nil; MR Nil; SM; ML 12; XP 120.

Devon and Bakki (Jail Guards), 1st level fighters: AL NG; AC 8 (leather); MV
12; hp 9, 8; THACO 20; #AT 1, Dmg 1d6 (short sword); SA Nil; SD Nil; MR Nil; SM; ML
10; XP 35.

When the PCs enter the cell area, the jailor will go to area 8 on the map to work the
doorsfor them. The PCswill find Jaconos Hanabara, aloup-garou in haf-human form, in the
last cdll (area 9). Heintends to kill the ones sent to contain him and then seek escape.

Remember that the two guards are here to act as additional armor for the characters.
Have Jaconos attack (and probably kill) them fird. If their deeths are fearsome enough, the
playerswill fed the wrath of the creature without risking lycanthropy themselves.

While the battle is taking place, thejailor will pull levers which cause the hdl portcullises
to close and lock. He will even cause a secret portcullises to raise up dong the door leading into
the street aswell as the one leading to the kitchen.

If dl the PCswere not trapped in the west wing, he will attempt to get them to go there
by saying things such as, "Please, dl move to the west wing so | can open the secret door for
you." If this doesn't work, he will just leave the PCs asthey are.



Thejailor knows that Jaconosis aloup-garou and is concerned that the party and his
men may now be infected with lycanthropy. He will not explain this to the party, however, and
they will not have further contact with him for sometime. All of the other cdlls are empty except
for the grime and stench produced by past occupants.

Closing this Scene
Once the characters have dedt with thisthreat and discovered that they are quite securely
locked in, turn to the next section (The Alley) and start that encounter

It isonly natural for the PCsto seek escape from the jailhouse. The Dungeon Master
should dlow them afew minor successes, but thwart their escape attempts in the end.
Remember that thisjail has been built to hold some pretty savage customers and that today's
escape was a very rare occurrence.

Map Key and Room Descriptions
1. Jailor's Room

Thisroom contains asmall, very worn table surrounded by severd chairs. People seem
to have |eft the room in a hurry, for the chairs have been knocked over and a deck of cards has
been scattered across the table and floor. Several mugs of beer rest atop the table, two of
which have been overturned, filling the room with the pungent aroma of hops and barley.

A amadl fireplaceis st in the wall opposite the table. While it may once have held afire
capable of warding off the chill that permeetes this place, it holds nothing now but smoldering
embers.

A pair of thick oak doors has been st into the north wall. They look strong enough to
keep even the strongest of men at bay. A second set of doors, far less formidable looking, leads
out of the jailhouse to the east. A single window placed beside the entrance dlows just enough
light into the room to make it gloomy without afirein the hearth.

Ladtly, alight weight door leads off to the west. It is set on hingesthat dlow to openin
ether direction and has no laich or locking mechanism.

2. Kitchen

A smadl, black iron stove stands amid an untidy, but friendly kitchen. An assortment of
preserved foods, breads, and cheeses lines the shelves, offering the would-be diner afairly
good sdection. Severd barrds stand againgt the wall, some containing more food and one that
has been tapped and now restsin an devated stand. Several beer mugs hang from hooks on the
wall beside the latter barrdl.

Two doors lead out of this room: one isaswinging door st in the east wal and the
other isaplain affair of pine st in the western wall.

A quick check of the room will reved that the door to the west islocked. Thislock is
by no means extraordinary, so those attempting to pick it will receive a +20% bonus to their
normd roll. The two secret doors in this room (on the north and south walls) are well hidden
and difficult to find without a search. Once discovered, they will be easy to dide open for they



are wdl maintained.
3. Secret Stairway

Y ou've discovered a secret pand that leads to afrail looking stairway going down into
darkness. Cool air with ascent of raw earth in it rises from below and brushes past you. The
odor is not unpleasant, but the moisture in the air combines with it to remind you of afreshly dug
grave.

This secret passage leads into room 7 on the lower leve of thejailhouse. Asthe
characters descend the stairs, ominous creaks and moans from protesting timbers will be heard.
The sairs are safe, they just don't sound that way.

4. \Woodshed

Thisareais alean-to built on the sde of the jailhouse and used to store firewood. The
floor is earth and covered in sawdust and splinters. The air isfilled with the sweet scent of
freshly cut timber. Footprints in the sawdust run to and fro, but it is difficult to say which are
new and which are old.

To theright of the door is an old, broken table. Parts of it have been chopped or
broken off, probably for use as firewood. Severa cords of wood are piled along the outer wall,
some clearly older than others.

Thereis nothing sinister about this area, athough the DM is encouraged not to let the
players know that. The door to the kitchen islocked, but both of the guards who are
accompanying the characters have keys.

5. Cdl Corridors

The interior walls of this building are dl made from hardwood, stained dark brown or
black with the passage of time. The smdl of lamp ail fillsthe ar and it soon becomes obvious
that much of the coloration on the walls is soot.

Asyou walk through this area you cannot help but notice that the dark wooden hallway
ahead isinterrupted by a series of solid looking iron portcullises.

On both sides of the hall are thick wooden doors with small, windows set in them. Only
darkness is vighble through these windows, but there is an odor of rot and decay-the smdll of
degth-drifting into the area from beyond them.

The portcullises are dl locked, but will be opened by thejailor as the PCs cometo
them. After the party passes through them, they will be closed and secured again. Because of
their unusud nature, it is not possible to open them from thisfloor. In order to pass through one
without the help of someonein room 8, the bars would have to be bent or the portcullis
meagically bypassed.

The doorsto the cdlls are al secured (except for the door to the last cell, see room 9),
but the jailor's assstants have keys that will open them. Picking the locksis dso possible,



dthough these are fine locks and atempts to open them without the keys will be a haf normd
percentages. Breaking them down is out of the question for norma men.

6. Cdls

Asthe door to the cell swings open, an overwhelming odor of corruption fillsthe air.
For a second, you are overcome by it and fear that you may beill.

Once you have recovered from this momentary failure in your condtitution, you are able
to look around the cell. The only items of interest in the dark chamber are alop-sided stool and
atattered and abused straw mat. The hard stone floor of the room is covered with packed dirt,
grime, and decaying waste. The floor and walls are stained with a combination of blood, rotting
food, and unidentifiable filth. The wals of the room are made of the same dark hardwood asthe
other interior walls. Many deep gouges and gashes mar them, but they il look very sturdy. A
sound of scampering feet can be heard as numerous rodents scatter for cover upon the intrusion
of your lamp lights, but you never seem to be able to get agood look at the shadowy figures.

7. Secret Room

Severd minor devices for extracting confessons from the guilty (and innocent) are hung
on thewal here. There are thumb screws, an iron gauntlet, and the like, dl dangling menacingly
from wooden pegs. The air is heavy with the scent of perspiration and blood.

A sturdy wooden chair with manacles for the occupant's hands and feet rests near the
garway. Thereisairon bound, oak door on the north wall that looks solidly closed.

Two solid looking levers are positioned here, one on the east wall and one on the west.
Thereisno indication asto their purpose.

The sde levers each control one of the portcullises that can be lowered over two of the
doorsin area 1. The lever on the western wall closes off the main entrance to the jall, while the
other seds the swinging door into the kitchen.

The door to the north is locked, and only thejailor himsdf has the key. In addition, it is
awdl built lock and cuts the chances of any character who istrying to pick it in half.

8. Portcullis Mechanism Area

There are Six strange looking mechanical devices around this room. Each is equipped
with saverd levers and whed's and, athough they are dearly well maintained, shows sgns of
extensve use. All of them touch the wall and extend out ten feet into the room. The mechanisms
are mounted into the floor and extend through the ceiling.

The entire room smdlls of machine oil and metd. It isimpossble to tel what purpose
these mysterious devices might serve.

This chamber islocated benegath the jail areaand each of these devices controls one of
the portcullises located overhead (see area 5).

Because of the unusud nature of the machinery and the many safeguards built into it, an
Intelligence check is required to figure out how the devices work. Once they have been



examined and understood by the characters, they can be used to close, lock, unlock, and open
the portcullises upstairs.

9. Werewolf's Den

Asthe lagt portcullis opens before you with a cregk of turning gears, you begin to fed
an avareness that something iswatching you. The door on the last cdll has been torn open by
some greet force. Severd of its bars are bent and twisted, asif someone had taken a great
hammer to them, and it dangles upon only one of its three hinges. Many deep, parald gouges
are carved into the wooden furniture, making it look as if someone had dashed it repeatedly
with avery sharp knife.

Asyou peer into the pitch black cdll two evil yellow gleaming eyes look back at you.
The hair on the back of your neck stands up as you redize the eyes are too far gpart and round
to belong to any human. From this seemingly endless patch of darkness, a gutturd growl issues
forth to fill the room. Faster than your eyes can follow, a huge grey wolf-like cresture sorings
forward and attacks you. There is murder inits eyes and blood on its claws.

Two sets of datistics are supplied below. Use the first (the loup-garou) if the party is
well equipped and in good condition. If the party is weakened or unprepared for such an
encounter, use the second (a standard werewolf) for the encounter.

Jaconos Hanabar a, Loup-garou: AL CE; AC 4; MV 15 (18); HD 5+4; hp 24;
THACO 15; #AT 3; Dmg 1d4/1d4/2d4; SA Surprise; SD hit only by slver or magica
weapons, MR 20%; SM; ML 13; XP 2000.

Jaconos Hanabara, Werewolf: AL CE; AC5; MV 15; HD 4+3; hp 24; THACO 15;
#AT 1, Dmg 2d4; SA surprise; SD hit only by slver or +1 wegpons, MR nil; SM; ML 12; XP
420.

Once the characters have dedlt with the werewoalf, this encounter is completed. By using
the information presented earlier in the "Closing this Scene' section, the DM can proceed to the
next encounter (“The Alley™) and continue on with the adventure.

TheAlley

Use of this Encounter

The following events should occurs on the third night of the party's captivity or if the party is
about to escape through some means of their own from thejail. If they managed to evade the
jalor'strap, then this same scene will occur in some other secluded area of Harmonia. The most
important thing is that the Player Characters should be the only onesin the area so what
trangpires here can be kept secret if they wish.



Strangersin the Night

During the night you become aware of some motion in the aley next to this building.

Y ou can hear a soft conversation between a man and woman. Y ou cannot see either of them or
make out what they are saying, but the woman's voice nearly charms you with its beauty. Soon
the conversation ends as mysterioudy asit began.

From across the dley adender young woman steps from a gap between two buildings
and begins cautioudy waking down the aley. She wears a hooded cloak that she keeps pulled
up to hide her face. She seemsfrightened, for she constantly looks behind her. Thereisno sign
of the other individud.

Suddenly, from out of the darkness, a harsh voice bresks the silence of the night. ™Y ou
have defied me for the last time, Akrid!" it sngps. The toneis so ominous and the voice so crue
that the hair on the back of your necks stands up. Evil seemsto drift like mist into the dley and
wash againg you like the stagnant water of a forgotten swamp.

Sowly, aman flanked by two pony-szed wolves sepsinto view. Thereisagleamin his
eye akin to hunger and the wolves begin to leer at the beautiful young woman. As he steps
between your vantage point and the girl, you see him raise acrue looking whip over his head.
With each gtrike of the lash, she screamsin pain and sobs for mercy.

Throughout this ordedl, the dark man releases a stream of hissing words at Akridl.
Although the mgority of it islost under her screams and protedts, the words "change” and
"vampire' are discernible.

The party has just come into contact with Harkon Lukas, the Lord of Kartakass. Since
both he and his daughter Akrid are actualy wolfweres, his beating was meant to cause only
pain and not actual damage.

The gigt of hiswarning to Akrid is Smple enough to understand if one knows dl the
facts (which the PCs obvioudy don't). The references to which they were able to pick up will
do them little good at this point. The word "change' was awarning for Akriel not to change
form, while the word "vampire" was an admonition not to ded with vampiresat al. Harkon is
suspicious that Akrid is dedling with avampire from Gundarak, an adjacent domain. His
suspicions are correct, and he nearly caught her in the act, for the other voice was, in fact, an
assgant to Dr. Dominiani.

If the PCs manage to break into the dley and rush to the girl's side, the man will dive
into the shadows and vanish down an adjoining street. His lupine companions (joined by two
others from the dley down which Lukas fled) will charge to attack the interlopers.

Four direwolves. AL N; AC 6; MV 18; HD 4+4; hp 24, 23, 21, 19; THACO 15;
#AT 1, Dmg 2d4; SL; ML 12; XP 700 (175 each).

If the players take no action to prevent the beating, L ukas will stop soon enough and
leave. Hisfaithful wolves will trot after him with the measured strides of hunters on the prowl.

A Damsd in Distress



After the excitement dies down, there is a change in the atmosphere. With the departure
of the dark and ominous stranger, an oppressive presence seems to have left the area.

With afaint moan of exhaugtion and pain, Akrid collgpsesto her knees and begins
sobbing in amire of obvious misery. She does not even seem to notice her surroundings.

In actudity, Akrie isfar from hepless at this point. She has fdt her father's temper
before and, in her heart, fedsthat his rage is understandable. Her behavior now is nothing more
than an act designed to lure the PCs near to her and convince them that she is helpless. When
the characters move to help her up or comfort her, read the next piece of diaogue to them.

Asyou step toward her and your shadow falls across her body she raises her hands as
if to ward off more blows from the whip. As she does 0, her hood falls back to reved a
grikingly beautiful young lady.

Her hair islong and wavy, with the dark color of araven, and her eyes a soft and timid
brown. Beneath her cloak, she iswearing a white blouse under a short deeveless open jacket of
gold brocade. Tears stream down her cheeks, but she seems to have suffered no lasting damage
from the whip.

"Please, no more!" she cries. "'l will marry you asyou desire. | will be an obedient wife,
just don't beat me any more."

Akriel'sTale

To further her schemes (see her description in the Non-Player Characters section) she knows
that she mudt retrieve the legendary Crown of Souls. A gypsy fortune teller has revedled to her
that the crown isto be found in a place of walking death where the laws of life do not apply.
She has deduced that thisis one of two places.

Thefirg of these, amysterious crypt in the mountains Forlorn, she has investigated
hersdf. Here, she met many horrors that caused even her blood to run cold and she barely
escaped with her life. Needless to say, the crown was not there.

The second place, she has decided, would have to be the Catacombs of Kartakass.
However, Akrie may not enter these places due to the great quantities of wolfsbane that grows
inthat area. Thus, she has decided that she needs afew pawnsto do her work for her, and the
Payer Characterslook like just the right people for the job.

Over the course of her conversation with the characters, she will spin the following tae
for them.

"He is awandering bard and woodsman of these parts who has been seeking my hand
in marriage. As you have seen, he has aviolent temper and cannot cope with my reection of
him."

For a second, she seemsto fdter and looks asif she is about to begin crying again. Her
thoughts, however, seem to turn in amore pleasant direction and a bit of color returnsto her
face. With adreamy, far away look in her eyes she speeks again in the hushed voice of
someone sharing a deep secret.

"You see, | love another. My heart is pledged to the good and kind Dr. Dominiani. He
livesin aneighboring land known as Gundarak and works day and night to cure others of their
ills. I was just speaking to one of his servants before | was discovered and beaten. Oh, if only |



had one of those mythical knightsin shining armor to come to my rescue. Aye, but fairy taes will
do me no good now."

Akriel's Plan

The details of Akrid's plan and her dliance with Dr. Dominiani are presented in the Non-Player
Character section of this book. In short, they plan to work together to overthrow Harkon Lukas
and Duke Gundar of Gundarak. Then, they will take their places and rule these two domains as
one.

Since neither have the power to do this aone, However, Dominiani has formulated a
plan. They will make it appear that Duke Gundar has attacked Kartakass. Harkon Lukas, a
man known for his temper, will become enraged as the Duke is an old enemy of his. However,
aminor flaw exigsin ther plans-nether of them has an army large enough to perpetrate such a
hoax.

Thisiswhere the Crown of Souls comesin, for this artifact can transform the innocent
into horrid goblyns under the control of the one who made them. Thus, an army of willing and
able goblyn warriors can be formed overnight. Once they have such aforce, they can be sent
againg Lukas and, in the chaos that follows, strike down both leaders.

Of course, both Dominiani and Akrid plan to betray the other once their plan reaches
itsdimax.

Akriel's Plea

If the Player Characters comment on her "knight in shining armor™ reference or offer to help her
in any way, she will again fabricate aweb of liesto ensnare them. If they don't pursue the
matter, and make no move to help her, sheis more than willing to resort to other measures
(bribery, promises of great rewards, gppedls to their mora or religious beiefs, etc.) in order to
convince the part to ad her.

"Thereis only oneway | can be freed from the cruel hand that fate has dedt me. | must
retrieve the secret Crown of Soldiers that was lost by my ancestors. | have consulted with a
wandering fortune teller who cast the bones on my behdf. | believe that | now know whereit is
located, but the place is fraught with danger and one so fragile as mysdlf could never survive
such perils”

If the PCs agree to do thisfor her, she will be overcome with gratitude. It will take her
some time to gather the information they will need for their quest, or so she says, because a
number of references must be checked with scattered family members. She ingtructs the
characters to meet her at the Old Kartakan Inn in Skald some seven days hence when the sunis
a itshighest.

She cautions the characters to keep their arrangement secret, for if the woodsman were
to discover that she planned to escape from him, she would surely be beaten severdly.

Any suggestion by the PCs that they might stay with her or watch over her for the next
week will be refused. She will explain that there is too much a stake and that the chances of
their aliance being discovered would be too greet. If the Player Characters are il injail, she
will arrange for them to be rdeased. Sheisavery good friend of both the jailor and the



Meigtersinger.

The Phantom Woodsman

Of course, no attempit to locate the mysterious woodsman responsible for Akridl's beating will
succeed, asthereisno such individud. Akrid will warn them not to follow histrail, for heisa
dark man with many alies.

Akriel Departs

Once this encounter has been fully explored, the Player Characters will have aweek to make
the journey to Skald and rendezvous with Akrid at the Inn. When the time seems right, close
this encounter with the following narrdive:

While you have been taking, alow fog has been cregping into the dley. Its damp touch
penetrates even the mightiest armor and sends a shiver through your bodies.

Looking about dmaost nervoudy, Akrid smiles and says " The migs are growing thick
and | had best be off the streets. | bid you farewell and look forward to our meeting in Skald.”

With that she turns and leaves, vanishing into the fog like a ship salling out of amisty
harbor.

Woodland Encounter

This encounter occurs on the road between Harmonia and Skald. No doubt the PCs will be
trying to determine what their upcoming mesting with Akriel will bring and this smal encounter
can serve as omething of adiversion.

Asyou are traveling aong the road between Harmonia and Skald, you suddenly notice
afant sound drifting through the air. Listening more closaly, you decide thet it is someone
sobbing. The source of the sound is hidden by abank of shrubs that runs dong the side of the
road at this point.

If the PCs investigate they will discover an innocent country womean knedling beside the
fresh grave of her beloved son. Sheis so digtracted that nothing short of a howling charge will
draw her attention to the PCs.

A middle-aged woman is knedling on the ground in a recently cleared area surrounded
on three sides by bushes. She is squeezing freshly disturbed black soil from what appearsto be
agravein her hands and smearing it upon her once blue and white gpron. The scent of wet earth
issweet inthear. Sheis crying to hersaf and does not seem to notice the party asit
approaches.

Maria's Story
If disturbed, she will be startled and frightened. If no danger is presented, however, she will



soon cam hersdf. Although she cannot help but break into tears every so often, she will speak
openly to the characters. Although it will require effort on the part of the party (comforting
words, prompting questions, etc.), the following story will eventualy come out:

Her nameis Marig, her husband is Ontosh, and her other young son and daughter are
Frantosh, and Jdena. Joshuaiis buried in the hand dug grave benegth her.

Two weeks ago, her hushand was badly wounded. He had gone out after dark (against
her pleas to do otherwise) for he had forgotten to put out the lantern in our barn and was afraid
the straw there might catch fire. When he was on hisway back to the house, he heard anoise
behind him and turned to see alarge animd in the shadows near the barn. He ran to the house,
staying just ahead of a great wolf asit charged after him. As he reached the house, he fell and
broke hisleg, but made it indde safely.

Every night since then, they have been plagued by a dreaded fear a night every sound
they heard seemed evil and dark. The fear findly overcame Joshua, one of her children, and he
went out into the night with an old blunderbuss to put an end to their terror. Although she cdlled
to him to stop, he did not listen. As she relates this part of her story, she bresksinto along fit of
tears and falls across the fresh grave.

After sheis camed, shewill continue her sory by relating that severd minutes later, they
heard the distant boom of the gun. After a second of silence, they heard a dreadful howling and
a horrible scream. The next morning, they went out to find the body (which had been torn apart
by some savage beast).

Now shefearsfor her other children as she must protect the family until her husband
hedls. She will gladly accept any offer of aid or protection.

Maria's Farm

The map of Mariaand Ontosh's farm appears on the second cover (opposite the character
shest). The exact details of thisfarm are not listed asit will likely not be explored in detall. You
may ad lib as you seefit.

If the PCs offer to help her, she will cook them amost splendid med. When they meet
her family, they will seem good and kind, though clearly haggard by the events of the past few
days. Their farm, however, seemsto be a place sraight out of fairy taes. Itissetin alovely
grove of treesand iswell tended. A smdl stream flows past their barn yard, and the grass
growstdl and lush dl around.

However, at night, dl will be transformed. The trees will become dark and menacing.
Shadows will grow long, and afew will seem to move. Even the PCswill sense a degpening
fear asif apowerful anima staks them and they are trapped. Ontosh will prepare the family
blunderbuss while Maria and the children huddle about him. Findly, they will dl go upstarsand
try to deep, athough the atmosphere of terror in their home is not conducive to this.

Children of the Night

The farm is being visted each night by a distant neighbor, Jackques (who is actudly awolfwere)
and his three pet wolves. Heis hoping to drive them away o that he can take over their
homestead. Once they leave, he will set up housekeeping in their home as he consdersit to be a
much nicer location than the one he currently livesin. For thisreason, he has no desre to harm
the farmhouse, the animas locked up in the barn, or anything €se on the property.



Jackques (Wolfwere): AL CE; AC 3; MV 15; HD 5+1; hp 34; THACO 15; #AT 1;
Dmg 2d12; SA snging bringson lethargy; SD iron or +1 to hit; MR 10%; SM; ML 14; XP
2,000.

Threewolves: AL N; AC7; MV 18; HD 2+2; hp 11, 9, 9; THACO 19; #AT 1; Dmg
1d4+1; SS; ML 10; XP 65 each.

They will vigt the family for another three days. Each night they will stalk the grounds
and attack anyone who ventures out into the darkness.

On the fourth day, however, Jackques will lose his patience. He will unlatch the back
door and stand growling in the darkness with his three wolves. At this point, he will send his
wolves into the house to attack the first person they find. It is his hope that thiswill scare the rest
off. Jackques himsdf cannot enter the house due to the wolfsbane that the family has placed at
al the entrances.

If Jackquesiskilled by the PCs, he will revert to aform which the family can identify as
Jackques, their neighbor. The family will ings that the PCs accompany them to hisfarm where
they can plunder whatever they desire in return for their aid.

In Jackques house will be found alist of namesin adesk drawer including: Akridl,
Harkon Lukas, and severad others of no consequence. These are alist of other wolfwere
asociates. Perhaps more vauable to the PCsis atrail map leading both to Harmonia and to the
border of Bluetspur (where the Catacombs of Radaga are marked by many smal skulls, though
Radaga's name does not appear).

He dso has a bag of 890 sp hidden under his bed. Another bag of three 225 gp gemsis
in ajacket pocket in aclosat. On hismantel isavid full of oil of fiery buming. A wal ssfein
the house holds a collection of silver, gold, and pure iron wespons. He prizes these wegpons
above many magica ones asthey are more formidable in Ravenloft. He keeps the iron weapons
as asaement of defiance againg fate. Many other common items can be found such as clothing
(most is baggy), food (mostly mest items), and house supplies.

A box of four wolf pups will be found in one of the back rooms. These pupsare a a
highly impressonable stage and would make interesting petsif the PCs choose to keep them. Of
course, the unusua reputation that wolves have in Kartakass can make them a dangerous thing
to transport. They will only attack to defend themselves and have the following Sats

Wolf pups. AL N; AC 8; MV 12; HD 1+3; hp 11, 10, 8, 7; THACO 20; #AT 1; Dmg
1d3; SA Nil; SD Nil; MR Nil; SS; ML 8; XP 35 each

Skald

Skad isawalled town of some 2,000 resdentsin the heart of Kartakass. It isthe largest city in
Kartakass and is home to the Old Kartakan Inn, a place frequented by Harkon Lukas, Lord of
the Domain. The town is bordered on the north and east by the Sing Song, one of two magjor
riversin Kartakass. To the east risesa 60’ high cliff topped with arock wal and mighty



fortifications.

The Sing Song tumbles over the western dliff in twin waterfals as it enters Skad. At the
bottom of the fallsthe water isforever churning, chopping, and the arealis never without athin
vell of fine migt. This place is known as The Cauldron due to its boiling appearance. In fact, it
was this false impression of scalding heet thet lead to the naming of the town.

The Cauldron drains through a short but rugged series of rapids and then continues on
itsmerry way. Theredl secret of the cauldron is kept within the walls of the Old Kartakan Inn
which stands upon a plateau-like idand in its midst (and mist). More information on theinnis
provided below.

Three roads enter Skad. The so-called "Road to Harmony" runs off to the south and
ends a the town of Harmonia The Kartakan Road runs north into Gundarak (where they cdl it
the Gundar Road). Lastly, the Peasants Way leaves town to the west and eventualy enters The
Land of Sithicus.

Most boats can travel up the Sing Song to Skad. In fact many goods and people travel
from Skald to Harmonia by boat. However, the Cauldron and falls force portage &t this point.
From here on the river becomes more swift, narrow, and treacherous. Without the waters of
Dire Creek, it dso becomes more shdlow. Only rafts, canoes, and other such small vessels are
employed above the Cauldron. However, these boats serve alarge area of Kartakass and a
portage arealis provided.

Points of I nterest

The following areas deserve specid attention. Each of them is clearly marked on the map of
Skald for easy reference. The mgority of the town, however can be cusomized by the
Dungeon Master to suit his or her own tastes and needs.

1. The Old Kartakan Inn
Thisis such an important place in the adventure that it is detailed in its own section laer in this
chapter.

2. The Clock Tower Mill

Jutting out into the waters of the Cauldron is a naturd length of rock, long ago worn
smooth by the action of the water. Standing atop it isacircular, white tower built draped with
clinging vines and cregpers. A rugged looking waterwhed runs from the Sde of the tower into
the path of the plunging waters of the Cauldron's southern weterfal.

The turbulent waters toss a curtain of thick mist around the rocky idand and the base of
the tower, making the arealook like something out of a hdf-remembered dream. The action of
the water keeps the whedls turning at a constant rate, but their thunderous roar obscures the
sounds of any mechanisms that might be driven by them.

A swinging bridge runs from a door hafway up the sde of the tower to alarge building
amid a cluster of docks on theriver's shore. Therolling water produces a steady breeze that
causes the bridge to rock ominoudly at al times.

At the very top of the tower stands a square clock with a face pointing toward each of
the compass points. The faces of the clock are made of wood with an even coat of white paint



on them. The numbers are black iron, as are the hands, and show clear Sgns of recent
maintenance. All indl, it looks like the entire affair is maintained with pride,

This clock isrun by a specid water whedl and an elegant set of mechanisms that dso
operate amill in the lower portion of the tower. This operation is so productive, due to the
waterfal's power, that it has put al other mills of consequence in Skad out of business. The
people working here are norma townsfolk, none of whom redlize that the owner, Madam
Lupapus, is actudly one of Harkon Lukas quidings. In actudity, thisis a primary source of
income for Lukas.

3. The Mill House

Severa wagons containing burlap sacks of wheat have been pulled up to the long
loading dock of this large warehouse. Husky men are hard at work unloading the grain from the
wagons and moving them into the building. Here and there, where a sack has been dropped and
burst open, youngsters are transferring the spilt grain into new sacks.

This warehouse acts as a holding area for products being processed by the mill. Half of
it isfilled with bags of oats, wheet, bardly, and corn waiting to be processed. The med and flour
are stored in a section of the warehouse that has been locked to prevent theft.

4. Meistersinger's Keep

High atop the 60' cliff to the east of Skald isawal connecting it with asmal fortressto
the southeast. This fortress, although not large, has adark and powerful look to it. Thewals are
set with deadly spikes that make the battlements look most sinister. The entire building seemsto
loom over the town like a great beast waiting to attack.

The faint notes of asong can be heard drifting down from the fortress. The melody is
haunting and dark, seemingly alament for soldiers who have falen in combat.

A great tower starts at the base of the cliff and runs up to become part of the keep
itself, giving the structure an unnerving look. The design seemstoo unusud to be the work of
morta men. The Kartakan flag, ablack fidd with ayelow lute st on it, is fluttering from a spire
Set atop this mighty stone tower.

The keep has two grest walls, the inner being 30" high and the outer being 15' high. At
night, a great flock of sheep, who spend their days on the mesa above Skad, are herded into
the area between the two walls. Here and there dong the walls, catapults stand ready to defend
the town.

The captain of the watch and his associates have offices here, as does the Me stersinger
of Skad himsdlf. Like the town guard, they both live in the Great Tower.

There are only two ways of getting into the fortressitself. Thefirg is viaaconnecting
passage with the tower and the second is through the gate used to move the sheep out at dawn
and in at dusk.

6. The Old Fortress



The road from the south into Skald passes through the shattered body of a once mighty
fortress. It is hexagond in shape, with wals standing some 20" high. Two towers are st into the
north and south corners of the keep, both stlanding 25' tall. An additiond curtain seemsto have
been removed from between them. The northern walls are till a part of the city's defenses and,
as such, are well maintained. The southern half of the building, however, died long ago.

Asyou look upon this deserted building, the shadows themsalves seem to take on the
form of guards standing at their posts. This place has a presence about it, along and honorable
tradition of duty and service. When the wind blows, one can dmost hear the marching of troops
and the orders of officers. If ever aplace seemed right for ghodts, thisisit.

Thiswasthe origind fortress from which dl of Skad is descended. However, dl but the
outer walls have since been torn down. It now serves only as areminder of the past and a
curiogty for travelers. Although it is not haunted, there is no reason to let the players know that.
Stories abound of spectral sentries walking their posts and phantom soldiers fighting beattles long
sncewon or logt.

7. Out Town

A scattering of buildings lies to the south of the town walls. Mot of them are made of
scrap lumber and even those that have been built of better materials have alook of poverty
about them. Despite their initid appearance, however, many of them look quite surdy and are
protected with thick doors and shutters sporting large locks or bars.

The congtant drone of insects servesto distract you from the constant scurrying of
rodents as the poor and wretched go about their daily labors. Now and then, one of the
inhabitants stops to look you over suspicioudy. Without exception, thereis alook of hunger and
menace that cannot be concedled by afeigned smile or polite nod of the head.

Out Town isahighly varied place. The people here range from those who are too poor
to live within the city walls, to those who bak at the cowardice of people who "hide from the
night behind wals' to those who are in league with the wolfweres of Kartakass.

The PCs can find the cheapest food and lodging here aswell as dmaost any nonmagica
item they desire. Of course, such items may take some time to come by (asthey haveto be
golen first) and strangers are treated with outright suspicion if not ingtant hogtility. All manner of
corrupt organizations (athieves guild, athriving black market, an assassns guild, etc.) can be
found here.

At night, Out Town is deathly slent. The night is disturbed only by those foolish, brave,
or drunk enough to risk "the night." As everyone in Out Town (and Skad) knows, the nights
here belong to the wolfweres.

8. The Wharves

Several river-boats and other lesser craft are docked at the wharves. The current here
isfairly strong, and even the most securely anchored of boats rock and sway with the weter.
The amdl of fish and deisgrong in thear, blending to form adigtinct and penetrating odor. The



buildings dong the edge of the Sing Song river are sained adirty rust color up to about 8
abovetheleve of theriver.

The discoloration on the buildingsis aresult of past flooding. In the spring, it is not
uncommon for the water to reach out of its banks and invade the town around the wharfs.

The Sing Song isfull of severd species of trout and runs sdmon at the right time of year.
Thus, it is not uncommon to see fishermen dong the wharf cagting their linesinto the water.

The PCs can easily gain passage to Harmonia for anywhere from severa coppersa
piece to five platinum each depending upon their luck and the style they wish to travd in. More
than one of the ship captains are wolfweres who can easily be talked down in price. Once clear
of the town, however, travelers on such craft are often the targets of avicious cat and mouse
gametha invariably endsin their deaths.

9. Lower Skad

This section of town ranges from dum areas near the river and wallsto anice park
surrounded by clean, well-kept shops in the very center. People are briskly going about their
chores and you can hear workers singing off in the distance from severd directions. Sheep are
being herded along the main street that leads from the Old Fortress to the Kartakan Road.

Asyou move through the crowd, it soon becomes obvious that everyoneis avoiding
you. The crowd parts dightly, like the waters of a stream at a priest's command, to alow you to
pass without physical contact. Although it isardief, at firdt, to be able to move through the
crowd so easily, you quickly redlize that they are tregting you as if you carry some vile disease.

It isaso somewhat curious that you never seem to come across the source of the
digant Snging.

In generd, this section of town isthe most crowded The shops here carry anything one
might need for everyday life. Very few frivolities can be found, and those that are represented
will be overpriced.

The main road was designed to be an overly long and roundabout way of getting
through Lower Skald. It takesiits travelers through most of the worst sections of Inner Skald
(the areas within the walls). There are two main reasons for this: it encourages travelers to pay
the higher tall & the Upper Toll Bridge and it services more of Lower Skald thisway. A sde
effect of al thisthat was not foreseen by the buildersis that it gives thieves and others of therr ilk
more time to seek out their victims and severd opportunitiesto drike.

10. Saw Mill

The fresh amell of birch and pine wood fillsthe air here. All vegetation vanishes asyou
gpproach the Skald Saw Mill, for wood shavings and saw dust covers the ground. Severd large
piles of lumber are stacked here and there and a half-dozen sheds shelter tools, equipment, and
lumber. A large water whed juts out into the narrow end of the Sing Song here and rotates lazily
in the influence of the steedy current.

Just up river from this point, a cluster of logs has been secured. Men hop about on them
skillfully and gradudly guide them toward the mill. The agility of these lumber men seems amost



inhuman.

The Saw Mill is run by regular humans who are never harmed by wolfweres. Thisis one
of the few very profitable busnessesin Skald that is not owned or controlled by some corrupt
organizetion.

However, there is a reason for everything. Many of the wolfweresin this area of
Kartakass (particularly along the Dire Creek which winds far into northern Kartakass) make
what money they need by cutting trees and floating them down to the Mill. Nearly haf of dl
such lumberjacks and woodsmen will be wolfweres or those in cahoots with them. Although this
may be guessed at by those who work at the mill, it is s8ldom mentioned because no one
involved in the process wants anything to change.

11. Lower and Upper Toll Bridges

Two rock idands stand like defiant martyrs againgt the ondaught of the Sing Song here.
The rapid current of the water has worn away any sharp edges that might have existed on the
idands in the padt, leaving them fairly featureless.

Although they are only afew hundred feet gpart, each idand serves as the anchor point
for abridge that runs from the city to the Old Kartekan Road. The eastern idand, known as
Upper Idand, has a garrisoned wall with two small towers acrossit. The bridge that runs across
the river a this point is a mighty stone affair with proud arches and ornate engravings. An
elaborate portcullis stands open to dlow travelers passage through the great stone wall.

On the other hand, Lower 1dand has only asmall, surdy rock building on it. Two lesser
stone structures, obvioudy winch houses, stland by the drawbridges that leave thisidand.

The Upper Idand Bridge is used by mounted individuas and caravans coming into the
city. All such heavy cargoes are excluded from the less surdy Lower Idand Bridge. Also, the
Lower Idand Bridge is congdered fit only for the lower classes, and no salf respecting citizen of
the upper or middle classes would use it. Thetolls are asfollows:

Category Lower Tall  Upper Tall
Unarmed person lcp 1sp
Armed person lgp 1pp

If mounted na +5 5
Hock of sheep lcp na

Other animals lcp 1sp
Wagon or cart na lgp

Both toll magters will take moreif they can get it. Although the tolls are marked on
sgns, they will smply make up other adjustments such as and extra gold coin if wearing armor
or a5 cp surcharge for mounts with saddlebags.

In order to enforce the laws of the land, both bridges are garrisoned to some extent.
The Lower Toll Bridgeis manned by three burly men-at-arms in addition to the Toll Master.

The Upper Toll Bridgeisfar better equipped. It is garrisoned by twelve guards (1st
level fighters) and alieutenant of the watch (2nd levd fighter). In addition, each of its two towers



contains abarrd full of greek ail that can be set dight and tossed down upon rabble rousers.
The portcullisis kept closed until the toll ispaid in full.

12. High Wharves

A marvelous ebony hulled river boat rocks dowly in the water here. Secured to a
private wharf with a stout rope, this craft sports a brilliant red canopy to shade the luxurious
interior. Every inch of the craft is amasterpiece of artistic design. Although there are a number
of other fine ships docked here, none of them comparesto this excellent vessd.

The entire areaiswalled off with awooden fence. The wood, dthough clearly old, is
well maintained and shows signs of congtant upkeep. A single gate, clearly designed more for
privacy than to ward off attackers, stands closed with a sturdy lock on it. A small guard shack
stands next to the gate with an engraved sign reading " Private docks, keep off" displayed for dl
to see.

The ebony river boat is Akrid's, recently given to her by her father, Harkon Lukas.
Both love to take guests out on it and charm them with their music. The fate of such charmed
individuals depends wholly upon the mood of the ship's madter a the time.

Only the upper class of Skald can afford to keep their boats at this dock. The PCs can
probably hire passage here, but the cost may well be beyond their means.

13. Upper Skad

The streetsin this section of town are dl cobblestone affairs. The buildings here are
larger and more artistic than those in the other areas of town. Clearly, thisis a place for the well-
to-do. Here and there, lawns and gardens accent the neighborhoods, and the scent of flowers
danceslightly inthe arr.

Asyou wander through this part of town, however, you notice thet there are many more
patrols than there are in other neighborhoods. Although there seems to be no outward sign of
suspicion in their eyes, the guards aways seem to look at your party for afew seconds longer
than they do anyone e se. From time to time, awhispered conversation breaks out between
members of the watch as you pass them.

Thereis a congstant guard patrol here because of the wedlth of this ared's citizens. Unless
the characters have been acting in some suspicious manner, the guards do not notice anything
unusud. Rether, the PCs are just fedling the usua paranoia associated with travel in a strange
place.

A gatein the Old Fortress (#6) serves asthis area's main access point. A smal garrison,
identical to that at the Upper Toll Bridge, ison duty at dl timesthere. The regular patrolsin this
aeatypicdly consas of 1d4+2 guards (1<t level fighters) and alieutenant (2nd leve fighter) if
there are 5 or more guards.

Most items of mundane nature can be purchased in Upper Skad. The people of this
section of the town are very fond of music, theeater, and dance. All of these functions always
include singing. The largest building in Skald (excepting only the Meisteranger's Keep) isthe
Grand Hall of Song and Dance on the edge of the Cauldron. It isafailed atempt to rival the



Harmonic Hall in Harmonia
14. The Old Shacks

Thisareais something of a shantytown. Most of the buildings have a tumbledown look
about them, with many being in obvious need of some repair. Even the trees have been taken
over, with many supporting shacks and other small wooden structures. The entire area seems
srangely deserted and quiet.

One of the more interesting features of thisareaisitsflora Thin, twigting vines dominate
every untraveled area (and severd traveled ones), their tendrils taking hold of every piece of
upright timber they can find. Each plant sprouts afew smdl flowers and a number of berry
clugers. The flowers lend a Sickly sweet, dmost overwheming odor to the dready humid air.

The norma background noises of atown are lost here, for the thunderous roar of the
cascades that pour into the Cauldron mute al but the sharpest of sounds. The mist from the fals
makes the air thick and muggy. Dark spots on the soil 1ook like they could be anything from spilt
wine to dried blood.

All indl, it isnot surprising thet you have the distinct feding that someone is watching
your every move.

The buildings are randomly used by visting wolfweres and therr ilk as they moveinto or
out of thetown a night. In fact, their victims are often lured here before being dain. The roar of
the Cauldron prevents even the loudest of cries from being heard by those in Skad, and no one
in this areais foolish enough to come to the aid of a stranger in the misty darkness.

The plants and berries mentioned in the description are vitd to the annua production of
Meekulbrau; Aswas said, meekulbern berries naturaly grown upon their vine-like bushes by
the thousands here. When the harvest time comes close, dl the children of Skad are taken over
to thisarea and pick the berries for the three days which they are properly ripened. A band of
wandering brewers always arrives on the day after and sets about making the drink. Many of
the buildings here contain the equipment needed for this process.

Rumor hasit that the brewers are al descendants of asngle family. It is said that they
live in the deep northern woods of Kartakass and have been performing this function for Skald
for decades. Actudly, the brewers are wolfweres, and the berries themselves will only grow
upon soil where avictim has died amost horrifying death at the hands of such a cregture.

Meekulbrau is sold in many of the high society establishmentsin Skald. It is an acquired
taste, being quite bitter, but supposedly relaxes the throat and provides for a better snging
voice. Thus, The Grand Hall of Song and Dance buys nearly asixth of al Meekulbrau made
each year. Meekulbrau does stain the mouith, teeth, lips, and any other arealit touches a deep
blood red for about an hour. At the end of this time, the stain turns brown and flakes away.
More than one wolfwere has escaped suspicion of fowl play by blaming the blood upon itslips
on Meekulbrau.

The Old Kartakan Inn



Note: Thisinnis pictured on one of the large cardsin the RAVENLOFT™ Boxed Set. This
card has agood picture of the inn on it that can be shown to the PCs while you read them the
boxed copy below.

Y ou stand before a breathtaking sight. From atop a high, stone dliff, twin waterfals
plunge downward to shatter what might otherwise be a peaceful pond. The roar isincredible,
muting al other sounds, and acloud of migt fillsthe ar at dl times.

In the center of the bubbling, churning lake (known locdly as The Cauldron) stands a
naturd stone idand. Long ago polished to a smooth, rounded form by the raging water it now
supports a proud and stately structure: The Old Kartakan Inn.

The perpetud fog of The Cauldron's waters hangs heavy about the inn, giving the place
an dmogt supernaturd look. Here and there, moving bodies can be seen inthe mists. The
obscuring properties of this shroud, however, make it difficult to tell if they are human or some
form of ghosily gpparition.

The Old Kartakan Inn goes by many names. The Inn of Kartakass, The Greet Inn, The
Inn, Bard's Home, The Old Inn, and The Lord's House. The significance of thislast nameis
known by few. The Inn has a reputation of being a safe place by day, a bit rowdy in the late
afternoon and evening, and strangely deadly by night. Everyone blames it on the spirits of the
Cauldron, which supposedly haunt the inn by night.

The Kartakan Inn is frequented by Harkon Lukas more than any other building in
Kartakass. Heis even known to be the owner of the establishment by afew individuals. Harkon
does not hide his presence or name within the land, only hisidentity as awolfwere and aslord
of the domain. Few know that he isawolfwere, and fewer Hill redize thet heisthe Lord of
Kartakass. The fact that Harkon Lukas frequents this establishment is aso not redized by mogt,
for he only viststheinn in disguise

The Inn itsdlf rests on anatura rock idand in the heart of the Cauldron of Skald. The
twin cascades of the Sing Song River fdl into the Cauldron, swirl about theidand, and
eventualy run through rapids at the lower end of the Cauldron. The Cauldron itsdf isthe wide
area between the fdls and the rapids. Its surface is congtantly choppy and mist perpetualy plays
upon its surface. At night the mists rise up to enshroud al but the upper portions of The Old Inn.
This blanket of fog, combined with the Cauldron's roaring shroud of noise, provides a perfect
environment for Harkon Lukas to hunt in. Even loud screams cannot be heard over the roar of
the fals and the chopping splashes of the Cauldron.

It is through the mist enshrouded woods to the north that wolfweres come by night to
carouse in the Old Kartakan Inn and Harkon Lukas is often among them.

During the daytime, the Old Innis "the place to din€’ in Skald, especidly for lunch. The
view is exceptiond, the food excellent, and the prices reasonable (al things considered).
Towards evening, the atmosphere changes. The tavern opens up for business shortly before
sunset and the atmosphere of the place becomes gradudly rougher. Many of Skald's more
upstanding citizens, those who frequent the Old Kartakan Inn for lunch, avoid the place at night
for the crowd continues to get more "deadly” as the evening wears on.

Findly, a night, theinnisfilled dmog exclusvely with those who are not completely
human or humans who enjoy their company. These occupants consst of wolfweres, greater
wolfweres, werefoxes, evil men, and an occasona werewolf (normd, lowland, or mountain).



Among werewolves, it is considered atest of courage to spend the night at the Old Kartakan
Inn, for those who are discovered are in far more danger than even anorma human due to the
great hatred which wolfweres have for werewolves.

Spending the Night

Sinceit is not unlikely that the PCswill decide to vist theinn after dark, there are afew
important things that the Dungeon Master must bear in mind. Upon taking note of the arriva of
drangers, the crowd will attempt to discover if the PCs are "one of them”. Asthe evening wears
on, they will probably be convinced of the contrary.

At this point, the PCswill be the secret center of attention. The occupants will first
attempt to discover why they are here. Then they will become alittle rowdy and rough with the
PCs. Thiswill be mixed with attempts to sartle the PCs (such as a partid transformation into
haf-human form so that everyone will seem to be alittle more hairy than the PCs remember).
The occupants will attempt to draw this out as long as possible.

If the PCs have claimed that they are going to deep here, then the crowd will wait until
they are going adeep to redly begin tormenting them. Otherwise, they will begin being so rowdy
and rude that the PCswill eventualy strike out. At thistime, one and only one of the occupants
(the one struck at) will transform. He will then fight until he (or the PCs) isdain. Therest of the
crowd will stand back and appear to be dightly shocked (but till act like "tough guys”). If the
PCs survive and kill the occupant, he will not receive much sympathy from his felows who will
only consder him aweskling for having died. At this point, the charade may begin dl over again
depending upon the mood of the crowd.

It is obvious that you could utterly destroy the entire party here, but that is not the
object in a Ravenloft game. Y ou should be trying to terrify the players. Thus, assume the crowd
isin afarly forgiving mood this night and will only want to "play" with the adventurers. If the
PCs decide that they have had enough and try to leave, they might Find that the door has been
locked againgt them. When they findly do manage to leave the inn, the wolfweres will have no
end of fun saking them through the night.

Meeting with Akriel

After having found the famed Old Kartakan Inn and having acquired atable, thereis
nothing to do now but wait and hope that Akridl soon arrives as was promised. Though theinn
seems peaceful and gately in its ancient grandeur, you can't help feding that some of the eye
shaped knot-holes in the old pine panding contain some semblance of consciousness.

This strange feding is ingtantly sngpped from your mind as a twisted old man hobbles up
to you, leanslow out over your table and whispers, "Y oull find your pretty in the bar." He the
bresks into a coughing fit and the stench of his bresth is remarkable. During thisinterruption, a
smdl leather wrap fdls from his vest onto the tabl€'s center.

This old man is a venerable wolfwere with barely atooth in his jaw. He was sent by
Akrid to shuffle the PCsinto the bar. The bar will be dark and devoid of patrons. The PCs are
likely to sense a subtle remnant of the horrors which have taken place here on many anight
when past humans have partied late into the evening, never to be heard of again.



Akrid isin the conference room (area 10). The leather wrap which was dropped
"intentionaly” onto the PCs table contains a wolf's head skeleton key which will open the door
to thisarea. The PCswill discover (if they try it) that it fits no other lock in theinn.

Akrid will again play the innocent, scared, young lady. She will frantically hustle the PCs
into the conference room, shut, and lock the door (taking their key). Then, shewill pull back her
hood and speak in soft but urgent whispers. Akrid will claim that she discovered the route to
the Crown of Soldier'sresting place. It isto the east of Harmonia near the border between
Kartakass and Bluetspur. She will suggest to the PCsthat they return to Harmonia and then
travel east. The only help she can give them is that the crown is kept in adry desolate canyon
land were "the bones lie". She requests that the PCs find the crown for her, and return here with
it. She will kegp watch on the Inn and will be sure to meet with them if they arein the area.

If Akrid isredly pushed, she will offer such aid as sending her "cousn” (actudly a
wolfwere henchman), with the PCs as guide. If sent as aguide, he will be afaithful companion,
but will dways keep the gods of his mistress in mind. Further, he will never reved histrue
nature (if possible). Of course, she does have afair sore of money available to her, but will only
usethisasalast resort in order to keep her facade up. Once dl is settled, she will urge the
charactersto be on their way at once. She hersdlf will leave quickly "to avoid discovery.”

Map Key & Room Descriptions

In this section, the various rooms of the Old Kartakan Inn are detailed, The type, number, and
nature of guests found in each room has been left up to Dungeon Master to determine, for they
will vary greatly depending upon time of day and the make-up of the adventuring party. The
descriptions are assuming an initid daytime vigt, but can be dtered by the DM easly to reflect
the gloom and darkness of a night time encounter.

1. Cloak Room

Pushing aside the heavy oak doors of the inn releases a shuddering creaking noise and
reved's an entrance chamber. Set back on either Sde isa hat rack next to a bench. Alcoves jut
off on both sides of the benches where various coats and outer garments hang. The room is
unusudly dark and the odor of wet leasther hangsin the air. At the far end of the room is another
set of heavy looking doors.

Mogt of the garments will be those of the common folk. If the adventurers start to
search through the coats and such, they are amost certain to be discovered and branded as
thieves. Needless to say, Harkon L ukas does not abide such petty crimind activitiesin his
establishment and the offenders will be harshly dedlt with. The Dungeon Master is free to handle
this as he seesfit.

2. Hallway

The thick, oaken doors leading into this room from the cloak room open with dmost no
sound to reved along halway. The odor of cooking is sweet in the air, sparking memories of
fine meds and relaxing evenings with friends. The basic decor of the arealis eegant, but in a



modest and unassuming way. Light is provided by a series of fine lamps secured high on walls.
Beside the hdl's entrance on the south wall isasmal dcove in which severa shawls and other
delicate garments hang.

To the east is an arched hdlway leading down some steps and ending in athick, heavy
curtain of some dark brown fabric. Y ou can hear severd low voices coming from beyond it and
the inviting smdl of fine spiritsis strong. To the north, aclerk works behind a desk, obvioudy
handling the affairs of the inn. Behind him, a hdlway runsinto the heart of the building. To the
west, isabusy dining section with anumber of tables set out for the guests. The smdl of
cooking clearly comes from this area.

The DM should decide how many and what type of people the PCs see at the tables
based on the time of their vidt. During the day, these will mostly be the upper class and middle
class citizenswho live in Upper Skald. As evening approaches, however, the dining area (room
3) will become more and more vacant as the main business of the inn switchesto the tavern
(room9).

3. Commoners Room

Although this large room is kept fairly dark to promote a sense of intimacy, it is
obvioudy adining hal. Well congtructed tables are scattered about this room in an orderly
manner. Despite the fact that they are modestly set, a short, thick candle burns insde a sphere
of red glass at the center of each table. At first glance, it is easy to mistake these pinpoints of
light for the burning eyes of fera creatures.

The sméll of good food, while present throughout the inn, is overwhelming here. Itis
easy to see why the Old Kartakan Inn has acquired its reputation for fine dining.

Thisisusualy the busest place in the inn because its prices do not place it outside of the
reach of most of Skad'sresdents. A sedt in thisdining area costs 1 §p. However, the food
served here (dthough very good) is not quite the same quality asis served beyond. In addition,
the service tends to be dower and the crowd alittle rowdier. The view from the window on the
north wal, however, is a magnificent one. From here, the patrons can watch the endless dance
of the Cauldron's waters without becoming drenched by the mist they toss up.

The two benches in this room (on the east and south walls) are used to seat patrons
waiting for a place a one of the tables during busy periods. On redly packed days, a crowd will
even develop in the entrance hall and back up into the cloak room. Of course, many smply
enter the tavern area and wait until the crowd dissipates.

4. Servants Stairs

You stand at the base of a smdl flight of stairs that ascend sharply eastward into
darkness. There are no windows or ventilation, giving the passage a stuffy, confined feding. The
wooden gtars have numerous discolored patches on them, but it isimpossible to tell if they
come from spilt food, meekulbrau, or blood. A strange feding, a sense that you are out of
place, creeps into your thoughts as you stand here.



Only the full time servants of the Old Inn have keys to this stairway and the door to the
outsde. No commoners or townsfolk have ever been up these stairs unless they were being
taken to meet their demise at the hands of one of the occupants. The towngfolk regularly see
individuas enter and exit through this door and accept the fact that it leads to the servants
quarters and is off limits to others.

5. Dining Hall

Although the only thing that setsthis area off from the Commoners Sedting isaplainly
designed pillar some 4' in diameter, the atmosphere here is quite different. Thistable is set with
fine chinaand ornate utendls. Crystal goblets stand reedy to befilled and cheerful lanterns
provide awarm, comforting light.

To the north and south, two other dining areas are sunken beneeth the floor level here
S0 as not to obscure the view of the Cauldron. Thus, the dazzlingly beautiful display of light that
condantly plays among the mist and tips of the Cauldron's choppy waters shinesin to highlight
the whole area.

A large fireplace is sat on the western wadl, and aroaring fire is kept burning here a dl
timesto ward off the chill associated with the migt engulfing the inn. Hanking the fireplace are
two arches, each fashioned to look like waterfdls. The aromaof cooking foods clearly comes
from beyond these portas.

This section of the dining areais far more expensive than that reserved for the
commoners. Reserving atable here costs 1 pp plus an additiond 1 gp for every individud
seated at the table. As arule, tables are reserved days or even weeks in advance. Asarule, any
large group that comes will beimmune to harassment by the wolfweres who frequent theinn
because of their obvious wedth and status. Besides, crowds are less fun to terrorize (it just
loses that persond touch).

The food, service, and general atmospherein this section are dways of the utmost
quality. Those who can afford to dine here will find it the highlight of their visit to Skald.

6. North and South Dining Bays

Thisareaiis sunken severd feet below the floor of the main dining aress. Severd small
tables, dl lavishly decorated, are nestled here beside glass windows that look out onto the
waters of the Cauldron. The fog that surrounds the inn seems to wash againgt the windows like
waves on a beach, giving you the impresson of something Sinister trying to get in.

The seeting charge here isagold coin per person (thereisno table feg). Thisareaiisa
favorite of the local ladies, especialy for breskfast. On nice days, the windows are opened and
you can fed the misty moisture from the falls pray upon your cheeks when the breeze blows
just right. Again the food, service, and atmosphere here are of the highest qudity.

7. TheKitchen



Thisareais awell-gppointed, if somewhat utilitarian, kitchen. The aroma of cooking
food fillsthe ar here and leaves awonderful taste in your mouth.

A gresat variety of foods are stored in boxes, barrels, and sacks around the kitchen.
While mogt of the items are familiar, some are quite exatic. A large, black iron stove dominates
the western wall of this room. Numerous pots and pans either rest atop the stove or hang from
hooks on the walls around it. Those on the stove boils and Smmer with ddights for the guests.

A heavy, chopping table standsin the center of the room with a variety of knives and
various cooking utensils scattered about its surface. Every square inch of spare spaceis taken
up with shelves or hanging utensiis.

The cook of the Old Kartakan Inn is Heinstock (Beeter) Lupock. Heisactualy a
wolfwere (in addition to being a fantagtic cook). He is among the few who know Harkon
Lukas true identity both as awolfwere and as Lord of Kartakass. At one time Heinstock
served as Harkon's chief assstant, but he has grown too old for running about the country side.

Although the stlandard menu of the tavern has remained congtant for many years,
Heinstock can prepare virtudly anything requested. He keeps his root cdlar at (room 8) well
provisoned with al sorts of odditiesin edibles. The stlandard menu includes dl manner of dishes
ranging in price from 5 gp to 2 gp for amain course, lighter meals (lunch and breskfast) run
somewhat less.

Heingtock's speciaty, however, is stuffed beets. While the price range mentioned above
includes a number of variants on this theme, specia seasonings or preparations can be
requested (with amodest increase in price).

Heinstock often sings while preparing meds and his greet repertoire of songs aong with
his grand old voice has kept more than one customer returning time after time.

Thereis one servant assigned to each of the four main seating areas. All but Coraine
(who servesthe large centrd table) are common city girls who show up at dawn and leave a
about 2:00 in the afternoon. Cordineis actudly awerefox and dso serves asawench in the
tavern bar a night. Sheis afavorite among the men folk for her charm and exquisite beauty
(Cha 18). She keeps her dfin nature well concealed from al but Harkon. She knows that
Harkon is actualy awolfwere, but doesn't redize heis also the Lord of Kartakass. Although
she has only been at theinn for afew months, sheis one of the few people who know of his
secret bed chamber over the cloak room.

Heinstock (Beeter) Lupock, Wolfwere: AL CE; AC 3; MV 12; HD 5+1; hp 22,
THACO 16; #AT 1 or 2, Dmg 2d6 and/or 1d4 (meat cleaver); SA singing brings on lethargy;
SD iron or +1 to hit; MR 10%; SM; ML 14; XP 2,000.

Coraline, werefox: AL CE; AC 2,4, or 6; MV 14, 18, or 12; HD 8+1; hp 48;
THACO 12; #AT 1; Dmg 1d2, 2d6 or by weapon; SA Charms, spdls;, SD Silver or +1 to hit;
MR specid; SM; ML 13; XP 1,400.

Cordine functions as a 3rd leve wizard with the following memorized spells
1<t leve - Charm person and hypnotism.
2nd leve - Forget



8. Root Cdllar

Note: The door that opens onto the stairway down to this room is both locked and
trapped. If the key isn't inserted into a second keyhole hidden in the door frame, one of the
ceiling stones over the gairs will be released. Opening the door armsthe trap, but it is set off by
apressure plate on the stairs themselves. Thus, the first person to pass through the door will
suffer 3d8 points of damage. No saving throw is dlowed and the trgp aso causes enough noise
to dert everyone in the kitchen to the presence of intruders.

The cresking stairs lead down into a cold cdlar carved from the rock upon which the
inn gtands. The air is brisk and seems unnaturdly dry. The wdls are not finished and numerous
grooves and marks remain from the tools of the workmen who first built it untold years ago. The
jagged surface of the walls creates tiny pockets of darkness and shadow that dance like
gpectres as you move the lights you are carrying. The ar carries afaint scent that seems familiar,
but is beyond your ability to identify.

This cold stone root cellar is surprisingly dry. It isjust as packed as the kitchen above,
for saverd large barrds line the east wal and atable filled with jars and spices Stsin the center.
Shelves run around most of the wall space, and severd carcasses hang from hooks in the
caling. A bin of haf medted ice gandsin one corner. Underneath the Saircase isawine rack
filled with bottles.

By far the most vauable itemsin this room are the 12 bottles of meekulbrau (worth over
5,000 gp total) that rest in the wine rack. The total vaue of the various food items comes to
about 500 gp and the tota of al the wines and beverages (meekulbrau included) comes to
amost 8,000 gp.

9. TheTavern

This bar iskept dimly lit, even during the brightest of days. The mgority of the eastern
haf of the room is taken up with a sunken area that contains the bar and severd tables. A wide
variety of bottles and glasses stand on a heavy shdf behind the party, readily avallable to the
barkeep.

The western wall of the room is composed of along row of dark brown curtains
screening off three dcoves. The curtains covering the center acove hang open, reveding a
round table and severa stout chairs around it. Whispers can be heard from behind the other
two, but curtains are so thick that they make it impossible to overhear the discussions beyond.

As mentioned above, Coraline (see room 7) wenches here in the evenings and at night.
The bartender is Hadrake Moonbaun, a greater wolfwere. When heis not tending the bar, his
assgtant, Leddar, runsthe place. Ledaar is alarge wolfwere. Besides Cordine, two other
barmaids (Gleeda and Teena, both 3rd level bards) work here in the evenings.

Hadrake Moonbaun is Harkon's current right hand man and, as such, knows histrue
identity. Leddar, on the other hand, knows that Harkon is a wolfwere with more sway than
makes sense, but that is al. The others know nothing.



Haldrake Moonbaun, Greater Wolfwere: AL NE; AC 2; MV 18; HD 8+2; hp 50;
THACO 11; #AT 1, 2, or 3; Dmg 2d4, 2d6/1d6+6 (short sword), or 1d6/1d6/2d6; SA
lethargy and bard abilities; SD +1 weapons needed to damage and regeneration; MR 50; S
M-L; ML 15; XP 8,000.

Ledalar, Wolfwere: AL CE; AC 3; MV 15; HD 5+1; hp 31; THACO 15; #AT 1 or
2; Dmg 2d6 and/or 1d8 (battle axe); SA singing causes lethargy; SD iron or +1 needed to hit;
MR 10; SM; ML 14; XP 2,000.

Gleeda and Teena, 3rd level bards. AL NE; AC 6 (armor spell); MV 12; hp 15,
12; THACO 19; #AT 1, Dmg 1d3 (knife); SA poisoned blade (Class D, Onset 2d4 min. Str
30/2d6); SD bard abilities; SM; ML 12; XP 975 each.

Thief abilities
Climb Detect Pick Read
Wadls Noise Pockets Languages
60% 30% 30% 15%
Spells.

Gleeda(1st): color spray, change self
Teena (1st): magic missile, jump

At night many evil beings (wolfweres and their ilk) come to this bar. The migts of the
Cauldron rise up and that, combined with the sound of the cascades, is ample cover for them to
cross over the bridge to the north of the Inn. They then dip in through the stable door and join in
the wild parties that tend to evolve in the tavern. Most of these beings are smply here because
they know the crowd is dmost exclusively "their type of people’. However, afew are Harkon's
agents and come to meet with him. Harkon and his agents use the commotion in the bar to
cover their own business dedlings. These agents can dip into the meeting hal upgtairs viathe
servants saircase (they dl carry keys), or through the many secret doors which run throughout
theinn.

The three rooms to the west are for private meetings and are available without
additional charge to the guedts.

10. The Killing Room

Note: Thisroom iskept locked &t al times. The key is the same as that used to enter
area 4.

Thisroom has benches dl around it with alarge circular table in the exact center. The
furniture shows signs of brawling with scrapes, cuts, and gouges marring their surfaces. Brown
stains cover the walls, furniture, and floor. A thick odor, perhaps that of sweat and exertion,
lingersin the air.

The gains are in thisroom are blood stains. This place is used for privacy when talking



and killing. The walls are made of thick wood and are fairly sound proof. Furthermore, a secret
door exitsto (area 11). Haldrake sometimes unlocks this room for use by othersif the priceis
right.

11. Secret Passage

Harkon often uses this passage to enter and exit area 10. Only Harkon, Akridl,
Haldrake, and Heinstock know of it.

12. Registration Box

The hall opens up here asasmadl booth is built into the wal. Y ou see severd wooden
boxes built onto the back wal and a gleaming siver bdl rests upon the counter. A quill pen and
abottle of red ink stand ready beside a guests registry book. The dark ink looks unusualy thick
and past sgnatures in the book seem to have dl faded to adark brown.

If the silver bell isrung, an old man will step forward. Heis under a charm spell cast by
Harkon Lukas and takes care of the inn. Since it gets little business, he also manages the generd
upkeep and maintenance of the building. He will have the PCssgn in, collect their money (1 gp
per room per night or 5 sp per person staying in the Common Rooms (area 14)), and hand
them their keys. Unless pressure is put on him to do otherwise, he will assign at least part of the
party to those rooms with secret doors in their walls (see 13e).

The PCswill soon discover thet they are the only onesin the inn. The old man will
dismiss thissmply as adow night and not seem concerned about such things.

13. Guests Rooms

Note: Obvioudy, these rooms are locked when not in use.

Y ou unlock the door and swing it open. Musty air drains out of the room, washing over
you like stagnant water. Within the room, dl is dark. Once your eyes adjust, you can see that
the beds at the Old Kartakan Inn are made of sturdy iron frames with plenty of blankets on top.
Next to each bed is a conveniently placed little table containing an ail lantern. The shutters are
closed, latched, and barred with a thick board. Y ou can see an iron holder built onto the door
frame for securing alarge beam across the three inch thick oak door. Just such abeam rests
bes de the door, s0 security is obvioudy not a problem.

If the rooms are inspected closaly, signs of battle and strife will be apparent here and
there. Only agreater wolfwere could bresk through the doors when barred without requiring
severa rounds. However, Harkon does not want hisinn torn up. Thus, if the PCs are to be
atacked whilein thisinn (which isanear certainty), it will be in the hdlways or via the secret
doors.

Secret Attacks
The means by which the wolfweres in the Old Kartakan Inn can snesk into the PCs
rooms are many and varied. The five most common ways depend upon the rooms sdected by



(or assigned to) the players.

13a: When characters staying in these rooms are attacked secret panels beside the
beds are quietly removed. Once the way is clear, one (or more) wolfwereswill vault into the
room (seemingly burgting through the wall), sail through the air above the bed, and attack.

13b: The wolfweres attacking characters in these roomswill dip into the closet viaa
secret pand. Once ingde, they either make noise to wake the individua and scare him into the
halway (where ancother wolfwere iswaiting), dip into the room itsdf when al isdark, or wait
until the character nears the closet door and then burst out to attack.

13c: Thewadls of these rooms are very thin and weskly structure so that a strong
creature, such as awolfwere, can crash right through them. Because repairs to these rooms are
easy enough, Harkon L ukas permits this minor damage to his home for the sake of
entertainment.

13d: From area 15, wolfweres can climb up through a secret door in the flooring under
the beds in these rooms. They will often play upon the "monster under the bed" fears that
haunted the characters when they were younger. Thus, they might begin breathing hard (hoping
to wake the PC up and lure him into looking under the bed) or toss the bed across the room
(with the character ill adeep upon it).

13e: The beds of these rooms are actually mounted on a specia secret door. When the
door operates, the bed is flipped up sideways via a powerful spring mechanism. Anyone on the
bed at that time is hurled across the room and crashes to the floor (taking 2d6 damage). This
could be a very rude awakening indeed.

14. Common Rooms

The only itemsin this room are the deegping furs thrown upon the hard wood floor. The
room itself is musty and dark with no windows opening into it. As might be expected, the room
amellslike too many people have been living here for too long.

The furs on the floor are those of werewolves. If the PCs decide to deep here, a
"tradesman’” will join them for the night. He is actudly a greater wolfwere who won the card
game to decide who getsto kill the adventurers. At night, he will St up, transform into a man-
wolf, and fix his cold gaze on one of the characters. Before long, this PC will begin to suffer bad
dreams and then awaken to discover that the nightmares of wolves he was having were only too
red.

15. Secr et Passages

Only those dlied with Harkon Lukas know of these passages. They are often used by
such individuals to secretly move to the second floor and meet with him.

16. In-house

Thisisaprivy. It emptiesinto a crevice leading down to an inner cavern that was
hollowed out below the inn.

It would be possible, if unpleasant, to escgpe from the inn through this room. However,
aPC would have to swim underwater for thirty feet (save vs. Con or suffer d6 points of



damage) twicein arow. In addition to this, the oscillating action of the water will cause 1d10
points of damage during each swim as the character is smashed againgt the Sdes of the tunndl.

17. Linen and Janitorial Closet

The smdl of sogps and cleaning fluids is strong in this room. Blankets, towels, an old rag
mop, and severd other such supplies are negtly packed into this closet. There seem to be an
inordinate number of heavy-duty scrubbing brushes here.

18. Guests Lounge

The Guests Lounge looks quite adequate. A fireplace stands againgt the wall of the
gairwell, and asmall stack of wood rests next to it. Severad cushioned sofas set around the
area. Thereis even atable and chairs provided for an evening card game. The ceiling isthe
underside of the steeply doped roof, and becomes lower towards the edges. To the south, the
wal dopes away from this areawhere the roof of the inn joins the roof of the main building.

The chimney of thefireplace is, sadly, too narrow to escape from the inn through.

19. Akriel's Room

Y ou have discovered alavishly decorated secret bed chamber. A large canopied bed,
intricately carved and ornately embellished, dominates this room. Besde it, awolf-skin rug
covers the polished wooden floor. A number of portraits hang on the walls.

The decorations and persond effects in this room are overwhdmingly feminine.
Everything is of the highest qudity. A scent of perfume, sweet and innocent, hangsin the arr. For
amoment, the scene brings to mind thoughts of romance and moonlight walks.

A wardrobe cabinet stands in the northwest corner of the room, its hangers supporting a
wide variety of fine clothing. Closer examination reveds that the dresses within are masterpieces
of tailoring worthy of only the highest ladies of society.

The portraits depict Akrid and her father, the Master Bard of Harmonic Hall, and a
handsome young gentleman who was the most ddlicious medl Akrid ever had.

A hidden pand in the cabinet contains many items of jewelry (worth roughly 1,100 gp).
A fase bottom in this hidden dcove covers afairly large cache. The most obvious thing hidden
hereisaportrait of Dr. Dominiani. Next to it isarolled |etter tied with ared ribbon. It is written
in an unusuad magicd script that can be read only by the light of the moon or by use of aread
magic oell. The letter tells of Akriel and Dominiani's plans to overthrow the lords of both
Kartakass and Gundarak. Lastly, the compartment contains a lute, two potions of extra
healing and ashort sword + 1.

Only Harkon knows of the secret door between his false chambers (room 20) and this
room.

20. Harkon's False Chambers



This secret room is octagond in shape. It isbrightly lit with windows on every wall
except the north one. Three ornate, cushioned sofas rest againgt awaled off centrd area. They
give the entire room a sense of eegance and charm. The rest of the decor is just as tasteful and
refined. The view from the windows here is fabulous. Y ou can see most of Skad much of the
Cauldron, and dl of the comings and goings of the Inn.

Harkon tries to keep this room a secret. However, dl the full time servants of the Inn
know of its existence (as does Akridl). Only Coraine knows thet it is not Harkon's real bed
chamber. Akriel has guessed this, but is not certain.

21. Second False Chambers

The secret door in the north wall isthe only way into or out of this secret bed chamber.
A small but comfortable looking bed is built into the southern wall and asturdy 3' tal end table
restsin the center of the room. Both the bed and the table are composed of adark, gnarled
wood that has been well polished. The gleam from their surfaces is congtantly shifting with your
movements in the room, making it seem as though the wood itself were convulsing. Thereisaso
agzable chest, composed of more common looking materids, in the far corner.

Although this room is made up to look like Harkon's bed chambers it is actudly a
deadly trap. If the bed is disturbed, eight razor sharp spears will spring forth (THACO 15; Dmg
1d8; SA poison (Class C, Onset 1d4+1 min. Str 25/2d4)).

The chest is actudly amimic. As anote, when this mimic attacks try to concentrate on
describing how it seems to transform into a shapeless horror.

Common Mimic (1): AL N; AC7; MV 3; HD 8; hp 36; THACO 13; #AT 1, Dmg
1d10+2; SA Glue; SD Camouflage; MR Nil; SL; ML 15; XP 1,400.

Thetable, if examined, will prove to be well worn on top. The floor near each of itslegs
is marked with numerous scrapes and scratches. Both of these are due to the fact that Harkon,
stands upon it to reach a secret door in the ceiling that leads to room 22.

22. Harkon's Bed Chamber

Y ou have entered a lightless room high in the octagond tower. The entire place is avash
with shadows and darkness. As you look around the room you see a heavy and comfortable
looking canopied bed, an old walnut wardrobe chest, a desk with an accompanying high
backed chair, and atable standing over a bulky wooden chest.

Suddenly, your eyes spot a movement in the darkness around the bed. Something not
quite human is moving toward you. As a shaft of light hits their faces you cannot help but gasp at
sght of two werewolves poised for attack on either Sde of the bed.

Harkon hasrigged up a pulley system so that when the trap door is opened, two stuffed



werewolves beside the bed will dide forward about ayard. If the trap door is closed before
diding them back, it will lock shut and is only able to be opened from within.

The desk contains quill, blood ink, and severa sheets of parchment. Many of them
contain item lists, wonderfully worded love poems from Cordine to Harkon, and other
miscellaneous things. However, one reads as follows:

| can hardly believe it, but my own daughter seems to have turned against me. |
believe she is working with Daclaud Heinfroth, that old bat from Gundarak, in an
attempt to take control of Kartakass. | would have stopped her long before now, but |
must be certain that | fully realize her entire plan. Recently, my agents have reported
seeing her dealing with several strangers from another land. | have seen themat my inn.
If they aid her, | shall slowly hunt them down and destroy every last one of them. My
powers are far greater than even Akriel can imagine, and she has underestimated my
wrath.

It is not addressed to anyone nor isit sgned.

A smdl book of elegant poems and songs is dso within the desk beside and ornate
wolf's head venom dagger +3 which will jump into the hand of anyone whispering "legp”.

Harkon's wardrobe contains 1,800 gp in finery as well asalute, flute, and an 800 gp
platinum trimmed harp which is actuadly a harp of discord. When Harkon plays this harp, he
can control the effects it will have (none but he can do this).

The table contains a chess sat pitting gold wolfweres againg silver werewolves. All told,
the set isworth roughly 5,000 gp. If taken from this room, one of the miniatures will transform
into areal being of itstype once per night and attack the party.

Findly, the chest islocked, but not trapped. It holds 3,000 sp, 2,000 gp, and 800 pp.
Theitemsin thisroom are only asmall portion of Harkon's vast wealth and possessions.
However, most are hidden in various secret locations throughout the forests of Kartakass where
he fedsthey are sfer.

Only Harkon knows of the secret door behind the head board of his bed. He
occasiondly usesthisto gain access onto the Inn's roof or vise versa.

23. Servants Lounge

Two tableswhich are identicd to the ones found in the dinning area below fill the center
of thisroom. Many doors, dl of light congruction, line the wdls. The only light comes from two
amdl round windows high in the celling a both ends of this area. The postion of the sun issuch
that throws asingle shaft of light through the air like a greet, gleam sword.

Asarule, thisareawill be occupied by 1d4 servants when the inn is not open for
business.

24. Servants Rooms

Note: All of the doors to these rooms are locked. However, the locks are not of
outstanding quality, so anyone attempting to pick them may increase their chances of success by



25%.

Thissmal 10x10 room obvioudy acts as living quarters for one of the inn's employees.
In that light, it seems unusualy well decorated. Although a bed, chair, and desk are the only
items of furniturein the room, they are dl of fine condruction. Whoever lives hereis definitely
wedl off.

These rooms are for Coraline, Haldrake, Ledaar, Heinstock, the three bar maids, and
the old man at area 12. The room with the secret door leading to 25 is the old man's, but he
does not know that it exists. Those who wish to use the door when heisin the room smply tell
him to close his eyes and cover hisears.

Theindividua rooms should contain gear and items which you fed fitsthe individuas.
Some minor treasure should no doubt be found in most of them. The details are left open so that
items particularly useful to the party (based on their current state) might be found.

25. Secret Hallway

A lot of this secret hdl space iswasted. However, Harkon has severd plansin mind for
renovating it as soon as he finds the time.

26. Council Chambers

Not asingle window opens up into this large secret room. The entire floor is covered in
wolf fur. A smdl bar sts dong the south wal of the room with a number of stools gathered
around it. The center of the room is occupied by two long tables set some 10 feet gpart. There
are thirteen comfortable looking chairs arranged around the two tablesin such away asto give
the impression of a conference room. A large dek, crafted of fine dark wood, is positioned
across the head of tables. Midnight black and blood red candles rest upon the tables, One of
the 13 candles sits near each of the 13 sests.

Along the north wall of thisroom are three barred cdlls. Lesther manacles are riveted to
the inner bars here and there. The central cell contains abody strapped to the bars. The figure
has huge claw-like gashes across his entire body and looks asif he had been dain by some
horrible beast. A closer look revedls that the body has been partidly eaten. The smdll of
corruption is thick here.

Upon the mantelpieceisaset of pipes of pain. Harkon and his pack of evil friends love
to dowly kill the victims they interrogate in the cdlls by playing these pipes (of course, they all
take Seps to cut off the agonizing sounds by stuffing candle wax in their ears). After this, they
quietly move over to the leather bound helpless victim and begin to wound him in amost
horrifying way. The wounds themselves rardly kill the individud, rather his whimpers and
screams activate the pipes residud effects and he dies from pain caused by his own voice.

If the PCs are captured, thisislikely to be their fate. The fur rugs are more for sound
absorption than anything else.

The bar contains only vintage Meekulbrau worth atota of 1,300 gp. In the desk are
lists names with aline drawn through most of them. The PCswill find each of their names on the



list (any who are dead will be crossed out). It is an assassination lig. Thisisthe only
documentation kept which relates to these meetings. Even the members names are not recorded
anywhere.

The thirteen main henchmen (or henchbeings as the case may be) of Harkon Lukas are
not detailed. Thisway you can hand tailor these beings to appropriately maich the PCs ahilities.
Mog, if not dl, of them should be wolfweres or grester wolfweres. The only ones which have
been specificaly listed in this module are Hal drake and Jackques (see the Encounters section).
During the course of the adventure, you may want Cordine to become amember (especidly if
the PCskill an existing member). Y ou can equip these with items, treasure, and knowledge as
you deem gppropriate. Each will aso have anumber of lesser followers who do their bidding
without redizing that their master actualy answersto the Harkon Lukas, Lord of Kartakass.
After the PCsfirg vigt the Inn, you should have one or more of these henchmen constantly
"hounding" them. They will trail, track, and hunt them throughout Kartakass, and maybe even
into Gundarak.

27. Stable Walkway

A covered walkway runs between two doors, one enters the Old Kartakan Inn, the
other isa side door to the Stables. Running through the center of it isa 15 wide archway lined
with flagstone.

28. Coach Room

Note: Thewest door is normally locked and the main doors (to the north) are aways
barred when not in use.

A sately black coach with open sdes standsin thisarea. A fine, rust colored powder
coversthefloor and is most heavy near the coach itsdlf. In the far corner isalarge, unmarked
barrd with severd rust colored ragsin apile besdeit. Thereisavagudy familiar, bitter scent in
the air here, but it is masked by the naturdl odors of horsesin a stable and you cannot sort it
Out.

The coach is used openly once in awhile and is pulled by the two horses stabled at 29.
However, when Harkon wishes to employ it as"The Lord's Coach”, he rubs Meekulbrau dl
over it which gainsit red. He then summons severa large dire wolvesto pull it. The barre isfull
of low quality Meekulbrau (800 gp worth). The coach itself would be worth 12,000, but no one
indl of Kartakass would buy it from strangers. Therugt is actualy dried Meekulbrau which
flakes off after atime.

29. Stables

On ether side of this area are four, two-stalled stables equipped with feeding troughs. A
bin of hay stands in the northwest corner of the room while aladder running to the upper loft
ressin the northeast. There is something unusua about this place, but you cannot seem to put
your finger on it. While you consider that, you hear a horse snort from within one of the gdls.



There are actualy two horses kept in the far stals. These are attended to during the
daytime by ayoung lad from the town.

30. Hay L oft

A large mound of hay fills the center of thisloft. Severd openings exist on the floor near
the east and west walls. A pitchfork is stuck into the hay. Severd sacks of grain are lined up
agang the north wall.

The openings are for pitching hay down into the Sl feeders below. In an emergency,
one of the player characters could escape into the stdls below by squeezing through these

openings.

Into The Gorge

Asthe party gpproaches the lair of Radaga, they will hear a distant booming sound. At fird, it
will be mistaken for thunder. However, asthey draw nearer to the canyon, it will come to sound
more like the beeting of agreat drum.

In actudity, this sound is coming from the spy tree (quickwood) that Radaga has formed
a pact with. The party was spotted by atree under the control of the distant quickwood and it is
now booming out awarning that strangers are gpproaching.

Radaga's Patrols

The distance to the area of the catacombs where Radaga resdes is now lessthan amile, and if
the PCsfallow the booming sound they will walk right to it. However, Radaga will send out
severd patrols to drive off the intruders. Roll 1d8 on the following chart to determine what the
players are attacked by.

3d4 Goblyns

2d6 Skeletons

2d4 Zombies

2d3 Zombies and 1d3 Ju-ju Zombies
1d4 Giant Skeletons*

1d8 Skeletons and 1d4 Zombies

1d2 Leucrotta

1d4 Giant Ravens**

* seearea8below  ** see The Birds below
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Approaching the Canyon
After they have battled the patrol, they will begin to move into a barren area. An even more
desolate areawill become vishle to the east.



Asyou head nearer to the source of the drumming sounds, you see atruly forsaken
land. The trees and grass give way to low shrubs that soon die out to leave a barren, cracked
land that looks like a dried sea bed with canyons sunk into it. Round, red rocks dot the lifeless
areas between the canyons.

Entering the Canyon

Travel through thisregion isfairly easy, for the land is not cluttered up with living things. The
ground can be treacherous, but the generdl impression is one of rapid travel. After the party has
traveled another quarter of amile, they will be deep into the lifeless region of caverns.

Now that you have entered this forsaken region, you notice that the large rocks you saw
from afar are nothing more than especialy hard nodes of rust red dirt. In fact, not arock can be
seen in this area. Everything is made of sun baked, wind swept, brick-like mud. The canyons
are quite square with sheer vertical walls of hardened adobe. Most are between 15" and 40
deep. The ridges between the canyons are only dightly rounded while the canyon floors are very
square. At the bottom of the canyons are smdl, dried up streams that trace white patternsin the
baked earth.

The very fedling of death seems to seep from the ground in this place. Even the hottest
desert would seem more dive than these desolate canyons. High up in the sky you can seea
great crow riding thewind currentsin lazy, graceful circles. It seemsto be the only other living
thing in 9ght.

Brusheswith the Macabre

Asthe party approaches the area where Radaga makes her home, they will encounter severd
oddities. These do not have to be encountered in any order, but al should be presented to the
PCs before they actually start exploring Radaga's Canyon.

The Bodies

Out on the ends of saverd of the beauts, a sngle small wooden post can be seen. These
posts al have a set of manacles hanging from chains that are atached to their tops. Many of the
manacles are clamped around human bodies in some state of decay. While some are nothing
more than bardly intact collections of withered flesh and bleached bones, others are il in the
early stages of decay. Mot of the latter bodies show sgns of having been partidly eaten.

Radaga places victims here for a number of dark reasons. The giant crows of this area
end up killing most of them after the e ements have sufficiently weekened them. If the PCs are
captured, they will likdy share thisfate.

TheBirds

Occasondly, giant crows will attack those who wander through these canyons. If the
DM wishes to, the party may be attacked by one or more of these evil birds. If not, they should
at least see one or two of them feeding on the bodies suspended high atop the canyon walls.

Giant Raven: AL N(E); AC4; MV 3, H 18; HD 3+2; hp 16 each; THACO 17; #AT



1; Dmg 1d4+2; SA Nil; SD Nil; MR Nil; SL; ML 15; XP 175.

The Bones

As the party approaches Radaga's area, they will encounter a canyon that has numerous
bones embedded in its wals. These boneswill range in size from those of a mouse to some
which gppear to have belonged to a massive humanoid some 100’ tall. These bones will be
spread throughout the entire canyon and are embedded in al the adobe to any depth that the
PCs might examine.

The Broken Ones

Thelast 100" of canyon wall before the entrance to Radagas Catacombs are lined with
human skeletons hanging upon wooden stakes. At lesser and lesser intervals, awooden stake
topped with a human skull and afew raven festhers will be seen on ether side of the canyon.
Radaga calls these her "Broken Ones', and they serve as afind warning to those who might
enter thelair.

Radaga's Canyon

Eventudly, the PCswill have to make their way to Radagas lair. This canyon can be reached
only after traveling down a narrow length of canyon flanked by her watchmen (see above).
Thus, the party will enter the gorge via awide pass in the northwest corner of the Radagas
Canyon map.

1. Spy Tree

The stake and skull marked path you have been following leads ahead and opens up to
surround alarge dark oak tree. Y ou have a distinct feding that something dark and sinister is
watching you. Looking up, you can see the dark forms of giant crows circling high above you.
Their haunting cries echo through the canyon like the spiteful laughter of aghost.

The oak treeis actually a quickwood (spy tree). It means alot to Radaga as it uses
severd of the oaks nearly amile away as spiesto inform her of intruders. The thumping sound
that the PCs heard earlier was caused by this creature.

Quickwood (spy tree): AL N; AC5; MV 1 (3roots); HD 10; hp 58; THACO 11,
#AT specid and mouth; Dmg 0 and 3d4; SA roots;, SD spdl channdling; MR specid; SL; ML
16; XP 3,500.

If the quickwood is atacked and cannot take care of itsdf, it will let out a specia series
of thumps. Upon hearing this signd, eight goblyns will legp up out of secret trgp doors et in the
dirt that rings the tree. They will help defend it againgt any attackers.

Goblyns (8): AL NE; AC 4; MV 12; HD 4+4; hp 29, 25, 22, 21, 21, 19, 16, 12;
THACO 13; #AT 3; Dmg 1d6/1d6/2d6; SA Special; SD Nil; MR 10%; SM; ML specia; XP
975 each.



If the party manages to defest the goblyn guards, and till thregten the tree, amost
frightening thing will hgppen. As a note, Radaga can d <o activate this scene a will, and her
dedtruction will aso trigger it.

As soon as it becomes obvious to Radaga that her quickwood treeis till in danger and
that her goblyns have failed, she will unleash a powerful spdll. This deadly magic animates
skeletons hidden under the stakes that hold Radaga's watchmen. All at once, with adry
scratching sound, secret doors will open to reved coffin-like chambers under each of the
stakes. With aclacking of bone, a skeleton legps out of each coffin and attacks the party.

The holding aress of the skeletons are laiched from the underside so that anyone pulling
out astake will not discover them. However, a successful search for secret doors would revedl
them. There are atotal of 180 skeletons.

Skeletons (180): AL N; AC7; MV 12; HD 1; hp 20 each of 8,7, 6, 5, 4, 3, 2and 1;
THACO 19; #AT 1, Dmg 1d6; SD yes, MR specia; SM; ML undead; XP 65 each.

2. Rib Cage

Asyou enter the end of this box canyon, you see a huge rib cage embedded into the
clay canyon floor. The ribs stick some 15' out of the ground and they dl arch up to alarge bone
plate. It looks asif the creature that these bones had come from had some sort of shell covering
it.

Within therib cage is apile of men and women in various stages of decay and rot.
Severd of them cdl out pitifully to you, waving diseased limbs your way and begging to be
rescued.

Although even alarge man could walk between the ribs, none of them are doing so.
Around therib cage are severd decayed stumps that seem to be dangled in nets crafted from
thick vines.

Thereareatotd of 25 humansin this cage. Ten are zombies, two are ju-ju zombies,
and the rest are trgpped humans. All the humans have been magicaly silenced so that they can
not speak. They are actudly atempting to wave off the PCs from the trap, not beckoning for
help. A character who takes specia care to examine the stuation might (DM's option) notice
this. The sumps and nets are actudly kampfult (adeadly plant).

Kampfult (10): AL N(E); AC 4; MV 3; HD 2; hp 15, 15, 12, 11, 10, 8, 7, 4, 4, 2;
THACO 19; #AT 6; Dmg 1; SA surprise and pardyzation; SD Nil; MR Nil; SS; ML 12; XP
175.

Although not more than two of these creatures will be able to attack any one PC (due
to their placement and their dow movement rate), the real danger to the party is hidden atop the
bone shell.

Lurking above the party's heads on the bone shdl are eight goblyns. They man asmall
skeletd catapult which isarmed with a specid net. When fired, the net spins out (weighted by
skulls) and fdls on anyone entering or attempting to leave the area. The net is made of Sinew



and is very strong so that those caught in it must roll an open doors attempt to bregk a strand. If
five strands are broken they can escgpe. The net will expand to fal on an area 30' in diameter,
and two such nets can be fired (the second must come three rounds after the first due to
reloading time).

Thosefired at by the catapult must save vs. pardyzation at -3 or be trapped. The
goblynswill then toss off ropes and lower themsalves to the canyon floor. They will proceed to
dtake the net to the ground, trapping the characters caught in it. They will then guard them
closaly for severa days until they are too weak from hunger, thirst, and fear to be any threst.
Next, they will be magicdly silenced, stripped of dl sgnificant gear, and placed in therib cage.
From here, they will either die of disease, be sent into one of the catacombs to perish &t the
hands of the horrors that dwell there, be hung up from one of the stakes found atop the
canyons, or suffer any one of a number of less than pleasant fates.

Anyone not caught in the net can attempt to cut others out of it. Each strand has 8 hit
points and only edged wegpons can be used againg it. Dueto it'sflexibility, dl damage inflicted
on the strands is halved unless a second person holds the net steadly.

If the Player Characters manage to reach the goblyns and engage them in combat, they
may be able to put the catapult out of commisson. Statistics for the goblins are asfollows:

Goblyns: AL NE; AC 4; MV 12; HD 4+4; hp 27, 22, 21(x3), 20, 18, 17; THACO
13; #AT 3; Dmg 1d6/1d6/2d6; SA Specid; SD Nil; MR 10; SM; ML specid; XP 975 each.

Any attempt to rescue (or even investigate) those in the cage will cause al the zombies
in the cage (which are hard to distinguish from a number of the captives) to attack.

Zombies (10): AL N; AC8; MV 6; HD 2; hp 15, 15, 14, 13, 11, 11, 10, 10, 6, 2;
THACO 19; #AT 1, Dmg 1d8; MR specia; SM; ML None; XP 65 each.

Ju-ju zombies (2): AL N(E); AC 6; MV 9; HD 3+12; hp 27, 22; THACO 15; #AT 1,
Dmg 3d4; SA yes, SD yes, MR specid; SM; ML none; XP 975.

3. Sentindls

Y ou see before you a slent, motionless senting of amost unusua sort. A giant skeleton
ismounted on alarge skeletd lizard. The skeleton is Sitting on a dried, bleached |leather saddle
and holds a st of reigns in one hand and a lance seemingly carved from bone in the other. The
end of the lance is stained with a brown color that looks uncomfortably like dried blood.

Any attempt to get within 500" of the canyon from the top will be chalenged by these
sentinels. Also, anyone climbing up out of the canyon will aso be attacked.

Giant Skeleton: AL N; AC 6; MV 12; HD 8; hp 40; THACO 13; #AT 1; Dmg 1d12
(bone lance); SA double damage if charging; SD as skeleton, no damage from fire based
attacks, Turn as Mummy; SL (12 Tal); ML None;, XP 1,400.

If the skeleton Strikes with a charge of 19 or 20, the lance will splinter, causing an



additiona 2d12 damage. On an attack of 1 or 2, the lance will dso splinter to no avall. In either
case, the lance is then ruined, and the skeleton will pull out abal and chain for further attacks
(aso 1d12 Dmg, but no charging).

FireLizard Skeleton: AL N; AC5; MV 15, HD 10; hp 45; THACO 11; #AT 3,
Dmg 1d8/1d8/2d8; SA Nil; SD turns as a spectre, immune to fire, as undead, MR undead; S
G; ML undead; XP 5,000.

4. Raven Monument

A four story ziggurat of adobe topped with alarge raven statue rises some 50" upwards.
Theraven's head is even with the tops of the canyon walls. It is currently facing in your
direction. Upon each of the landings below the raven are skeletal guards standing a motionless,
dlent attention. Y ou can hear the wind moan as it blows through their bleached bones. Each is
holding a spear tipped with adender bone blade. Black raven festhers fluttering in the breeze
adorn the spear shafts and head bands of these deadly guards.

With a scratching, grinding sound the raven begins to rotate until its gemstone eyes
come to face the party. At the heart of each eyeisaglimmer of light thet fills your soul with
dread.

Each tier of the ziggurat is 10' high and the landings are 10' wide. There are threetiers
of guards, the bottom contains 24 skeletons, the next 16, and the one just below the raven holds
8. They are dl commanded to do nothing but defend the ziggurat. The skeletons on higher tiers
will do nothing unless an opponent is on the tier directly below them (then they'll throw their
pears). After the spear volley, no other attack will come unless an opponent is on that
skeleton'stier in which caseit will attack with boney hands and fingers. Of course, any skeleton
thet is attacked will defend itself no matter what leve the attacker is standing on.

Skeletons (48): AL N; AC 7; MV 12; HD 1; hp 7(x8), 5(x16), 3(x24); THACO 19;
#AT 1, Dmg 1d6; SD yes, MR specid; SM; ML undead; XP 65.

Trapped within the raven statue are two giant skeletons. They have been ingtructed to
rotate the statue about awooden pivot beam so that it ways looks at anything moving through
this area. Thusthe statue will rotate to follow the PCs movement. If they bresk into multiple
groups, it will follow the largest group which just broke from the current group it istracking. Be
sure to make this seem ominous and not comical.

If the PCs bresk through the statue (which is made of hardened clay painted in some
dark fluid), the Skeletons within will not attack, but will continue their job of rotating whet is left
of the statue.

Giant Skeletons (2): AL N; AC 6; MV 12; HD 8, hp 48, 33; THACO 13; #AT O;
Dmg Nil; SD as skeleton, no damage from fire based attacks, Turn as Mummy; SL (12 Tal);
ML None, XP nil.

A secret trap door exists on the top of the ziggurat. It can only be found if the statue's



shell is broken and entered, or if those wishing to gain entry say, "Raven Risg'. In which case
the giant skeletons will lift up the pivot pole and hold the raven high enough for the character'sto
climb under. The raven istoo heavy for non-giantsto lift unless mechanica means (like levers)
are used.

The secret door leads to a smdll treasure room some 25 feet on aside and 20 feet high
that Radaga placed here in honor of the raven. It contains 250 cp, 130 sp, 50 ep, 430 gp, 50
pp. 12 egg shaped bloodstones (worth 100 gp each), a 350 gp onyx Statuette of araven, and
two clear coin Szed crystds (these are actudly eyes of the eagle).

In the corner of the room stands a smdll table covered with ared cloth. Of al the room,
thisis the only place where the dust is thick. Below the cloth is an old sheet of parchment
pressed under a pane of glass. The parchment has writing on it in astrange didect. If arogue
successtully reads languages, or magic is employed, it will reed asfollows:

| wanted beauty. | wanted men. | wanted power. | whispered into the mists, just a
young priestess of a weak god. And the mists whispered back. They promised me the
beauty of any lady in the land. They promised me the utter devotion of many men. They
spoke of the power to create wonders. | listened, | pondered . . . but | refused, knowing
never to bargain with the mists.

Then, out of the mists flapped a great raven. Upon its head was a three-gemmed
crown. Asit lit, itswings stirred the mists, and they whispered once again, "Take the
crown and become queen, never to be touched by death”.

Immortality, along with utter beauty, men to adore me, power to wield, Ah! . . .
and | accepted.

The PCswill note that the parchment's surface is pocked asif droplets of water were
sprinkled acrossiit.

5. The Catacombs

Two dry cracks open up on ether sSde of this dead end canyon. The cracks are high
but narrow. Although you see nothing to darm you, aterrible anguish seems to hang heavy over
this cul de sac. The parched canyon walls here look even more dried and hardened than they do
elsawhere in the canyon complex. In the very center of the canyon is a human skeleton drawn
taught by leather thongs fastened at the wrists and ankles. Each of the legther Srapsis fastened
to awooden stake that is driven deeply into the ground.

Anyone examining it can determine that it has been here for along time. While the
skeleton is not undead, it does have apowerful curse upon it. Anyone touching it will fal back
and experience aterrible deep ache in the hand that touched it, no saving throw is alowed. For
the next day, use of the arm will be painful and avkward (-3 Dexterity). Arthritis will set into the
joints and begin traveling up the arm. Within a day, even smple movements will be made with
extreme pain (dropping the character's Dexterity by 3 more points). The person's skin will dry
up and age spots will appear. Eventudly, the person will become emaciated and die (taking
about aweek). All flesh will quickly fal off, dry up, and blow away, leaving only a keleta
frame behind. At any time during the development of the curse, aremove curse spdl will



restore the person to their origind state.

Besdesthe use of aremove curse spdl thereis one other way to berid of the curse. If
Radagais killed, the curse will be lifted. Furthermore, if a cursed character witnesses the death
of Radaga, the freed spirit of the woodsman will actudly bestow upon him the charisma of his
wife (18).

This skeleton belonged to a handsome young woodsman from a nearby town who's
entire family was captured by Radaga. She kept them in captivity for along while as her minions
tried to capture him aswell. He was dlusive, but eventualy she held him too. She then forced
him to watch her as she tormented his beautiful young wife and family.

As shewas dowly killing him with adally dose of cause light wounds while he was
gtaked to the ground at this very spot, he summoned al the anguish in his being and cdled forth
apowerful curse, "May you who touch me suffer the fate that befdl my wife.”

Radaga came out that morning to find that the young man had died during the night.
Thus, she didn't touch him with the cause light wounds spell which would have dtered her
exigence. She ordered a dave to move the body, and beheld his grimace as he touched the
body. Quickly, she redized what was occurring, and has since left the body here for severd
reasons. as awarning to hersdf, asaform of torture to others, to serve as aguard to her lair,
and so that she can enjoy using the power of the curse intended for her againgt others.

If the keleton is cut lose, it will animate (as a sandard skeleton), and march off to
attack Radaga. 1t will surely be destroyed by the giant skeletal guards which protect her. But
this may lead the PCs closer, and as it dies, al skeletons attacking it will crumble to dust.

7. Cavern of the Undead Priestess
A narrow fissure in the Side of the canyon here leads back into the baked mud. If the
party exploresthis areaturn to the next chapter, "Cavern of the Undead Priestess'.

8. Cavern of the Crown of Souls
A dender split cuts deep into the side of the baked mud wall here. If the adventurers
enter it, they will discover the Cavern of the Crown of Souls, turn to that section of the book.

The Cavern of the Undead Priestess

The Catacombs

The Catacombs of Kartakass are famous throughout the land. They exist below the Arkaias
hills region near Bluetspur. Once, the rivers of Bluetspur flowed to the edge of the Arkdias and
then dove underground, dowly eroding many twisting passages in the rock of this area.
However, aminor earthquake collgpsed the Bluetspur entrance to the catacombs and the rivers
were forever blocked from these underground mazes.

The catacombs are said to extend al the way to Bluetspur. Y et, few escape from
Kartakass this way for the caverns are haunted by an evil priestess of considerable power. The
priestess powers seem to extended only to the edge of the Arkaias. Thus, she never leaves this
area

Furthermore, a strange form of wolfsbane grows upon the Arkaias which repels



vampires, wolfweres, and werewolves. Thisplant is cdled nightblight by the natives. Its
protective powers only last for afew (1d6) minutes after being picked, and it refuses to grow
anywhere except upon the Arkalias. Perhaps this aone kegps Harkon Lukas from expelling
such a powerful force from his domain, or perchance the two have previoudy reached an
agreement.

Cavern of the Undead Priestess
1. Fissure

Asyou push through adender crack in the sunburnt walls of the canyon you discover
that it widensinto a dangerous looking passage. The air is dark and dry, with dust drifting up
from your every footstep to scratch at your eyes and lungs. The passage is jagged, with two
long st actites near the entrance that give you the impression of a crud, fanged mouth opening
wide to bite you. The ground seems to have been stained here by some dark fluid.

2. Chamber of Runes

Many evil symbols of power and pain are deeply marked into the walls here. Their
terrible appearance causes a shudder to run through your body for a brief moment. The
darkness in the passages ahead seems unnaturdly deep, having an dmost liquid appearance.

Have dl the players make saving throws vs. magic for their characters a this point.
Those faling their saves will have to make aroll to bend barsin order to pull their wegpons
from their sheaths when they try. Non-sheathed weapons are not affected. For spell casters, use
of magical spdlswill require an Intelligence check for wizards or a Wisdom check for priests.
Thosefailing their rollswill be unable to cast the spdll correctly and it will Smply fdter. All
pendties will exigt until this cave complex is exited.

3. The Mists

The floor ahead is covered by an eerie moving migt. It isjet black in color, perhaps
knee high on a human, and looks dmogt like some vaporous ink. There seem to be things
moving about in the mig, for it has ripples and eddies like those caused by fish in ariver, but
you see no sSgn of any living thing in this seething black smoke.

Every character who comes into sight of the black mist must make a save vs. spells.
Those who make it will get abad feding about the "passage”’ ahead. Nothing they do, however,
will provoke any response or revea any information about the mysterious vapors. The only way
to cause something to happen hereisto wak into the mist. Characters who are not carrying
meagical objects can pass safely through the region. Those with such devices, however, arein for
ashock. Determine what magicd item on their person is closest to the ground and then read
them the following text:

Y ou notice a ghostly white hand with long, sharp nails reaching up from the mist. It is



dender and gaunt, but not completey skeletd. With speed that seems impossible to beieve, it
lashes out and grabs onto your (magical item). Although it seems to have afirm grip the object,
you fed no force being exerted.

The hands will grab the lowest magica item they can get ahold of. There will be one
hand per character with magical objects.

The hands are actualy mist phantoms and are not corporedl. They cannot be attacked
in any way, save by something that would destroy dl of the mist (awish that the mist were
gone, for example). Their touch will dowly cause the item being grabbed to turn into mist and
flow away. To prevent this from happening, the characters must escape the mists. However, al
those in the mist will be under the effects of a slow spell. Each round have the character make a
save vs. pdls (adjusting by the pluses of theitem or its equivadent). Faillure means that the item
has vanished and the hand will move on to another (if any remain).

4. Sink Hole

Thefloor in thisroom is covered with fine sand that makes it somewhat dippery. In the
center of the chamber iswide hole in the floor that seems to be naturd. The air is ill and the
only sound you can hear is the grating of the sand under your boots.

Anyone stepping within 5' of the snkhole will cause its edge to collgpse. They will dide
into the pit and become hdf buried in its bottom. All characters who fdl in should make a
Dexterity check. Failure means that they are buried head firgt (consult the AD& D® 2nd Edition
Player's Handbook for details on Holding Y our Breeth). The five foot rule applies to those
attempting to aid their trapped comrades as well.

5. The Shattered Room

The end of this passage shows signs of a violent geologic shock. Minor cracks and
fissuresfill the walls, but there seems to be no exit from this chamber other than the obvious
passage to the north. Two promising passages do split off west and south, but they quickly
narrow to uselessness. From within the shadows of the cracks you catch an occasiond glimpse
of something that might be a crud, sparkling eye.

High (20) up on the Eagt wall isaledge which is so difficult to distinguish from the
rough cave walls that a search for secret doorsis required to discover it. At the back of the
ledge is a passage that continues on to area 6.

6. Stone of Death

A smooth stone dab blocks your view into the heart of the room ahead. You can seea
skeleton hanging from chains on the east Sde of the room and a manacled rotting body is
suspended to the west. The air smells of degth and decay, but the buzzing of insects one might
expect in such aplaceis noticeably absent. A sense of dread hangs over this place.



This room contains four skeletons and four zombies, dthough only 2 are visble to the
PCs as they enter the room. They al appear manacled to the walls. However, the wal pins can
eadily be did out and these undead guards then use the manacles asflails. The crestures will
animate once the characters are well insde the room.

Skeletons (4): AL N; AC7; MV 12; HD 1, hp 3, 1(x3); THACO 19; #AT 1, Dmg
1d6 (chains); SD yes, MR specid; SM; ML None, XP 65 each.

Zombies (4): AL N; AC8; MV 6; HD 2; hp 14, 11, 9, 8, THACO 19; #AT 1, Dmg
1d8 (fist) 1d6 (chain); MR specid; SM; ML None; XP 65 each.

When the party can see the far Sde of the stone dab they will observe the following:

The broken figure of a human woman is stretched out upon the sone dab. Sheishddin
place by iron bands around her neck, wrists, and ankles which are spiked into place on the dab.
Although she may once have been quite lovely, she shows every indication of having starved to
death here.

Only an examination of the girl will reved that sheis actudly 4ill dive. Although sheis
too badly injured to cry out or speak, anyone who touches her will cause her to moan weakly in
anguish.

If any attempt to remove her is made, the strain will kill her. The only way to aid her
would be to use magica heding. However, even thiswill smply prolong her misery as the stone
dab ismagica and has captured her essence to feed upon. She will continue to lose one hit
point aday until she dies (she currently has only 3 hit points left).

If sheisremoved from the dab, awisp of mist will stretch from the dab to her body. As
she moves farther from the dab, the wisp will become thinner until it is not noticeable, but it will
dill be there. The only way to truly save her isto destroy the dab itself. This would require
magic or other such extreme methods (norma wegpons will only dightly chip it asitis
unnaturaly durable). One of the few ways in which the dab can be destroyed iswith a
transmute rock to mud spell. Other spells may or may not work, a the DM's discretion.

This dab is where Radaga places hel pless maidens once a month. In return for her
offeringsto it, the dab gives her the power to survive without eating or drinking and grants her
the ability to change her form to thet of the last victim & will (no system shock rall required).

7. The Bone Narrows

A dender stone passage widens here to form a natura chamber. The entire areais
littered with bones of al shgpes and sizes. Some are obvioudy human, while others obvioudy
aren't. An old rotting table leans againgt the far wall of the room. Two of its legs seem to have
buckled so that it istilted away from you at a sharp angle. Because of this, it isimpossible to tell
if anything rests upon the table or not.

The table once held a golden satuette of awolf, however, it has snce fdlen off and is
now buried by bones. It is worth 450 gp, but reaching the table will be dangerous as the bones



cover a 20 deep pit.

In the bottom of the pit are four haf-decomposed Humanoid bodies. Landing on one of these
will require ahorror check. Furthermore, anyone who fdlsinto the pit will sartle the ten giant
centipedes who live there. Radaga keeps them here to torture people, and they are quick to
crawl out of their cracks and attack.

Giant Centipedes (10): AL N; AC 9; MV 15; HD ¥; hp 2 each; THACO 20; #AT
1, Dmg 0; SA Poison; ST; ML 7; XP 35 each.

8. Temple of the Undead Priestess

Y ou can see an eerie light up ahead. Asyou approach this room you behold an amazing
sght. Two giant skeletons stand like sentinel's near a bridge composed wholly of bone. On
platformsin their chest cavities, two huge bonfires burn. The flames from these fires reach high
into the air, dancing againgt the collar bones of the giants. Each holds a wicked looking polearm
at the ready.

The bridge, which reaches out across a sea of swirling greenish migts, is an intricate
creation of many various types of bones. Skulls adorn the femur railings while the floor is a mesh
of many different bones. This bridge leads to a ghastly looking skeleton of huge proportions. Its
backbone disappearsinto the swirling mists of the chasm below. A landing of boneis
suspended in the huge skeleton's rib cage and you can bardly make out a spird staircase within.

The two skeletons will attack only if they are attacked or if someone steps onto the
bridge. As soon asthey are activated, however, they will cut the ropes supporting the bridge.
Thiswill cause those upon its surface to make a Dexterity check or fal into the mists below.
Those making their checkswill be able to hang onto the bridge, but will swing with it when it
fdls and crash into the skeleton's pelvis. When this happens, they must take 2d6 points of
damage and will have to make another Dexterity check if they wish to avoid faling into the
migts. They may then climb up to the landing in the center of the colossal skeleton with only
minimd effort.

In the mean time, the skeleton sentines will attack al those who were not on the bridge.
They will firgt stick their wegpons indde their chests, causing the blades to ignite. Any opponent
that is knocked down during the combat will be thrown off the edge into the mistsunlessa
Dexterity check is made.

Giant Skeletons (2): AL N; AC 6; MV 12; HD 8; hp 45, 41; THACO 13; #AT 1;
Dmg 1d12; SD as skeleton, no damage from fire based attacks, Turn as Mummy; SL (12
Tdl); ML None; XP 1,400 each.

The chaam isfilled with an eerie mist. Anyone using magic to move across its opening
will notice the migt rigng to meet them. If they pers, it will envelop them and they will fdl into
it. Anyone faling into the myserious fog will fed asif they are endlesdy faling. Ther crieswill
be heard by those above them as if they are fadling farther and farther awvay. Actudly, the migt is
holding them some 30" below its boundary. If arope were to be lowered in the exact location
they disappeared at, they could grasp it and climb out. Trying to find the bottom of the pit is



impossible asit isvirtudly endless.
The huge skeleton statue is standing on a floating stone pedestd that has arough, jagged
underside (asif it were ripped from the ground).

9. The Bone Staircase

The party stands upon a platform crafted from bone in the heart of an immense skeleton. A
great spird darcase, built from huge shoulder blades, leads upward. A railing, formed from
interlocking hands and arms, runs dong the sde of the gairs. It isworn fairly smooth and is
warm to the touch.

10. Atop the Staircase

A black curtain hangs dong one wall of thisroom. It is unusualy desp and rich in color,
meaking it difficult to tell exactly where the surface of the doth is. An image isformed on the
fabric by white lines, but they seem to stland above the surface of the curtain. The picture shows
ayoung womean manacled to an upright dab of stone. A ring of skeletons, armed with flails and
whips, slands around her asif ready to strike. An occasiond ripple in the surface of the materid
makes it seem asiif the skeletons are moving ever so dightly.

In addition to the macabre curtain, alarge black table strewn with bone fragments and
bits of meat sands to your left. The bones are yellow with age and the flesh is beginning to rot,
filling the air with a sickly sweet odor of corruption.

11. Beyond the Ebon Shroud
The description of this room will depending mainly upon whether or not the party has
been to area 6 yet.

If area 6 has not been explored:

A beautiful young woman Sits strgpped into a skeletd chair that resembles a squatting
giant. She seems startled to see you, but then alook of relief washes over her features. She
quickly attempts to struggle free when you approach her. She has alook of concernin her eyes,
asif she fears that whoever strgpped her into this nightmarish chair may return at any moment.

Unbeknowngt to the players, thisis Radaga hersdlf. If freed, she will attempt to befriend
the party. Thiswill be difficult, because sheisavery crud, vain, and heartless woman at heart.
Although sheis afair actress, she will have difficulty avoiding lapsesinto her true, dark slf.

Later she will work her spells and use her knowledge to harm the party as much as
possible, dl the while trying to gppear helpful. Her red god, however, is to capture the most
charismatic femae character present and chain her to the dab in area 6.

If area 6 has been explored:

If the party has explored area 6, Radaga will be aware of their vigt to her dab. In that
casg, or if the party seems reluctant to free her from her apparent bondage, she will have her
skeletal "mount” rise up and attack the party. If the party has dready seen her in her beautiful



form, be sure to describe the transformation as a horrible and grotesque thing.

A grizzled old hag hunches over in askeleta chair which resembles some greet artistic
effort in bone. Not atrace of kindness rests beneath her leathery, cracked face. She thumps her
walking stick againgt the Side of her chair and the entire scene begins to shift.

With unusud speed, the bones begin to move. Amid the creaking and cracking of the
shifting bones, the old woman's laughter rises to become amaniaca shriek. With afina surge of
speed, the bones around the chair stland upright and you find yourselves face to face with a giant
skeleton. Deep within its rib cage, seated in athrone composed wholly of various bones, the old
womean suddenly stops laughing and fixes her evil gaze upon you.

With deliberate effort, the skeleton steps forward . . .

If possible, Radaga will attempt to parlay with the party in order to give her an edge
(she will try to find out who is the strongest what kind of magica items the party has, and so
forth).

If it comes to combet, she will fight to the end, casting her spdlls with no remorse. At the
same time, her skeleta "mount” will attack opponents and attempt to defend her. Radagas
favorite drategies and combat tactics are outline in the NPCs section of this book.

Giant Skeleton (1): AL N; AC5 (abone shied); MV 12; HD 8; hp 62; THACO 13;
#AT 1; Dmg 1d12; SD as skeleton, no damage from fire based attacks, turns asa mummy; SH
(15 Tal); ML None; XP 1,400.

Radaga (7th level priest): AL NE; AC 4 (bone split mail under acloak); MV 6; hp
35; THACO 16, #AT 1; Dmg 1d6 (waking stick); SA spdls, SD spells, and if skeleton saves,
then she will not be affected magic cast at her; XP 5,000.

Radaga's Spells

1st Level: command, cause fear, cure light wounds (x2), sanctuary

2nd Leve: charm person or animal, hold person (x2), withdraw (x2)

3rd Level: summon insects, cause blindness, animate dead

4th Level: protection from good, 10" radius

Shewill befarly wel protected by the skeleton'sribs and any physica attack striking
her has a 50% chance of damaging the skeleton instead.

If Radaga should be killed, the huge skeleton will begin to crumble. Due to the shaking,
tossing, and turning, it will require a minimum of two rounds to reech the edge of the platform in
area 9. Each of these rounds, all of the charactersin the area must make a Dexterity check or
they will not make any progress. Those who fail must make a second check or tumble into the
migts below. Every round dl within the skeleton are subject to damage from faling bones (roll a
THACO 15 and those hit suffer 1d10 dmg). In any event, the entire place will collapseinto the
mist on the sixth round after her degth.

Cavern of the Crown of Souls



Cavern of the Crown of Souls
1. Statue of Radaga

A foul and evil looking statue of an old hag stands at the end of this passage. Sheis
holding ahuman skull in her left hand that looks quite red. Deep inits blackened eye sockets
aretiny flickers of light. There gppearsto be no naturd explanation for this strange
phenomenon. Y ou cannot escape the fedling that there is more to this statue than it appears.

The old cronés right hand istightly clasped around a gnarled waking stick. Its many
grooves and curves reminds you of the shriveled flesh of amummy.

The skull has a secret lid on it which will alow it to be opened. Although the lid is not
obvious,
it isnot hidden and anyone who takes aclose look at the skull will be ableto find it. Opening
the lid reveds asmdl compartment, within which istrapped alone bat. When the lid is opened,
it will speedily fly away, and return to Radaga (like a homing bat). Once the bat is gone, a
skeleton key will be found by anyone who takes a second look inside the skulll.

Bat (1): AL N; AC 8 (4if flying); MV 1, Fl 24 (B); HD ¥4 hp 2; THACO 20; #AT 1;
Dmg 1; SS; ML 2; XP 15,

2. Crevice

The stone floor of this passage is split open here asif by the blow of sometitanic
hammer. Looking into the darkness beyond, you see a sandy floor some 12 feet below. Thereis
afaint breath of wind drifting up through the hole that is somewhat cold upon your faces. A faint
scent of moigture lingersin the breeze, but the odor is not overwheming.

The crevice opens up into asmall chamber some five feet in diameter. A narrow
crawlway, that will be found by anyone who searches the area, leads out of the chamber.
Characters heading down this narrow passage will have to crawl on their somachsto fit and
anyone in bulky armor will have to remove it in order to continue.

If the bat from area 1 has escaped and Radagais dive, she will send a group of
skeletons to toss the first femur in area 4 into the chasm, and trigger the sand trap in location 3.
Further, she will post four large skeletons here as guards for the next several weeks.

Giant Skeletons (4): AL N; AC6; MV 12; HD 8; hp 43, 43, 41, 28; THACO 13;

#AT 1; Dmg 1d12; SD as skeleton, no damage from fire based attacks, Turn as Mummy; SL
(12 Tdl); ML undead; XP 1,400 each.

3. Sand Trap

A narrow crawlway opens up here to form alarge stone chamber. The floor is sandy
and theair moist. A singlerib, seemingly that of a human or demihuman cregture, has been



jammed into the wall of this cavern. There is no indication asto why it is here, but the fact that it
is yellowed with age indicates that it may have been here along time.

Some 20" ahead, the floor suddenly ends and leaves you looking out across a migt filled
cavern. The vgporsin thisarea are avery pade bluein color, giving you the impression of fog in
afidd of blue flowers. The ripplesin the mist are dmost hypnotic.

More stunning than the mist, however, is the bridge that pansthe chaam. It is dearly
nothing less than a 20 foot long bone, the femur of some immense humanoid. The bone arches
out above the veil of fog to reach alanding some distance away.

Closer ingpection of the rib bone will reved that it isin fact, alever and that is seemsto
be little used. The mechanism that the bone-lever activatesis a vitd safeguard for these caverns.
Once pulled, it releases atorrent of sand into the crawlway between areas 2 and 3. The process
is dow, taking one complete turn. Anyone who gtates that they are trying to escape from this
chamber as soon as the sand begins to pour in will make it back to area 2 if they have a
movement rate of a least 12. Anyone dower than that will end up buried dive in the crawl
gpace. They will very likdly suffocate (see the AD& D 2nd Edition Player's Handbook for rules
on holding your breeth) as digging them out will take around per foot of sand removed (only
one worker from any direction due to the cramped quarters).

4. Chasm of Mist

Thisisanarrow rock ledge that stands in the center of a wide chamber. Beneeth the
ledge is a chaam filled with swirling mists. They seem to shift and ripple like boiling weter in a
cauldron. A hitter, dmogt acidic scent drifts up from the mists, but nothing can be seen through
the pae blue waves of fog.

Two huge bones form bridges off of this ledge and above the misty chasm. One heads
off in aroughly northern direction while the other arches off to the west. The bones are yellow
with age, athough afine layer of moisture, no doubt a by product of the migt, clings to them like
teardrops. While it is obvious that these bones once belonged to a humanoid, their owner must
have been enormous.

Although the bridges are completely safe to cross, they are wet with moisture. Asthe
first PC reaches the central ledge, the phantomsin the mist will become aware of the group.
These are the undead spirits of those who have died here at Radaga's command. They are very
lonely and want others to join them. Asthe PCs cross the bridges, they will rise up looking like
swirls and eddies in the mit, then suddenly take on the features of rotting bodies and atempt to
scare the party (horror check). Anyone who fails their horror check or who attempt to crossthe
bone bridge at greater than walking soeed must make a Dexterity check or fdl off.

Those fdling will land on the pile of bones at the bottom of this 40" degp chasm and
take 4d6 points of damage. There is a 30% chance of landing on an upturned rib bone which
will impale the PC for an additiona 1d8 points. Anyone killed by thisfal will instantly become
one of the undead spirits. Such spirits will quickly return and attempt to scare their friends into
joining them. Anyone seeing a phantom of aformer companion suffers a-4 pendty on their
horror check.

The mist makes the walls of the chaam quite dick. Anyonetrying to climb them suffer a



-25% pendlty to their chances of success. Specid care or the use of mountaineering equipment
may reduce this pendlty a the DMs discretion.

Just below the ledge upon which the bones rest is a passage opening. It is concedled
such that only someone who is at the bottom of the chasm can find it. Even then, aroll to detect
concealed doorsis required because of the mists. Further information on this passageis
presented as area 12.

5. Misty Cavern

This narrow passage appears to be anatural creation. The smooth texture of the stone
here indicates that this cavern may once have been filled with swiftly moving water. Now,
however, it isamost dry.

The only sign of moisturein the arealis an eerie mist thet lingers dong the ground. It
never reaches a higher than afoot or so and seemsto shimmer when light hitsit. Thereisan
odor in the air that reminds you of lemons, but it is so faint thet you quickly learn to ignoreit.

From here on, the floors of the cavern will be layered with these unusud migts. Also,
everything will be damp and cold. Anyone wearing wool garments will begin to itch excessively.
The characters will begin to get cold and sart shivering after aturn. Open flame will burn dimly,
Spuitter congtantly, and spark and pop from time to time (cut the radius of any flaming light
source in hdf). Soundswill seem to echo loudly if they are locally produced, but those from
further away will be strangdy muted. Starting a new fire with flint and sted will become next to
impossble.

After an hour, a sense of oppression will settle over the party. Each hour after that the
PCsmust dl save vs. petrification or make some unkind comment to one of their companions.
This chance may be adjusted up or down by +/-4 based on the DMs assessment of the
character's persondity. A kind and loving character might be more resstant while a snide or
cynica character might succumb more reedily.

Seeping in this place will prove very unrefreshing as the cold will penetrate any form of
covering. Thus, it will take 12 hours of attempted deep to gain the equivadent of 8 hours of
comfortable deep. The whole time, of course, the mists will be egting away &t the party's
nerves.

6. Bone Pile

A very narrow passage opens up into a man-made stone chamber here. It isroughly
rectangular in shape, but fans out dong it's eestern wal in a somewhat triangular manner. The
walls are bare and show no signs of recent work. While it isimpossible to guess the age of this
room, afeding of great antiquity seems to resonate from the entire chamber.

The only feature in thisroom isapile of human or demihuman bones dong the eastern
wall. A faint red glow, like the cods of adying fire, seemsto radiate from the heart of the bone
pile and athin grey smoke rises from them. The strange glow radiates no heat and the smoke,
which smdls like sulfur near the bones, quickly loses its scent as it mixes with the migts thet drift
aong thefloor of thiswhole area.



If these bones are disturbed, a shaft will be discovered beneath them. The red glow will
fade away as soon as the bone pileis disrupted, but the smoke will remain. Of course, the shaft
is aso filled with bones and the smoke seems to drift up from between them.

The shaft is 30' degp and completdly filled with bones. Removing them will require Sx
hours. However, anyone standing in the smoke and strongly desiring to get to the bottom of the
shaft will mdt away into smoke (any who witness this must make a horror check) and then
vanish. They will resppear in area 7.

7. Room of Trids

The firg thing you notice in this areais the face of a sunningly beautiful woman. Her har
islong and dark, her eyes amond shaped and inviting and her complexion dusky and rich.

Asyour eyestakein the rest of her, however, you cannot help but gasp in horror. As
you move toward her and the shadows dip away from her perfect skin, you redize that she has
three pairs of arms. In each of her 9x hands, she holds a short black rod with a human skull
mounted on it. Asyou draw nearer, you see that she has no legs, but stands upon the coiled
body of asnake.

With asgh of rdief, you redlize that this is nothing more than and incredibly lifelike
datue. From severd feet away, however, you cannot help but fed that it has locked its gaze
onto you. It seems amost impossible to take your eyes avay from hers, they seem so kind and
concerned. But there is something more, a spark of danger and evil that cannot be denied.

Once the characters have had afew seconds to adjust to the shock of this unusua
cresture, they will be able to take in the rest of the room. At thistime they will notice that there
are three acovesin the section of the room behind this foul woman. The ones on the north and
south walls contain smoking urns, with the acove on the eastern wall isfilled with bones.

As soon as they have looked around the room, avoice (which is apparently coming
from the satue) says, "Choose with an even head, the skull of your destiny”.

The voiceisaform of telepathy originating from the statue. The skulls can be taken from
the statue's hands and will clearly have something ingde of them. In fact, they are aform of
arcanerattle. Any atempt to bresk them open will fail, and dl damage that might have been
inflicted upon them will rebound and strike the person attacking the rattle. Have each player
announce which réttle they are going to shake and then read the following to see what happens
to them:

Upper Left: When thisrattle is shaken, the smoke from the two urnswill well up,
dissolving dl but the bones of the victim. This can be quite a painful and lingering deeth, for the
smoke inflicts only 1d4 points of damage per round. The only way to escape this death isto
leave the chamber, a difficult thing to do a best.

Upper Right: Assoon asthisrattle is sounded, the smoke from the urns will swirl
around the character. He will gradually (over the course of 1 round) evaporate into smoke and
reappear in area 6.

Center Left: The statue will animate and attack the character who daresto rattle this
skull.

Statue: AL CE; AC-5; MV 12; HD 7+7; hp 32; THACO 13; #AT 6; Dmg 2d4; SL;



ML statue; XP 3,000.

Center Right: The smoke from the urns will race around the character who shakes this
rettle like spectrd snakes. After one turn of this frenzied behavior, the smoke will return to
normd. The character will fed no different, but the DM should note that he or she has now
gained one of the common benefits of being undead. Roll on the following table to determine
which one:

Immune to fear

Immune to cold based attacks
Immune to sleep sdls

Immune to charm spdlls

Immune to hold pdls

Always waks without making noise

OO WN P

As soon as the dancing mist recedes, the character will evaporate into smoke and
appear in area 6.

Lower Left: The smoke from the urns will race toward thisindividua and envelope
them like ashroud. Like achilling wind, it brushes dong their skin and sends shivers through
their body. After aminute or S0, it fades away and the smoking urns return to normd. This
individua has now gained one of the common pendties of being undeed, roll on the table below
to determine which one:

Damage inflicted is dways 1d6

Can beturned (Hit Dice = levd)

Holy water does 204 points of damage
Character becomes mindless

Can be affected by spells that affect undead
Suffers 1d4 hits'turn in sunlight

OO WN B

Lower Right: Asthe sounds from this rattle die down, the statue speaks again. This
time, it asks aquedtion. "What is it that you wish to know."

Once the question is posed, the statue will answer with god-like knowledge. However,
the answer may (25% chance) be obscure or in the form of ariddle. As soon as the answer is
given, the character will evaporate into smoke and be transported to area 6.

Once a skull has been sdected, no other skull will cause any specid effectsif shaken by
that particular individua. Also, others will aways see anyone sdecting a skull gppear to choose
the one in the upper left arm.

Anyone killed in this room will be dissolved to mere bones by the smoke. Their remains
will then rattle across the floor and squeeze into the south dcove, pushing dl the other bones up
the chute into area 6 allittle further.

Anyone touching the urns must save vs. desth magic or have therr life force sucked into
them, making the character forever dead. Those who save will evaporate into smoke and

reappesr in area 6.



Anyone attacking the statue will cause it to animate, see the "' Center Left” result
presented earlier. In addition, anyone who does not select a skull in atimely fashion (DM's
decison) will aso suffer the wrath of this sone horror.

Once a skull has been selected and shaken, it will transform into smoke and reappear in
the statue's hand.

8. Pit of Desth

This section of the naturd stone cavern widens dightly as it makes a bend to the south.
The mig here seems less dense than it does dsewhere in the cave, but that may be anillusion
crated by the unusud patches of glowing fungus that dot this area. The strange green glow of
these cave dwelling patches reminds you of fireflies on a cool spring evening.

The fungusis of no importance and will lose its blot luminescent properties if scraped off
of the cavern walls.

However, the glowing fungus does serve to distract the adventurers from the real danger
in thisroom: a20' deep pit hidden benesth the mist. Anyone who fdlsinto the pit will suffer 1d6
points of damage.

Twelve skeletons stand in acoves that ring the base of this circular pit, and they will dl
move as one to atack anyone that falsin. The bottom of the pitismagicdly silenced, so that no
sound of impact or battle will be heard by those who avoid the pit. Criesfor help from the
bottom of the pit will, likewise, go unnoticed.

Skeletons (12): AL N; AC7; MV 12; HD 1; hp 7, 5, 5, 4(x3), 2(x3), 1(x3); THACO
19; #AT 1; Dmg 1d6; SD yes, MR specid; SM; ML undead; XP 65 each.

If the firgt person who falsiniskilled, one of the skeletonswill put on his gear, and then
wait for arope to be tossed down. If this happens, it will climb out and attempt to knock other
PCsinto the pit. As soon asit clears the migts of the pit, the rest of the party members must
make fear checks at the sght of (what they believe to be) their former companion.

Meanwhile, the skeletons till in the pit will then jerk on the rope in an attempt to pull the
rope holders off balance. Those on top of the rope will have to make Strength checks to avoid
tumbling into the pit.

9. Column of Mist

A billowing column of mig tumbles down from a crevice in the calling far above. The
columnisover 10' across and istoo thick to see through. The mist tumbles out onto the floor
and flows away. Severa twisted skeletd limbs jut up from the mist here and there as if it were
some etherid graveyard. Severd unlit torches rest in skeletal sconces dong the wall.

Anyone stepping into the column will seem to merge with the mist and disappear. In
actudity, they will be lifted up to area 10. As soon as this happens, a skeleton will crawl out of a
secret trap door hidden by the column of mist, and step out of the column into the room. It is
ingtructed to fal over and gppear dead (it will not even defend itsdlf). The Sght of, asthey seeit,



their comrade stripped down to the bone is more than enough to cause the other adventurersto
make horror checks.

The smdl room below the column contains twelve skeletons dl of various szes (though
none as smal asadwarf). A skeleton goproximately the same Sze as the PC entering the
column will step out of it. Obvioudy, the intent of this planisto try and fool the PCsinto
believing that the column strips them of everything but their bones.

Twelve Skeletons: AL N; AC7; MV 12; HD 1; hp 8(x3), 7, 7, 6, 6, 5, 4, 1(x3);
THACO 19; #AT 1, Dmg 1d6; SA Nil; SD undead; MR undead; SM; ML undead; XP nil.

10. The Soul Beckoner

Note: The events described here begin as soon as a character steps into the column of
mist inarea 9. All that transpires in this room should be kept secret from the other party
members until the group is reunited in some way.

You fed yoursdf rigng into the ar, hdd doft by insubgtantid mist, and soon you emerge
in adifferent cavern. Y ou cannot fed the migt itsdf, but its cold touch seemsto cut degp into
your bones. Thereisadigtinct tingling sensation from the parts of your body engulfed by the
vapor.

Some of the migt spills over into the room and creeps across the floor to trickle out
through two passages, one bearing south and the other heading east. Both are dark and
uninviting, but a strange sound is issuing from the eastern tunndl. 1t sounds like a whispering
voice, but it's words are hidden from you. Although the evil of this hollow voice cannot be
disguised, there is something dluring about this strange Sren's call.

The sound is emanating from a soul beckoner located in the chamber east of this room.
Those who hear it must save vs. pdlls or be drawn to its call. Once the character entersitslair,
the soul beckoner will attack. Although magically forced to respond to the beckoner's call the
PC is abdleto defend himsdf from its attack. The soul beckoner will attempt to kill the character,
taking on hisform in order to infiltrate and kill the rest of the party.

Soul Beckoner: AL NE; AC 2; MV 6; HD 4 (initidly); hp 12 (initialy); THACO 17
(initidly); #AT 2; Dmg 1d6/1d6; SA whisper, energy drain; SD need +1 to hit, disguiss; MR
Nil; SM; ML 15; XP

The soul beckoner isan evil creature that exists only to kill. Those who hear its whisper
must save vs. spells or be drawn to the cresture. If the character resists the eerie whisper, a
second save is required to avoid fleeing in terror for 1d4+1 rounds after hearing the whisper.
Anyone under the influence of the whisper is atacked by the creature with a+4 bonus. A save
is alowed each round to escape the effects of the whisper, with a+2 cumulative bonus alowed.
Any successful gtrike by the soul beckoner automatically breaks the spell. Any timethe
beckoner hitswith one of itsclaws, it drains 1 level from it'svictim. Each level drained incresses
itsown hit dice by 1, thus changing its hit point tota and THACO. Soul beckoners can be turned
by priests based on their current hit dice score.

The column of mist will not support anyone once they have stepped off of it. Thus, if a



character ends up running in fear from the soul beckoner, they cannot count on the mist asa
means of safe escape. As soon as they step into it, they will fal 40 feet to the floor of chamber 9
below (suffering 4d6 points of damage in the landing). One thing the mist does do, however, is
obscure the passage of sounds between rooms 9 and 10. Thus, those in room 9 are immune to
the whigper of the soul beckoner, but those in room 10 are unable to call on their dliesfor help.

11. False Crown

The floor of thisroom is completely covered by mist. At the far end, hdf hidden in
gloom and shadow, are severa natura stepsthat lead up to a black marble pedestd. Resting
atop thisdark and snigter looking stand is ablood red pillow. Resting safely upon the pillow isa
golden crown set with severd vaduable gems. Although it is hard to tdl from this distance, it
seems probable that thisis the object of your quest!

The crown isonly gold plated tin with glass gems. It has atotal vaue of 50 gp. When
lifted from the pillow, it causes the entire room to open up into a 20" deep pit. Everyone who
fdlsinto the pit will suffer 2d6 points of damage.

Scant seconds after the pit opens, the north end of the room beginsto collgpsein a
cascade of stone. This deadly shower dowly moves towards the south end. Anyone attempting
to move through the collapse will take 3d8 points of damage. After four rounds, escape will be
blocked off. The collapsing area moves forward a arate of 5' per round. The only safe means
of escape from thistrap isto find the secret door that leads to area 12.

If the pedestd islifted or did aside (a successful roll to bend barsis required to do this),
asecret shaft will be discovered that leads down from the room. It is coated with oil, so
climbing it is very difficult (-75% to climbing ability checks). For thase who fail their dimbing
rolls, it acts like adide and will dump the characters out in area 12.

12. Hidden Passage

This corridor isfairly wide, but the floor is even more awash with mist than the rest of
these caverns. When you look down, you can see no trace of your legs below the knees. When
you move in any direction, the mists swirl up before you momentarily, dmos asiif they were
trying to warn you away from a danger you cannot sense.

13. The Spiders Lair

The passage ends in a sharp dliff that dlows you to look out into afour way intersection
that has no floor. The migsin this seemingly bottomless pit bubble and ripple back and forth.
From time to time, a current seems to move through the fog, but it isimpossbleto tell if it is
natural or man-made.

Two huge ribs form two bridges across this deadly looking abyss. The bone linking the
north and south passages curves upward while the one running from west to east curves down.
Jumping from one bridge to the other would be very dangerous. Like the other bone bridges
you have encountered in this cavern, they seem to be remnants of a giant humanoid cresture.

Fifteen feet above the party isanarrow ledge that runs dong dl the walls. Standing



upon this ledge are twenty-four motionless skeletons with short spears resting in thelr hands.
Chains run from ringsin the ceiling some 30" overhead down to manacles around the ankles of
each skeleton.

As soon as the PCs start to cross one of the bridges, the 24 skeletons will leap off the
ledge, flip upside down (as the chains are attached to their ankles), swing across the rib-bridge,
and atack. Anyone taking damage must make a Dexterity check or fdl into the migt.

Skeletons (24): AL N; AC7; MV 12; HD 1, hp 8, 7(x7), 6, 5(x3), 4(x4), 3(x3), 2
(x3), 1(x2); THACO 19; #AT 1; Dmg 1d6 (spears); SA Nil; SD undead; MR undead; S M;
ML undead; XP 65 each.

After they are done swinging, the skeletons can use their spears to push off the walls
and swing themselves back onto the ledges.

The pit is40' deep, but anyone faling into the mist will be caught by a giant spider'sweb
some 20' below (thus taking no damage). However, the four large spiders who built the web
will atack the struggling victims.

Large Spiders(4): AL N; AC8; MV 6, Wb 15; HD 1+1; hp 9, 7, 6, 6; THACO 19;
#AT 1; Dmg 1; SA poison (class A, Str 15/0); SD Nil; MR Nil; SS; ML 7; XP 175 each.

Those caught in the web can struggle to the edge in a number of rounds equa to 19
minus their Strength. Thus, a character with a Strength of 15 would require 4 rounds to reach
the edge of the web. Persons fighting spiders cannot move toward the web and defend
themsalves againgt their attackers, they must do one or the other. Spiders attacking those who
have chosen to move in the web gain a+4 bonus to their attack roll.

When a character first sees these horrific spiders, they must make afear check. Those
above must make afear check (with a+5 bonus) if they hear their comrades screaming in terror
below but cannot see whét is attacking them.

14. Narrow Wakway

The passage drops steeply some 15" and then continues. The mist at your feet pours
over the edge of the precipe like dow moving water. A bone ladder made of giant-sized arms
held tightly in one another's grasp stands here.

The ladder is safe. However, ten crawling claws disguise themselves as part of it. They
will attack when a PC gets near them.

Crawling Claws. AL N; AC 7, MV 9; HD %3; hp 5(x3), 4, 3(x4), 2(x2); THACO 20;
#AT 1, Dmg 1d4 (armored foes) 1d6 (unarmored foes); SA Nil; SD undead; MR undead; ST;
ML 20; XP 35 (350).

The narrow walkway beyond will not be visible until a character reaches the base of the
ladder as the mist covers both the empty space and the wakway. However, The floor will echo



especidly loudly when trod upon asit is Smply a bridge of one. Anyone stepping over the
edge will fal 40. Asthe crevice below dopesinward, those fdling in will only take 3d6 points
of damage as they bounce to a stop directly under the walkway. The two doors are fdse and
will not open athough the skeleton key from area 1 will fit their locks.

15. Smdll Hole

A smadl opening in the cavern wal drops off to the left. It does not look recently used,
and the migt runs down it like water in acana. Thereisascent inthe ar that seems to make you
think of machinery, but you cannot say why.

This crack soon turnsinto an oil coated and smoothly worked tunnd. Anyone
continuing on will dip and dide dl the way to area 16. Anyone attempting to use their dimb
wadlls ahility to move safey through thistunnd is a a-45% pendty.

16. Skeletal guards

Thisroom isalarge, man-made chamber. The wals are covered in runes that seem to
ooze death and evil into the ar. Eight armored skeletons stand like soldiers at attention as you
enter the room. Asyou watch in horror, adull red light springsto life in their eyes and they turn
to face you. With a clattering of bones, they charge to atack you with deadly looking two
handed swords.

Skeletons (8): AL N; AC 3 (plate mail); MV 12; HD 1; hp 5 each; THACO 19; #AT
1; Dmg 1d6; SA Nil; SD undead; MR undead; S M; ML undead; XP 65 each.

If the PCsfind the secret door in the southern wall and activate it, a keyhole will appear
in the center of the wall. The secret door will not open unlessthe key from area 1 isinserted.
Thelock can be picked, but it is of exceptiond quaity and any roll to defeet it will suffer a-
20% pendlty.

17. Portals of Mist

Carved upon the far wdl of this dark and evil room is an inscription. When you first
look upon it, the language is unknown to you. As you watch, however, the letters seem to melt
and shift until their meaning becomes clear to you. The engraving reeds. "Place your lifein my
hands, and | will show you the way."

Below this arcane message is abas-relief of a skeletal warrior. His two gauntlet covered
hands protrude from the wall with curved pams facing upwards. Severd dead bodies lie upon
the stone floor & hisfedt.

If the hands are examined, asmdl hole will be found in the center of each pdm. The
pams themsdaves are clean of other items. If blood is placed in each palm, the carving will
animate.



A macabre black aura seems to form around the image of the skeleton. Slowly, the
gone mdts and shifts like clay in the hands of a potter. Suddenly, the warrior steps out of the
wall and stands before the party.

With dow and deliberate motions, he removes his gauntlets. With a purpose you cannot
guess &, he beginsto weave hisfingers asif he were casting a spdll. He curls his bone fingers
upwards and, while shaking his forearms and hands, a degp growling chant issues from his
helmet. Sowly, the dmost white migt that pervades this catacomb changes color to assume the
rich red of fresh blood. A smdll of raw iron fillsthe air and the floor begins to bubble like bailing
water.

Sowly, thisboiling stone beginsto rise up. It reaches up to form a solid sone dab some
8 feet tal and 5 feet wide.

By now, the skeleton's incantation has become a deafening cacophony of thunderous
growls. Just when it seems you can bear the noise no more, the room is plunged into slence.
The skeleton dgps his arms down to his sdes and blinding flash of red light burgts from the
stone dab.

In the next ingtant, you see that the skeleton has returned to his placein the wall. In
addition, the stone dab has now become a stone archway composed of three separate sone
dabs with dark runes covering their surfaces. The only sound in the chamber isthe rattling of
your own breeth.

If the PCs attack the skeleton at any point during his spell casting he will be sucked
back into the wall and the room will return to the way it was when the PCs entered.

The arch is made of three foot thick beams of stone arranged like adoor frame. Asthe
PCs begin to examine them, they will begin to give off blue sparks. Thiswill increase until arcs
of blue dectricity are running al over them. Then the mist will rise up asif atracted to the center
of the gate and will grow 0 thick asto block vision through the gate. At this point, the gate is
fully operationd.

Anyone stepping through the gate will find himself in a place that seems to be nothing
but mist and a cold stone floor. The gate behind him will not be there. As soon as he walks
more than 30, he will emerge out of arandom gate a area 18. Once a PC entersthe gatein
room 17, dl of the migt that had built up in it will vanish with the character. It will require another
full turn for the gate to "recharge’.

18. Clamber of the Crown of Souls

Y ou find yourself standing in a strange room. There are four archways filled with
billowing mist that seem to exit the room. The mist flows out of the arches and rolls across the
floor to pour into a 30' diameter pit in the center of the area. Ten feet below the lip of this pit,
the cascade of mist vanishesinto a cloud of fog like awaterfal plunging into alake.

A large metd disk is suspended over the center of the pit by four heavy chains that run
from the edge of the pit to the disk. On this disk isthe upper half of a skeleton. Its vertebrae
amply vanishesinto the flat plate of meta asif the creature were some magicd illusion.

Resting proudly upon the skeleton's head is a great bgewelled crown that gleams with
beauty and an inner light. Although it gives off awarm and golden glow, thereisacoldnessin
the light that seemsto fill you with dark thoughts of despair.



Anyone trying to leave the room through the foggy gates will be confronted with some
form of undead guardian. If more than one person tries to use a gate, then one undead will
appear for every character. Until that creature is defeated, the gate will not alow anyone to pass
through it and the migsin the gate will fed like a solid wal. Each gate has its own breed of
defender:

North Gate - Heucuva: AL CE; AC 3; MV 9; HD 2; hp 9; THACO 16; #AT 1, Dmg
1d6; SA Disease; SD need slver or +1 to hit; MR specid; SM; ML 11; XP 270.

East Gate- Skeleton Warrior: AL NE; AC 2; MV 6; HD 9+2; hp 43; THACO 11,
#AT 1, Dmg 1d10 (two handed sword); SA +3 attack and specid; SD specid; MR 90%; S
M; ML 15; XP 4,000.

South Gate - Swordwraith: AL LE; AC 3; MV 9; HD 7; hp 32 each; THACO 13;
#AT 3/2; Dmg 1d10; SA strength drain; SD need +2 to hit; MR Nil; SM; ML 20.

West Gate - Skeleton: AL N; AC 3 (plate mail); MV 12; HD 1; hp 5; THACO 19;
#AT 1; Dmg 1d6 (long sword); SA Nil; SD undead; MR undead; SM; ML undead; XP 65.

When these undead beings show up, the DM should avoid playing up their differences.
Instead, he should try to make it seem asiif they are dl very smilar cregtures. In thisway, the
PCswill be very shocked when one skeleton dies with a smple blow while another seemsto
endlesdy attack.

The crown on the keleton is, in fact, the Crown of Souls. It isfirmly placed on the
skeleton's head. Any attempt to retrieve the crown with rope, poles, or grapnels will cause the
skeleton to remove the crown and hold it out, clearly threatening to drop it into the pit below (it
will do thisif the attempt perdasts). If someonetriesto fly out and retrieve the crown, it will do
the same. Only if someone climbs out along the chainswill it not respond. Once thet individud
reaches the skeleton, it will hand over the crown.

However, if the skeleton isn't immediately killed (use the Skeleton stats above) after it
hands over the crown, it will reach into the disk it rests on and activate a mechanism which will
cause dl four chainsto bresk free of the disk. Thus, anyone on achan will be svung down and
will crash into the side of the pit. Thiswill cause 2d6 damage, require a Strength to maintain the
character's grip on the chain, and a Dexterity check to keep hold of the crown.

Thosewho fdl (or dimby) into the pit will find that it is 50 feet degp. The migs here will
cause anyone who falsin to act asif they had been employing afeather fall spdl. At the
bottom of the pit is an undead beast.

Undead Beast: AL N; AC 6; MV 9; HD 12+12; hp 61; THACO 7; #AT 3; Dmg
3d3/3d3/3d8; SA Ensnare and fling; SD special; MR 20; SH; ML 14; XP 8,000.

At the moment the crown is removed from the skel eton's possession, one undead will
sep through each gate as listed above. The gates will not function until the undead is killed.
Then, only one person may go through that gate, the next person trying will release another



undeed to fight.

TheDark Keep

Return to Skald

The following text assumes that the Player Characters have reached Skad at night. If thisturns
out not to be the case, the DM can easily modify it to reflect a different time of day. The gist of
itisthat it isadark and miserable time to be outsde in Skald.

Y ou have arrived in Skald on adark and sormy night. Cruel forks of lightning rip
across the sky and perch briefly upon weather vanes and lightning rods before vanishing into the
night with a tremendous crash of thunder. The baitering rain fadls in terrific cascades that fill the
ar with an incessant hammering sound. The paved roads are dick, the unpaved ones impossible
to travel on. All indl, itisthe sort of night that one expectsto die on.

Few of the townsfolk are out and about in the deluge, and those who are look asif their
businessis nefarious at best. Here and there, a more honest looking citizen makes a dash from
house to house, doing his best to avoid becoming soaked to the skin as he travels. Oddly
enough, the cruel weather seems not to have darkened the spirits of those at the Old Kartakan
Inn, for even from a distance you can see the warm glow of its lights and hear the melodic
snging of its patrons. Perhaps you can find warmth and comfort there, but on anight like this it
seems unlikely.

Since Akrid actudly resdes at the inn, she will have no problem learning of the PCs
return to Skad. Thus, she will quickly take steps to arrange a meeting with the characters.

This particular meeting will be arranged in a somewhat different manner than their first
one. Ingtead of an old man dropping the key on their table, Akrid will have a master thief plant
the key on one of the characters. When they reach into their pockets (or money bdlt, or
whatever) they will find the skeleton key. They will, as before, find that the key fits only into the
door to the conference room.

Upon letting themsdlves into this secluded room, they will find Akriel waiting for them.
Aslovely and hdpless as ever, Akrid will inform the PCsthat her cruel suitor is kegping avery
close eye on her, and that she can't possibly transport the crown to Dr. Dominiani by hersdf as
she had origindly planned. However, she has sent word to him that a band of brave heroes will
see the crown safely into his hands. Once this treasure has been entrusted to her beloved, they
can be wed.

Akrid will make atearful gpped to the characters, reminding them that her eterna
happinessis at stake here. If pressured, she will further assure the PCsthat Dominiani isvery
thankful for the work that has been done on his behdf. To show his gratitude, he has areward
awaiting their arriva to repay the adventurers for their kind generogty in such crud times.

Once the PCs agree to help Akriel, she will tel the PCsto take the road north out of
Skad and travel into the relm north of Kartakass called Gundarak. They will soon cometo a
fork in the road. The PCs are to take the lesser of the two roads which heads east up into a
forested vdley. Sir Dominiani's kegp can be found there. Akrid will await their return with



tidings from her love.

Of coursethisisadl aruse, but Akrid isagreat actor and will make abelievable
"innocent lover" for the PCs. If they flatly refuse to help her, she will arrange a scene where the
PCs mugt rescue her from agang of thugs supposedly sent by the mythic evil woodsman to
carry her away. Scenes like thiswill be repeated severa times until the characters at last agree
to hep Akrid out. If they remain rductant, Akrid will eventudly try to have them killed, for they
are agreat danger to her plans.

Depending on the pacing of the game to this point, the DM may or may not wish to
present the characters with encounters on the road to Dr. Dominiani's estate. If things went well
in Skald and the PCs have had no real trouble recently, then a brief encounter might not be out
of line. In fact, an attempt by friends or relatives of Jackques to avenge his defeet (see the
Woodland Encounter section).

If things have been coming at the party fast and furious, then the voyage to Gundarak
should be a safe. Thisis especidly true if the part was harassed or troubled after their most
recent mesting with Akrid in Skad. In addition, if the party is suspicious of Akrid (asswdl they
might be!), she might arrange an encounter to make her story seem more believable. Perhaps
they will come across apair of woodsmen who brag about how their friend will soon be wed to
the prettiest girl in dl of Kartakass-whether she likes it or not. Of course, thiswill &l be a set up.

Arrivingin theValley

Asthe party travels degper into thisregion of Gundarak, the wegther will be sharply in contrast
to what it was when they left Skald. The ky is clear and the air sweet, the sun iswarm and the
birdssnging. All in dl, things redlly couldn't be nicer for traveing.

Y our spirits are as light as the soft breeze that blows down out of the valey ahead. Only
the friendliest of cotton-white clouds driftsin the largely clear blue sky overhead. The sweet
scent of the wild flowers that dot the valey floor is awelcome greeting to weary travelerslike
yoursaves. The aromalis especialy refreshing as you cross a wooden footbridge over adender
brook that trickles merrily aong itsway. Y ou notice that the thickets of Slver aspen trees behind
you are gradudly giving way to pine and spruce.

Asthe PCs push on up the valey, inform them that the breeze has picked up to alight
wind and it is blowing a chill down off the Bainok pesks to the north east. Be sure that they
reach the castle just before dusk. Then read the following. Over the course of the day, the
wesether will gradudly change, becoming colder and even picking up afaint drizzle. By thetime
they reach the keep, it has turned very unpleasant.

The Coming Storm

Y our mood has soured as has the day. The wind has turned cold, strong, and looks to
be blowing in agood storm. The last blood red rays of the sun are fading behind the looming
black hills. Wild flowers have given way to thick underbrush and brambles. As darkness begins
to Snk acrossthe valey, you see abrilliant flash of light that glints off of the window of asmdl
keep up ahead. According to the ingtructions given you by Akrid, thisisthe Keep of Dr.



Dominiani.

Asthe sun sts, it becomes impossible to travel without alight source. With the keep
only ashort distance away, however, it seems unlikely that the party will opt to camp for the
night in the path of a coming storm. The bad wegther makesiit difficult to keep lights burning,
however, and dl torches have a1 in 6 chance of being blown out each round. For lanterns, this
chanceis 1 in 20 and candles, matches, or smilar items don't and a chance. In fact, asthe
cold, cutting wind picks up even using atinderbox is next to impossible.

As the PCs approach the keep, have them make Wisdom checks. Anyone who
succeeds will hear twigs sngpping off to their |eft in the underbrush. Just asthey decideon a
course of action, the sorm bresks with a great flash of lightning.

Asyour eyes struggle to overcome the blinding glare of the sorm'sfirst eruption, there
isamotion besde the path. A large bush seemsto explode asiif hit by a powerful spell, and a
huge creature springs to sand before you on the path. Without the illumination of the storm, it is
impossible to see anything but the gleam of two great tusks and a pair of burning eyes.

A second flash of lightning, even more intense than the firgt, splinters through the sky
overhead, reveding the creature to be a great boar. With a snort and a squedl, it turns and flees
up the path. In the lagt ingtant before it turned, it seemed that there was something akin to
intdligencein its eyes. But, of course, that isimpossble.

Wild boar: AL N; AC 7; MV 15; HD 3+3; hp 21; THACO 17; #AT 1, Dmg 3d4; S
S, ML 8; XP 175.

It matterslittle if the characters decide to pursue and attack the boar or let it go. In
actudity, there is nothing specid about the creature, it was just frightened by the storm and the
other animalsin the woods (see below). If the PCs do opt to attack the boar, the next
encounter may well take them by surprise.

The bushes to your |eft are suddenly thrown wide and some form of huge, hairy beast
vaults over the party. It lands behind you with a bone-chilling snarl and an evil growl. Turning
quickly around to see what new horror the woods of Gundarak have thrown at you, you find
yourself facing a tremendous wolf. At least 7 feet long, the creature has evil eyesthat glint with
each droke of lightning in the sky. Its mouth hangs open, reveding along row of dangerous
teeth. Something in its gaze tells you that it will kill before the night is out. With ahowl thet
sounds dmogt like a battle cry, the monster charges at you.

Thisworg is accompanied by two others that will emerge from the woods and attack
the parties from behind. For those without infravison and who are lacking light, their attacks will
be a a-4 pendty. These three worgs are pets of Dr. Dominiani. They were sent to frighten the
party and harm them if possible. If they are able, they will kill dl but two of the party members.
They are wary of adventurers and will retreat into the night when threstened with likely death.

Worgs (3): AL N(E); AC 6; MV 18: HD 3+3; hp 21, 21, 16; THACO 17; #AT 1;
Dmg 2d4; SM; ML 11; XP 120 each.



First Impressions

After the characters have dedlt with the animads that lurk in the wilderness around
Dominiani's home, they will come upon the keep itsdf. Although they may have caught glimpses
of the keep through the trees as the road snakes toward the building. Over course of the last
few miles, the canyon walls have gradudly closed in, dthough this has not been obvious to the
characters because of the trees that surround the road. Their first true sight of the stronghold
comes as they step out of agrove of trees and stand at the edge of afield.

The road suddenly enters acleared field. Two strokes of lightning race down from the
thick clouds to dance around lighting rods on the spires of alarge mansion. Their eerie blue
glow paints the walls of the canyon, which are much closer than they were the last time you saw
them, with aharsh blue light.

The old cadtle that stands before you is a dark and ominous place. Evil looking vines
crisscrossits surface and cling to the walls like the webs of some great and dreadful spider. The
mangon's two spires, fill radiating afaint blue glow from the lighting Strikes, are dender and
elegant, looking like the deadly fangs of some poisonous snake.

A pair of high sonewalls, dso cloaked in tangled vines, run off to the north and south.
Eventudly, they link the sides of the manor house with the barren stone wadlls of the canyon and
sed off the eastern most regions of the valey.

A dngle great waterfal plunges off the cliff face behind the estate. While this cascadeis
indeed splendid, it has neither the fury or the roar of The Cauldron in Skald. The water looks
dark and cold asiit flows out under the wall and passes through the field north of the road.

Asthe party advances down the road, they will come to a side road that runs off to the
south. In the distance, they can make out asmall structure, but no clear details. If they turn
down this sde road they will reach area 25 on the map of Dr. Dominiani's Keep. If they
continue on toward the keep, they will arive at the front gate unchalenged.

Outsidethe Gates

Two great wooden doors stand before you. They are stout and rugged looking, with no
sgn of intricate carvings or decorations. It is easy to imagine them turning aside a battering ram
without difficulty. On each of the doorsis alarge iron casting of awolf's head. Clutched in the
deadly looking teeth are heavy iron rings, clearly intended to be used as door knockers.

When the PCs knock, a heavy voicefill the night. It seems to come from the very mouth
of whichever walf they are knocking with and asks, smple, "Who isit?' Of course, Dr.
Dominiani knowswho it is, but he wishes to toy with the group. When they respond, he will
ingtruct the PCsto, " Spesk into the wolfs mouth so that | can hear you clearly.” The reason for
thisisthat hollow spesking tubes run from the wolfs mouth, through the hollow door hinges, and
to the throne room (area 1) in which Dr. Dominiani currently Sts.

After further conversation, Dr. Dominiani will indruct the PCs to, "Please proceed into
the inner ward once the door is unbarred by my monks." Eventualy the door will swing open



and two brown robed and cloaked figures will stand obediently to either sde. They will not
speak, but merely motion the PCsto enter.

These two are actually zombies who have been coated with oil of timelessness in order
to prevent them from rotting. Even if their hoods are pulled back, the party will only notice that
they are two pae skinned men with very mechanical movement. They will escort the PCsinto
the ward and over to the doors into room 1. They will then turn and leave, going to the coach
shed and returning to their other duties.

Dr. Dominiani

As has been mentioned, the PCswill be led through areas 1 and 2 by the monks.
Dungeon Masters should refer to the map key later in this section to describe these rooms as
the characters pass through them. When they reach the door to area 9, the monks will motion
for them to open it and then walk away. If they do not open the door in atimely manner, or
show some interest in wandering about, the door will open for them asif by magic.

Y ou can vaguely make out an unlit hall before you. Asyou step within, acrack of
lightning splashes light againg the stained glass windows of this room. Tinted by the glass,
streams of blood red light fal across this chamber, basking a stately looking gentleman seated in
agmdl throne a the far end of the hall.

Heislooking at you most intensdly. Time seemsto freeze for a second and only the
ghriek of the wind trying to get into the hall can be heard. The brief tension quickly bresks asthe
gentleman rises and speaks.

"Forgive me, | have been spending many nights as of late in this chair pondering the
plight of my love Akrid. Do comein. My servants have prepared amed for you, and after you
sup you may tell me of Akriel and your travels. With that, he turns his back and vanishes
through an archway to hisleft. Y ou hear adoor open and afant light filtersinto the hall.

Dominiani will lead them quickly down the hals to the dining room (see area 10 for a
description) where he plans to entertain them for awhile. The good doctor will not ook fondly
upon those who refuse his offerings, but will not directly provoke the party. Rather, he will ingst
that "the duties of a host are quite clear in thisinstance, custom alows me no options'. To refuse
hisfood, he will say, isagreat insult.

The food is excdlent, consisting of cheeses, breads, vintage wines, and afine roast
boar. Dr. Dominiani will request that the PCs seat themsalves while he attends to a few duties
(ingtructing servants, securing the castle for the coming storm, etc.). If asked to join the party as
they dine, he will point out that he has dready eaten. Evidence of this can be seen in the fact that
aplaterests a the head of the table with severd scrapsleft onit. I truly pushed, he will agreeto
have alight snack and join the characters in their repast before excusing himself to look after the
affairs of hishome.

As he leaves, he will lock the door. His actud errandsinclude calling in hisworgs and
seding the castle so that the PCs can't escagpe during the night. He will place a heavy bar on
both of the gatesin area 2 and return just as the PCs are finishing their medl.

As he enters, Dominiani will announce that his cook makes an excellent rice pudding. In
fact, he will boast that it has quite a reputation in the region and invite the charactersto sample
it. As soon as he knows how many of the party members are interested in dessert, he will move



to adumb-waiter on the wal. Leaning up to awolf's head on the wal he will ask "Margaret” to
send up severd servings. In afew moments, they will arrive and he will pass them around. Ashe
takes his place at the head of the table, with a smdl bowl of rice pudding for himsdlf, he asks the
charactersto relate the story of their quest for the Crown of Soldiers.

He will be very attentive to the sory, often inquiring into details the party left out. When
the party has grown weary, he will escort them out into the hall and tdll them that their chambers
have been prepared a the end of the stairs. With this he will lead them to area 11, where there
are stairs up to the manor's guest room. As soon as the characters have gone up and settled in,
he will lock the door and, unknown to the characters, go out into the night to hunt for prey.

The night will pass quietly. The characterswill not be disturbed, except for the howling
of wolves outsde and the amost certain nightmares that haunt strangersin Ravenloft.

Just before dawn, he will unlock the tower and will leave a note on the dining room
table along with a splendid medl of spiced porridge, cantaloupe, and freshly squeezed grape
juice. The note will reed:

My dear guests,

| amtruly sorry, but had to rush off to Teufeldorf late last night. A messenger
came and informed me that a madman was running through the streets, and that they
needed my assistance. | hope to return by noon, but if | amlate, simply call down the
speaking tube and your lunch will be sent up.

| took the liberty of sealing the castle walls so that the wolves would not gain
entrance during the night.

Your humble host,
Dr. Dominiani

The PCs can explore the smadll keep at their leisure. If they cdl for lunch, it will be
carted up just as promised.

He will return just after dusk that night, claiming to have been tied up as no next-of-kin
could be found to help the poor fellow. Early tomorrow, he explains, he must return to
Teufeldorf in order to bring him here for safe keeping. "1 have prepared a letter to be sent back
to Akrid, and would be endeared if you would ddliver it for me. For your troubles, | have
gathered asmdl payment from my coffers.” With that, he hands over afine velvet pouch that
rattles with 200 platinum coins. In addition, he holds out a bone tube. He cautions the party to
seeto it that none but Akrid lay their hands upon this message.

"Of course," he says, "the messageis of a persond nature and | must ask you not to
read it. Asyou must be aware, you have our degpest gratitude for your help in this troubling
time."

If the characters open the tube a any point, they will find that it contains ayellow gem
(worth 1,000 gp) and rolled sheet of parchment with aletter written upon it:

My Dearest Love Akridl,

| have had a long day in Teufeldorf contending with a madman. | do hope my
wor k with these poor creatures will not disturb you. By this| amtrying to say that | love
you, and with the acceptance of the crown, | bid you make haste to join my keep, my



side, and my spirit in wedlock.

| have enclosed a golden topaz that was given to me once by a grateful patient
upon hisrecovery. Although | am sure it dazzles your eyes, please give it to your helpful
friends. Try to make clear to them our thanks for the great service they have done us. |
will have another just like it set into a brooch when you next see me.

Your Eternal Love,
Dr. Dominiani

This letter was written specificaly for the PCs eyes as Dominiani thinks they will open
and read it. It dso contains amessage to Akrid. This message is written on the back in moon
writing which can only beread if it is held up so that the moon light strikes its back or if aread
magic spell is cast upon the parchment. It says:.

Dear Akriel,

Our plan isin motion. With the Crown of Soulsin my possession, | can open the
borders of Gundarak or Kartakass at will. | have already amassed a large number of
pitiful humans to be transformed into our army. Soon, both Kartakass and Gundarak
will fall before our armies! | will arrange for the Kartakan border to opened exactly at
midnight two weeks hence. Please come at once to my keep. Do what you wish to these
wretched foreigners. You can even bring them back with you and we will feast together
upon their foolishness.

Until next we kiss,
Daclaud Heinfroth

The second letter clearly spells out the fact that the characters have been played for
fools. They cannat hdp but be enraged if they find it. This could be a very volatile point in the
game, but the odds are that the characters will seek out Akriel or Dominiani in hopes of
avenging themsdlves. Of course, both routes are fraught with dangers that the players can't begin
to imagine, for neither of these individualsis hepless.

Map Key
1. Gate House

Either end of this open air gate house is blocked by a heavy set of double doors. Iron
hooks are placed so that large bars can be used to barricade the doors. All around the top of
this area are eight stone gargoyle statues looming over asif to atack. A wolf's head is mounted
in the center of the two doors.

The doors can be barred with heavy iron bound wooden planks. These doors will both
be sedled in this way when the PCsfirst encounter them. The inner door can be thus barred on
either sde (one for kegping enemies out, the other for keeping "guests' in). When so barred, it
would take a combined Strength score of 100 to force the doors. Chopping through would
require eight hours of congtant work for anorma man using an axe.



The wolf's heads are speaking tubes, as has been obvious in the adventure presented
earlier. The gargoyles, on the other hand, are red and will attack the PCsif they enter this place
unbidden or if they manage to escape the keep by flying or scaling the walls. They will try to
drive the party back into the keep if & al possble. However, killing the party is better than
letting them escagpe in their eyes.

Gargoyles (8): AL CE; AC5; MV 9, FH 15 (C); HD 4+4; hp 25, 22, 21, 20, 20, 18,
17, 16; THACO 17; #AT 4; Dmg 1d3/1d3/1d6/1d4; SD +1 needed to hit; SM; ML 11; XP
650 each.

2. Courtyard

This cobblestone courtyard has alarge fountain in its center. The fountain depicts three
marble wolves slently howling a the moon. The detail on these Satuesisincredible, and they
are kept well polished and very clean. Curioudy, the mouths of the wolves are somewnhat
discolored. The congtruction of the fountain makes it obvious that water should be spouting
from their lips. Now, however, only afant whigtle is heard when the wind blows just right.
Despite this, the bowl of the fountainisfull of clear water.

Three sets of double doors and three sets of sngle doors line this small courtyard. They
only window to be seen is the wagon whed of red stained glass that rests high above the eastern
double doors. In afew places, the cobblestones end and weedsfill the flower beds.

If blood is poured into the mouths of the three wolves, the water in the basin will turn
dark red. If the moon is anywhere in the sky, a beam of itslight will strike the gained glass
window and reflect into the pool. At thistime, anyone looking up at the moon and thinking
about this keep can be telepathicaly communicated with. Thisis how Akriel and Dr. Dominiani
have kept in touch This method was used to warn Dominiani of the PCs approach.

If the fountain isingpected, dried blood will be seen on the wolves mouths. Dominiani
will claim that he hangs pheasants and other game there to drain.

Undernegth one of the wolves belliesis ahook on which skeleton keysto the stables
and coach shed are kept.

3. Stables

Thisisalarge stable for such asmall keep. Five gdlsline the south wall. Y ou can hear
noisein two of them. The smell of hay and grain is Srong, asisthe odor of horses.

Two of the stables contain Dr. Dominiani's horses. Two others are filled with hay and
the last has severa burlap sacks of grain and oats. The horses are well fed.

Horses(2): AL N; AC7; MV 24; HD 3; hp 17, 12, THACO 17; #AT 2, Dmg
1d2/1d2; SL; ML 6; XP 65 each.

These horses have been conditioned to not fear wolves, blood, bats, and storms. They
are of good qudity, though they have never been ridden (they would certainly buck if an attempt



were made). However, they will pull the coach with confidence and skill. As anote, hooking up
horses to a coach (especidly Dominiani's) is not asimple thing. In addition, driving awagon
requires much skill and finesse. If the characterstry to leave the keep by stedling Dominiani's
wagon, they had better be well skilled.

4. Coach Shed

Note: The doorsto this area are kept locked at al times, except when the coach is not
here.

A datdy-looking coach fills this room. It has ared umbrella roof with maroon
upholstered seets within. The craftsmanship is of high qudity and fine taste. Tack for two draft
horsesis attached to it. Elsawhere in the small shed are severa wood and stone working tools,
al of which look well used.

The coach is used by Dr. Dominiani to transport goods to and from Teufeldorf.
Although it isworth 7,000 gp, it would be recognized nearly anywhere in southern Gundarak as
belonging to Dr. Dominiani. Because the good doctor is so well thought of by the people in the
areg, others driving his coach might even be arrested for theft. Any wild tales of vampires,
werewolves, or the like would likely confirm suspicions that the party was aband of escaped
lunatics from Dominiani's asylum.

5. Stairs
Note: The doorsto this area are always kept locked. The locks, however, are not of
exceptiond qudity.

A steep stairway extends before you. The steps are crudely constructed, show great
signs of age, and are dragped with cobwebs. A thick layer of dust coversthem, and impressions
left in it show that the stairs have recently been used.

These stairs connect the kitchen (area 6) to the coach shed (area 4).

6. Armory

Note: Thisareais dways kept locked, more out of habit than to prevent trespassers
from arming themsdlves.

Severd wegpons racks line the wals of this armory. However, dl of the wegpons are
old, rusted, and look quite neglected. There are three polearms, five spears, two battered
shidds, agtringless heavy crossbow, and atwo handed sword. A closer examination revesls
that none of these wegpons has seen much use.

Most of the wegpons are usdess. Only the two handed sword and shields could be
used at dl, smply because they have not yet rusted clean through. In combat, a naturd attack
roll of 1 meansthat the sword has broken, and any natural 20 on an attack roll againgt the shield
indicates that it has caved in.

At one time Dominiani was going to start a collection of fine wegpons, but his



aspirations for this hobby quickly fell by the wayside. He has since let his small collection rust
away. However, close ingpection will reved that al of these wegpons were once of the finest
workmanship with fine but functiond decorations adorning them.

The key to this place is dways kept on Dominiani's person (asis the key to area 7).

7. Battlement Access

This locked door opensinto asmall semicircular shaft leading up to the battlements. An
iron runged ladder runs along the shaft. The top of the shaft is covered by an overhang to keep
therain out of it.

8. Baley Wdlls

The party stands before a20' tdl wall of stone blocks. A tangle of thorny vines
dretches across the wall, forming a natural obstacle to would-be climbers. The points of evil-
looking, downward-pointing spikes can be seen through the leaves of the vines dong thetop 5
of thewadll. Here and there, a crud and dangerous looking stone gargoyle head juts out from the
battlement and stands waich over these formidable ramparts. Their long, Snister tongues hang
out between jaws lined with fierce tegth.

The spikes impose a-45% pendty on climbing attempts. Atop the walsis awakway
surrounding the entire bailey with short steps leading up to the two 25' high western towers. The
towers appear to be solid, although a search may discover the secret doors

Those sanding on the top of the wall, will find only two interesting things there. The first
is awooden runged, rope ladder that lies coiled atop thewall. It is used by Dominiani to place
captured townsfolk into area 28.

The second interesting thing they will discover isthe fact that the wall is spiked on both
its east and west Sdes. It is clearly intended to keep people from climbing up it from ether side.
The gargoyle heads are for rain water drainage. Of course there are eight entire

gargoyle bodies atop the gate house walls and these are detailed at area 1.

9. The Hdll

A red carpet trimmed in golden lace stretches from the door to a strange throne that
rests upon aone-tiered dais. The throne is made of black wood and has two huge taloned paws
reaching up on either sde of the backrest. A red velvet cushion pads the sest.

Four columns are built into the walls dong both sdes of the hall and steeply doping
curved gtairs climb upwards past these pillars. A large iron chanddier hangs overhead. High
above the entrance door is awagon whed window of blood red stained glass.

Thetips of the thron€'s talons have hollow openings which are spesking tubes
connecting to al other such tubesin this keep. Closely examining the carpet will reved large
dusty paw prints near the entrance. These are from the worgs that Dominiani keeps.

10. Dining Hall



A dately but spartan dining hal stands before you. Thetableislined with ared cloth
and alarge copper candelabra rises up as a centerpiece. In the northwest corner of the room, a
guffed wolf's head is mounted on the wal next to an smal diding door. The taxidermist
respongble for thiswork must have been of great <kill, for it ssems most lifdike. Infact, itis
hard to convince yoursdf that its eyes do not follow you as you move about the room.

The canddabrais worth 40 gp, while the wolf's head is a speaking tube and the hole
next to it isthe lift for trangporting food from the kitchen below.

11. South Tower Stairs

Severd small spiders dash under some old boxes of clothing that lie about the floor
here. The wind from your footsteps causes little dust devils to rise up momentarily and dance
briefly about before losing their energy and fading away. A dusty spird stairwell risesthrough a
hole in the ceiling with no apparent end.

This stairway leads to the guest room overhead. It is there that the characters will spend
their nights when they stay at the keep. The boxes of clothing are kept for Dominiani's
"patients’ who livein the "park” behind the estate (area 28). If searched by someone familiar
with eventsin Teufeldorf, items will be found that cdlearly belong to various missng townsfolk.

12. Guest Room

Y our firg impresson of thisroom is one of age. The air is musty, the floor covered with
dust, and entire area shows every sign of disuse. There are five beds here, dl draped with thick
quilted blankets, and a smdl table. A bottle of fine brandy rests on the table with a number of
snifters set out besideit. Thiscircular chamber clearly makes up the entire upper floor of a
short, stubby tower.

13. Bat Room

This dark chamber has some sort of tar-like, black substance spread acrossiits floor
and dong the lower haf of itswalls. A bitter odor lingers here, hanging easly in the very humid
ar. Asyou look up toward the celling, the source of the "tar” suddenly becomes gpparent. The
ceiling is covered with bats. Whileit isimpossible to quickly count them, there are a least three
dozen of the morbid creatures here. Well over adozen of them are quite large and vicious
looking. Their high pitched squesks cut through you like aknife, reminding you of chak asit
scratches across a piece of date.

The center of thisroom is occupied by athick, black curtain hung so asto form a
cylinder running from floor to celling. There are numerous ripples and folds in the fabric, making
it impossble to seeif thereis an opening in the curtain or to guess what is behind it.

Common Bats (51): AL N; AC 84, MV 1, Fl 24 (B); HD ¥4 hp 2 each; THACO
20; #AT 1, Dmg 1; SA confusion; ST; ML 3; XP 15 each.



LargeBats (16): AL N; AC8; MV 3, H 18 (C); HD ¥ hp 4(x8), 3(x8); THACO
20; #AT 1, Dmg 1d2; SD lessthan 13 dex is-3 on missile attacks; SM; ML 7; XP 35 each.

If any disturbance is made, the bats will become upsat. The small bats will swoop and
dive around the room, causing grest confusion, while the large bats attack. Not dl of these bats
are hanging on the ceiling, some are in the sheft. The "tar is actudly bat guano and, athough
tacky to the touch, is alittle dippery to walk on. Each round, every character in the room must
make a Dexterity check or dip and fall. Such characters must make a second Dexterity check
to avoid faling through the curtain and dropping down the Vampire Shaft (area 14) to
Dominiani's Chambers below (area 14a).

14. Vampire Shaft

The dark tunnd plunges straight down, cutting deep into the earth beneath the manor. It
iswalled with brick and looks something like awell. The same black tar that coats the floor of
bats chamber linesthe walls of this shaft. There is no obvious means of descent. The dark shaft
aso continues overhead through a hole in the celling overhead. A thick, musty odor of raw earth
fillsthe tunndl.

When Dr. Dominiani leaves his keep in bat form, he and his bats fly out of the top of this
tower. The eaves on the top of this tower have openings in them that dlow even the large bats
to pass without difficulty. Bat guano makes the wdls difficult to climb (-25%). The shaft extends
from the underground kitchen (area 15), past Dr. Dominiani's private chambers through the Bat
Room (area 13) and up to the top of the northern tower.

14a. Dr. Dominiani's Sleegping Chamber

Twenty feet below area 13 asmall arrow dit can be found in the shaft wal. Thereis
only a1 in 6 chance that anyone traversing the shaft will notice it, however, unlessthey are
specificdly searching the walls of the shaft. Due to its location, nothing behind the dit can be
seen. It would take little work to break in the stone wall here, however, and enter the room.
Anyone making aroll to bend bars can break away enough of the stonework to alow a norma
Sized man to pass. Once beyond thiswall, the characters are in for a shock.

Y ou seem to have found an ancient crypt. Spider webs reach across most of the room,
making it obvious that no one has been here recently. Beetles crawl across the cold stone floor
and rats can be seen ducking into cracks in the old bricks that make up the walls of this room.

In the center of thisroom are a pair of lavishly decorated stone sarcophagi. They seem
to be made of fine, black marble and are heavier and more rounded than traditiona coffins. All
indl, giving the room alook that reminds you of a mausoleum. Runes have been inlaid with
dlver across ther surfaces, but time has removed the shine from marble and metd dike, leaving
the coffins looking old and uncared for. One of the sarcophagi has along sword and ameta
helm resting atop it. Thereis no sheath for the sword, and the blade is covered in runes, most of
which have been obscured by dust and dirt. The helmet looks sound, but is ornate to the point
of impracticdity.

A covered iron bowl hangs from the celling on afairly thick chain. Like adtilled



pendulum it dangles over the center of the room. Near one of the sarcophagi stands a series of
three degantly carved tables crafted of strange black meta and white ivory. Upon them are
delicate bowls, pitchers, and crocks.

If it is currently daytime, Dr. Dominiani will be degping beneeth a fase bottom in the
unadorned sarcophagus. This fase bottom starts at floor level and extends down, so opening
the casket will not make it obvious.

The other sarcophagus contains four elegant chests crafted of fine marble. Each of them
islocked. They contain, respectively, 890 ep, 1,300 gp, 900 pp. and 2,100 gp in gems. The
chests themselves are worth 50 gp each.

The first two are trapped with a poisoned spring dart that will be triggered unless the
front leg istwisted prior to opening them. The dart hasa THACO of 15 and inflicts 1d3 points
of damage. In addition, it injects a dangerous poison (class D, injected, immediate, Str 30/2d6).

The chest with the platinum coinsin it dso holds apair of smal snakes. They are fond of
tunneling between the coins and are not likely to be noticed until the coins are disturbed in some

way.

Snakes (2): AL N; AC6; MV 15; HD 2+1; hp 9, 8, THACO 19; #AT 1, Dmg 1; SA
poison (+3 save, onset 1d4 turns, effect incapacitating sickness for 2d4 days); ST; ML 8; XP
175 each.

The gem-filled chest contains only awritten message upon the underside of itslid. It
reads, "He who takes from this tomb and dl those who descend from him shdll ever after be
cursed. Let none trust them, for they shdl betray their companions and friends when the night is
dark." While this curse is without power, Dr. Dominiani findsit an amusing little joke.

The sword isaspeciad sword +1, +3 vs. lycanthropes and shape changers. Dr.
Dominiani had this weapon made specificaly for himsef. Unlike anorma sword of thistype, it
istrested as a norma wegpon againg vampires (which meansit can't harm them). The magica
attack bonusis due to the swords ability to strike areas of an opponent where mgjor arteries are
located. The extradamage is caused from blood drain which aso powersit. When unsheathed
near alycanthrope or shape changer, its edges will gppear to bleed in anticipation.

The crocks contain grave dirt from Dominiani's origina grave, it isadark and looks
very fertile but no seedswill grow init.

The bowls hold afowl smelling incense which Dominiani occasondly burnsto relax his
mind. Anyone inhding the smoke from these bowls must save vs. poison or sink into a deep
trance for 1d8 hours. Living crestures, however, are not immune to the toxic Sde effects of this
smoke (as Dominiani is) and will suffer 1d10 points of damage each hour that they spend under
the influence of these poison vapors.

The pitcher is empty, but adark residue coats its inner surface. If the characters have
some way of examining it, they will learn thet it is dried blood.

The three tables here are each worth 75 gp, the pitcher isworth 35 gp, the bowls are
worth 20 gp, and the crocks are worth only about 10 sp each.

The hdmisanormd hedmet, though very well made. Dominiani saw the helm upon the
head of awererat and proceeded to acquire it by severing its neck. Asthe wererat died, it
cursed the hedm so Dominiani could nat fully enjoy it. Anyone wearing it will begin to fed apan



acrossther neck. All naturd attack rolls of a 20 that are thrown by someone attacking the
wearer of this hemet will strike him in the neck. If the damage inflicted is more than haf of that
character's remaining hit pointsit will sever his neck.

15.Shaft's End

A large mound of black tar restsin the center of this square chamber. Looking up, you
seethat athisroom isthe base of tdl circular shaft that tretches up into darkness. The wals of
thistunne are streaked with drops of tar Smilar and the air if tainted with its bitter scent. Beetles
skitter across the floor and haf a dozen insects buzz back and forth in the air.

The mound isapile of bat guano. If it is disturbed in any way, the ten rot grubs living in
it will become agitated.

Rot Grubs (10): Int Non; AL N; AC9; MV 1; HD 1 hp; hp 1; THACO Nil; #AT 0;
Dmg Nil; SA Specid; SZ T; ML 5; XP 15 each.

16. Undead Kitchen

This areaiis alarge kitchen. An open pantry to the north contains severa crates and
barrds. The kitchen itsdf holds alarge mest table, Sove, and a shdf full of utengls. On the
south is an opening into a service lift that isroughly 1 yard on asde.

Theair hereisthick with the sml of rotting food and decaying mest. Insects crawl on
every surface and the floor of the room is layered with dust and scraps of long spoiled food.

Any disturbances will bring the four zombies from area 17 into this room. Because their
bodies have been coated in oil of timelessness they will not look or smdll like arotting zombie,
but behave more like charmed humans. Two of them are actudly ju-ju zombies.

Zombies: AL N; AC 8; MV 6; HD 2; hp 11, 4; THACO 19; #AT 1; Dmg 1d8; MR
special; SM; ML none; XP 65 each.

Ju-ju Zombies: AL N(E); AC 6; MV 9; HD 3+12; hp 27, 22; THACO 15; #AT 1;
Dmg 3d4; SA yes, SD yes, MR specid; SM; ML none; XP 975 each.

Two of the crates are in this room are empty. Close ingpection will reved that they
contained everything used in the last severd meas which the party has had here. Thethird is
unopened. It aso contains the ingredients to a splendid med of stuffed pheasant, cranberry jdly,
muffins, and figs for dessert. One of the barrels contains fine wine (75 gp vaue). The other two
arefilled with dirt (from Dominiani's grave).

17. Undead Chamber

Four neatly made bedsfill thisroom. A smdl shef runs dong the northern wall of the
room. A crystal decanter full of athin, blue liquid stands upon the shelf. It gligensin the glow of



your lights and throws a variety of colorsinto the air. There can be no doubt that it is quite
vauable.

If the party has been very quigt, the four zombies listed in area 16 will till be here. If so,
the two zombies will be standing near their beds, while the two ju-ju zombies will belying on
theirs. Each zombie carries keys to the sairs and coach shed.

The decanter is hdf full of oil of timelessness.

18. The Library

Thislarge, dark room is completely packed with books. While thereis a great ded of
dust on them, thereis evidence that thislibrary is frequently used. Books of every description
can be found here, as can numerous scroll tubes, flat maps, and Smilar reference materias.

These volumes are protected by five shadows who serve Dr. Dominiani. They will not
attack unlessthe characters act overly suspicious or make mention of their distrust of their host.

Shadows (5): AL CE; AC7; MV 12; HD 3+3; hp 20, 19, 17, 14, 13; THACO 17,
#AT 1, Dmg 1d4+1; SA Str drain; SD +1 needed to hit; MR specid; SM; ML undead; XP
650 each.

There is an incredible wedlth of knowledge amassed here. Bits and pieces of
information concerning many of the domains of Ravenloft can be found aswell as specific ways
for dedling with and daying various undead and lycanthropic crestures. However, dl entries on
vampires have been dtered. Misnformation (such as: vampires can be harmed by stedl
wegpons if the stedl is cold, if you wear amirror next to your heart, avampire can harm you but
never kill you, and tossing grave dirt a avampire will cause him to dowly shrivd) isliged in
place of actual text.

Mixed in among the works are many other volumes of sagely information such asthe
concept of adomain lord, types of flowersfound in Barovia, how to identify the various
varieties of pinetrees, etc. The characters must spend many hours here to uncover the rare
books of quality and usefulness such as how to kill awerewolf. However, thisisdl likdy to
amount to naught as al the texts are written in an ancient tongue which is no longer even
spoken. Thus, magica spells or specid abilities must be employed to read them.

One out of every twenty books is a vauable one and would bring 10d10 gp from the
right buyer. Sdling these books will be difficult and dangerous due to the superdtitions that
surround any book dealing with such foul things, however.

In one of the books is akey to area 19, but the chances of discovering it are 1 in 1000
without magicd abilities Inagmilar vein, thereisascroll of return concedled insde one of the
books. Finding it without employing magic (like detect magic or locate object) isequaly
improbable.

19. Reading Room
Note: The door into this chamber is always kept locked. In addition, the handle on the
door is coated with a dangerous poison (class L, onset 2d4 min. Str 10/0).



Y ou stand at the entrance to around room with a high-backed easy chair resting at its
center. The chair faces away from you, and you cannot tdll if anyoneisin it. On either Sde of
the chair isalow shdf containing severa books and smilar items.

Thereisalingering odor of smoke in the air here. Although it might be the smdll of a
pipe, thereis something about it that seems odd. In away, it reminds you of some form of
unpleasant incense.

The poison on the door handle will likdly kick in after the party enters the room. If the
referee handles it right, this should scare them into thinking something in the room is affecting
them.

Dr. Dominiani may be here (25% chance). In front of the easy chair isafoot ool and a
very nice quilt.

The quilt of fine qudity and worth some 50 gp. How. ever, it is decorated with an array
of evil magica runes and ggils. It isso obvioudy alabor of darkness that no non-evil creature
would ever purchase it. Furthermore, it has a near magical property to actualy bring asmal
amount of comfort to the warped and twisted heart of an intdlligent undead cregture, dmost asif
it gave off some sort of warmth that only the doomed can fed. For thisreason, Dr. Dominiani
vauesit as one of his most prized possessions.

Sitting out on the shelves are the numerous books that dedl with the same subjects as
those in the main library (area 18). One book stands out, however, for it is alocked volume
bound in reptile skin with platinum rivets. Upon its surface is written "Life or Death? A History
of The Crown of Souls." The border of the book's cover is composed of explosive runes that
will inflict 6d4+6 points of damage to anyone who triggers them. Within is a volume of blank
pages with a note written on the first page. The note reads. Y ou didn't think | would leave such
an important document here did you, Akrid?'

Besides these items, there is a magnifying glass, and two worn gold coins on the shelf.
Dominiani rubs the coins together as he reads like a nervous habit.

20. Spare Coffin

A smple but well built wooden coffin rests upon a sone d&b in the center of this round
room. The stone pedestal has numerous runes etched into it, but they have suffered the ravages
of time and are dmogt impossible to make out now. Thereisafeding of timeessness within the
walls of this secret chamber, asif it has ood here snce the dawn of time and will remain until
long after the works of man have passed from the world.

The coffin is lined with dirt from Dominiani's grave. Thisis his secondary resting place
and hewill useit if hefuelsthat his other (area 14a) isno longer safe.

21. Trap Door
Y ou stand at the base of a dark and ladderless shaft some 80 feet below manor house

above. Thewadlls are braced with brick, but here and there a stone has cracked and earth is
beginning to push into the tunndl. The smdl of musty water has settled into this place like water



in the lungs of a drowned man. Set into the floor is awooden trap door with alarge iron pull
ring. No other doors can be seen.

If thistrgp door islifted, the entire floor will give way, dropping the PCs 30' down to
land on ahard floor of packed earth and inflicting 3d6 points of damage. Even before they hit
the ground, a secondary mechanism will cause a stone block some 12 inches thick to dide into
place across the shaft, sedling them in.

The keletd remains of along lost vampire hunter will be found if the characters take the
timeto dig here. He ill carriesadlver holy symbol, asmadl diary recording an account of his
tracking of Dominiani across Gundarak as well as a note that garlic does not seem to affect him,
and amagicd dagger +2, Vampire Sayer. When this specid dagger strikes avampire, its
blade will turn to wood.

To bresk through the 1' of stone above them, the PCs must employ magic or cause 100
points of damage to the stone. When employed againgt stone, dashing and piercing weapons
must save vs. fal with every blow or break and become usdess.

22. Vampire Statue

Asyou peer into this dark acove, you see the face of death. Cold and unfeding, the
eyes of aghagtly white vampire stare back at you. His horrible mouth is open in a soundless hiss
and hisfangs gleam in the light from your torches and lanterns. Hisarms are raised up asif to
srike and his wicked, claw-like fingers seem to hunger for desth. In your heart, you know that
most who have seen this face never lived to see ancther.

Thisis actudly awhite marble statue of Duke Gundar, but the characters will not redize
thisat first. The satue is most impressive and thoroughly lifelike, which iswhy the PCs were
fooled by it when they fird saw it. In fact, the teeth in the statue's mouth are red vampire fangs
that were removed from a vampire who betrayed Duke Gundar.

This statue is massive, but built on a pivot o that it can be moved. Moving the Satue
may require the efforts of severd characters. Tota up the chance to bend barsfor dl the
characters trying move the statue. If thisscoreis at least 30, the carving will dide clear with a
harsh grating sound and reved a shaft in the floor beneath it. Thus, two characters with Strength
scores of 16 (10% chance to bend bars) and 18/25 (20% chance to bend bars) could move the
statue. Of course, the PCs could break the statue, making it lighter.

23. FseLab

Many vids and bottles of colorful liquid fill ashelf on the far wall of this achemist'sab.
A table on the near wall contains broken glassware and afew sheets of parchment. The smell of
chemicds has permeated this room. It is a bitter and caustic odor that causes your eyesto
water. Y ou cannot help but believe that much of the work donein hereis of an evil nature.

The vids and bottles contain only poisoned water colored with dyes. All four of the
various ingestible poisons listed in the AD& D® 2nd edition Dungeon Master's Guide are
found herein near equa quantities. If the character's sample the potions and philtersin thislab,



roll 1d4 on the following chart to see what happens to them.

Roll Class Onset Strength
1 G 2d6 hrs 20/10
2 H 1d4 hrs 20/10
3 I 2d6 min 30/15
4 J 1d4 min Death/20

The broken glassware here are fragments of debris from Dominiani'strue lab (area 24).
Being something of a pack rat, hetoss dl of the remnants of hislab accidentsinto this area.

Buried beneath the pile of broken glass are severd sheets of paper with writing on them.
The top sheet says, "The powers and abilities of the Crown of Souls.” Lifting it or disturbing the
glass fragments on top of it will trigger a sengtive baance that will cause the inner wals of both
passages into this room to collapse. Anyone in the hals can make a Dexterity check to escape
those areas. Anyone who fails this check will caught by the collapse and suffer 4d8 points of
crushing damage. Furthermore they will be buried dive and may well suffocate (see the AD&D
2nd Edition Player's Handbook).

It will take 30 man-hoursto dig of labor to clear either of the passages. Haflings count
only at haf rate while dwarves and gnomes count at double rate. After 20 hours, the air in this
room will become fouled (save vs. poison or fal unconscious). After another 10 hoursit will
become deadly (save every turn or fal unconscious, those aready unconscious will di€).

The other sheets of paper contain the same word over and over, "Death." At the very
end iswritten, "Fool, you have now been entombed adive. Soon your air will run out and you
will suffocate on your own breeth. Die wel!"

24. Hidden lab of Dominiani

This spherica room is obvioudy used for arcane experiments. Severa tables of
achemid’'s glassware stand againgt the wdls. To your left a cauldron in the form of an open
mouthed wolf's heed hangs over afire pit. Three round dcoves jut off the main room. Theright
one contains a table, the left contains odd items and bottles, and the one straight ahead contains
shelves of books.

Lingering vapors and mists drift about this room. When glimpsed out of the corner of
your eye, they seem to be dmost dive. Here and there the wisps of acrid fog seem to form
ghoulish facesthat leer & you until your gaze digpelsthem. The ar in here seems unfit for living
things, and every breath fills your lungs with a burning sensation.

Upon the table in the north acove are savera sheets of paper. These contain a
description of the workings of the Crown of Souls (most of the background information on the
crown listed elsewhere in this book is here).

The books in the west dcove list many experiments and tests designed to prove agiven
hypothesis or solve problems such as. how to determine time without consulting the sun,
identifying meta's through non-magica means, and overcoming the revolting powers of garlic to
vampires. There seemsto have been agreat ded of effort put into al of these researches, but it
isimpossbleto tel if they ended in success or failure.



Findly, the south acove contains many rare items such as the tears of a ghogt, the
powdered essence of avampire's love, cob-web like strands of weariness. These are labeled in
amagica script (aread magic spell will decipher it) and are the ingredients needed for
Dominiani's various experiments.

All the books are written in alanguage foreign to the PCs.

25. Old Chapel
Note: This building has but one entrance, amassive iron door that is kept locked at dll
times. In order to enter the building, the party will have to defest the door in some way.

Before you stands an old chapd build of worn looking stone. They years have not been
kind to it, for the walls are cracked and weethered. Dark vines stretch along the stone making it
look asif the building had been snared by a greet living net. A cold iron door, rusted but very
sound looking, seems to be the only means of entering this long neglected place.

Asyou approach this chapel, you begin to dow your pace. An unexplainable fear seems
to be welling up within you. Y ou sense that aterrible secret lies within the tired stone building
ahead of you. Your heart ssemsto be in the clutches of an invisble hand, making the blood in
your veinsrace like a charging horse. Y ou can hear your pulse sounding so loudly in your ears
that it ssemsimpossible that the othersin the party cannot hear your heart begting.

If the steps leading up to the front landing are stepped on, the PCs will be effected asiif
by a spook spell. Those who save and continue on to the door will see the following:

Asyou step closer to the chapel, afine wisp of vapor drifts up from acrack in the stone
wall. The mist shimmers and gradudly takes on a humanoid shape. It's face contorts in agony
and it lets out a moan of ungpesakable anguish that makes your racing heart seem to stop deead.

It fixesits burning gaze on the party and seemsto radiate an aura of degth.

This phantom is smply the spirit of an adventurer who died here many years ago.
Although unable to communicate with others, he tries to warn those he sees of the dangers
associated with Dominiani's estate. Unfortunately, the only way he can do thisis by trying to
scare them off. If the PCs attempt to enter the chapel or attack him, he will try his best to scare
them off.

Assuming the characters decide to ignore the phantom or bypassit in some way, they
are free to enter the chape. Within the PCs will see:

When you enter this area, afeding of dread and evil seemsto wash acrossyou. Like
the water of alake on acold winter day it cuts through your bodies and seems to cause adull,
throbbing pain in your bones. It isimpossible to escape the fedling that this place is a nexus for
al that isevil in theworld.

A two tiered dies of cold white marble rises up at the back of the room. Standing
upright atop it is alarge wooden coffin stained blood red. The casket is closed and foul-looking
runes are engraved initslid. Although the language is unknown to you, there is afeding of evil
about the message. The walls and ceiling are covered with carvings of bats and faces with bat-
like features. Most of the faces have their mouths open as if they were snarling and long fangs



aedealy visble

A dark shaft descends through the stone floor beside the dais. Although you can make
out nothing but inky darkness in the depths of thistunnd, an iron ladder runs down into the
earth.

Asthelast party member who islikely to enter does so, the chapd's greet iron door will
suddenly dam shut just as a tremendous winds strikes them from outside. Opening the doors
will be next to impossible, for they will now be wizard locked asif by a 10th level spell caster.

A digtant raspy voice will begin chanting "Voishlackd' over and over again. At firg, the
rhythmic chant will be dow and quiet. Astime passes, however, it Sl become louder and more
rapid until, after about two minutes, it is a thunderous roar that echoes about the room.
Voishlackais an ancient word for "vampire' in the locd tongue.

This chapd has along and dark history. Due to heinous acts committed here centuries
ago, itisnow achamber of great evil. Anyone opening the red coffin will be sucked within, asiif
by an incredible wind, and swept into the coffin. The coffin will then close and sedl itsdlf tight.
The chanting will stop, but alight wind will begin to churn within the room, growing to ahowling
gdein ten rounds. Those gill in the room must make a Strength check once per round or be
blown about for 1d12 points of damage.

The only way to save the trapped character is to destroy the coffin. If it is attacked,
treat it as AC 7 (due to its toughness) with 73 hit points. Whenever the coffin is damaged, a
muffled cry of pain will seem to come from it. With the chanting voice and howling wind in the
ar, it will be easily mistaken for the voice of the person trgpped inside the coffin. However, this
isagmpletrick of the coffin. In addition, damage to the coffin (like cuts and cracks from
attacks) will bleed fredy asif the casket were aliving thing.

If the coffin's hit points are exceeded it will gradudly transform into a pool of blood and
drain away into the cracks of the stone floor. The character will be left behind, covered in red
blood. He will aso be under the effects of afeign death spdl until removed from this room
(either to the outside or down the shaft), and in an unconscious state until taken out of the
chapd for aturn. Once the character awakes, he will find that sunlight is very painful to him for
the next few days, that he has an aversion to any form of food except very rare, red meat, and
that he has no ability to affect undead via priestly powers and spdlls (if the character had such
abilities to begin with). The DM should take advantage of these traits to make it seem asiif the
character is dowly becoming avampire. After 3 days have passed, the character isalowed a
save vs. spells each day to return to normal.

If the character is not rescued from the coffin within 10 rounds, he will be transformed
into avampire. Although the change will not beimmediate, it will come upon him. Every day, the
character must make a Ravenloft Powers Check. Failure indicates that they have acquired one
of the abilities of avampire (such as spider climb at will) but dso one of the wesknesses (like an
averson to garlic). Further, every failed check shifts their dignment one place closer to chaotic
evil. Once the character does become evil, it becomes an NPC under the control of the DM
and will do everything init's power to hunt down and destroy it's former companions.

The doors will once again become operable after the coffin is ether destroyed or
releases the vampire PC. The coffin can not be utterly destroyed unless awooden stakeis
driven through its middle and it is lined with holy wafers or their equivaent. Holy water splashed
on the coffin does cause it 1d8 points of damage.



The ancient writing on the lid says, "Unto the magter race, those who hunger for the
blood of their kin, | form this coffin with my life"
The ladder leads down to the crypts (area 26) deep below.

26. Crypts

After descending the cobweb filled shaft, you find yoursdf in agloomy crypt. Thewadls
are cold date tiles engraved with evil runes that seem to have an aura of desth about them. Set
at regular intervals againgt the wals of the chamber are well sculpted busts resting atop three-
foot marble cubes. Foul-looking characters set into the figures seem to identify the individud
and give the spans of their lives, but none of the namesis familiar to you. The crud and twisted
features of the men represented here seems to flood the room with such maevolence that it
seems difficult to breathe while their stone eyes are looking at you.

Each dabisthe end of a stone box which extends into the wal and holds the remains of
one of Dominiani's ancestors. There is nothing supernatura about this place, but the evil of
Dominiani's estate pervadesit and makesit seem far more Snigter than it truly is.

27. Retaining Walls

A 12 wadl covered with vines stretches from the keep to the cliff walls. As a breeze
runs dong the wal, the vines seem to move like an animate thing. It seems that they continue to
shudder long after the wind has calmed. A sense of something awvare seemsto fill the area.

The stone wall is topped with two rows of black, iron hooks. Set in groups of three,
they look much like the outstretched talons of some deadly hunting bird. Stone towers dot the
length of the wall, making an dready formidable barrier seem impassable.

Asthey are now, the hooks at the top of the wall will prevent athief (or other character)
from safdy dimbing the wal. While they can atempt to scaleit, they must make a saving throw
vs. pardysis or become entangled in the sharp talons. Entangled characters will suffer 1d4
points of damage and may (50% chance) fal from the wal. If an entangled character does not
fal, they must make a Dexterity check to escape the hooks (dlong with a second 1d4 points of
damage). Once a character has escaped, they may complete their climb without risk. Anyone
making a successful roll to bend bars can rip out a cluster of hooks. If five clusters are removed,
asection of wall that is safe to climb is produced.

The only two oddities dong the wall are the black iron grating set into the north wing
(where a stream runs under the wall) and the hidden winch mechanism on the south wing.

The grating is very sturdy and requires two successful attempts to bend bars (made in
succession) to break. If the PCstry to bend it underwater, one such roll will suffice asitis
weaker there.

Along the south wall, two of the square towers have winches set into a recessed area on
their top. Heavy chains disappear from the winches into the tower below them. If they are
cranked (requiring asingle person with 18/01 or better strength) alarge section of the wall
between them will begin to open up. This secret gate is to be used by Dominiani when his
goblyn army is ready to attack.



28. Asylum Park

Asyou look out across the area behind the keep and it's vine cloaked wall, you are
amazed to see aquaint little park with trees, benches, and people. Numerous men, women, and
children, mogtly in family groups, seem to be enjoying the beautiful scenery asthey walk dowly
around or St quietly upon the benches and enjoy their surroundings.

Far off to the east, asmadl waterfdl splashes down a the sde of the canyon into asmal
pond. Thiswater quickly forms a gparkling creek that flows out of the park. Y ou can see no
obvious entry or exit from the park area, for it is boxed in by diff walls on three Sdes and by the
keep and its two retaining walls on the fourth.

After observing the people (and making a Wisdom check), it will become gpparent that
they are not in anorma state of mind. Mot are very lethargic and act quite zombie-like. No
oneis gpeaking and most of the people are smply Stting on the benches or standing and staring
with blank eyes. A few are mindlesdy srolling abouit.

Occasondly, some action will occur such as someone repetitively dapping their face or
rocking themsdves. With closer study, any number of unusua behaviors may be observed, for
these are the ranks of those who have been driven insane by Dr. Dominiani, an unusua vampire
who sates his thirgt with human spind fluid.

Because of Dominiani's unusud (even for avampire) eating habits, nearly everyone here
has two small puncture wounds on the back of their neck. Many of them have aso been bitten
on the neck, for Dominiani has often played host to more traditiona vampires as well.

These dl but mindless peopletota 76. They will not attack or defend themsdlves, and
most are so out of touch that they would not even try to ward off blows or flee from an
attacker.

Scattered about the others are sx charmed people. They have been given ingructions
to kill anyone entering the park who is not accompanied by Dominiani. They consst of a 5th
level femde thief, three 3rd leve fighters (two mae and one femae), and amarried couple (both
normd, O level humans). They will not rush up to attack, but will position themsdves so that the
PCswill wak near them, or they will mindlesdy sroll by the party and suddenly lunge ouit.

5th Level Thief: AL LE; AC5 (leather and Dex); MV 12; hp 32; THACO 18; #AT
1; Dmg 1d6 (short sword); SA back stab for triple damage; SD she has the tumbling
proficiency (Dex 17); ML charmed; XP 650.

Female 3rd Leve Fighter: AL LN; AC5 (chain); MV 12; hp 26; THACO 18; #AT
1; Dmg 1d8 (long swords); ML charmed; XP 175.

Male 3rd Level Fighters(2): AL N; AC 1 (chain and Dex); MV 12; hp 23; THACO
18; #AT 2; Dmg 1d8 (long sword) 1d3 (knife); SA knifeis poisoned (C, onset 1d4+1 min. Str
(FRA)25/2d4); ML charmed; XP 420 each.

Normal Humans (2): AL LN; AC 10; MV 12; hp 4 each; THACO 20; #AT 1; Dmg
1d3; ML charmed, XP 15 each.



Thethief will be the first one to dirike, she will wander by and then backstab the party.
The two O-level humans should drike next, and just after they engage, one of the three fighters
should attack from the rear. The other two fighters will attack smultaneoudy a some later time
when the PCs move by them. All have their armor and weapons concealed by robes or cloaks.

If adispel magic is successfully cast on any of these individuds, it can bresk the
charm. In such acase, dl but the thief will bresk off their attacks. Sheis very evil and will
continue if it isto her advantage, otherwise, she will attempt to join the party and then use the
dliance to her advantage. The others will wish to return to their hometown of Teufeldorf. None
will know anything about Dr. Dominiani's actud identity.

Besides the above dangers, there are seven zombies coated in oil of timel essness
which have amilar ingtructions concerning invaders. They will be dispersed throughout the
crowd and will not attack unless the PCs come near them. They will al be encountered
individualy.

Seven Zombies: AL N; AC 8; MV 6; HD 2; hp 14, 13, 13, 13,9, 5, 4; THACO 19;
#AT 1, Dmg 1d8; MR specid; SM; ML undead; XP 65 each.

The other people in the park can only be cured if magica heding is applied to them
(even cure light wounds). Each point of magicd heding will restore one intelligence point up to
their origina vaue (roll 3d6 for each person to determine their previous Intelligence score. Most
will not remember anything except being attacked from behind and then "regaining
consciousness' here. However, thereisa 1 in 20 chance that the individual caught a glimpse of
either agiant bat or Dr. Dominiani as the assailant. Even these may be confused as to whether
Dominiani was trying to help or harm them.

All rescued people will want to return to their homesin Teufeldorf and the surrounding
area. They will dl offer what they can in return for the PC's aid. Roll 1d6 for each person
rescued and consult the following chart to see what they have to offer:

Roll Reward Offered

1 Shelter for 1d6 nights

2 Medsfor 1d6 days

3 Farm animals (1d4x10 gp worth)

4 Minor supplies (rope, torches, etc.)

5 Assorted valuables (worth 1d10 gp total)

6 Information (10% chance that it is truly useful)

The PCs should aso receive 10 experience points per individua revived and another 25
experience points for each individua who is safdy returned to Teufeldorf.

29. Asylum Cave
If the PCs approach the water fall area, they will notice that there are two trails leading
in behind the fals (one on ether Sde). If they enter the cave itsdlf read the following.

Migt curls up from the base of the waterfall and you can fed the cold, dampness



throughout your body. Findly, you step through the mist and find yoursdlf inadimly lit cave of
consderable sze. The ceiling hangs nearly 40" above you and the cavern extends to the north
and south asfar as you can see. Forty feet in front of you isawall covered with manacles and
chains. Severd people, obvioudy locd townsfolk, are gagged and bound there. Above them are
four torches being held by hand shaped sconces. To the right you can see afew people degping
on mats, covered with thin blankets. Severd people are walking out of the northern end of the
cave, chewing on dried meat and roots.

The sconces on the cave wdls are actualy crawling claws. If the PCs approach the
manacled humans, they will try to burn them (1d4 points). Once they have lost the dement of
aurprise, they will legp forward and attack normally.

Crawling Claws (9): AL N; AC 7; MV 9; HD ¥%; hp 4(x3), 3(x3), 2(x2); THACO 20;
#AT 1; Dmg 1d4 (torch) or 1d4 (vs. armor) or 1d6 (vs. no armor); SD yes, MR specid; ST;
ML 19; XP 35.

The manacled people are ones who have gone violently mad from Dominiani's attacks.
They will break out into a near seizure of maotion from time to time. If released, they are 25%
likely to immediately attack their saviors. Their mouths are gagged so that their cries and
rantings will not disturb others. These poor people can only be cured by aheal spdl.

Mad men (6): AL CN; AC9; MV 12; hp 8, 6, 5, 5, 3, 1, THACO 20; #AT 1, Dmg
1d3; SD immune to mind affecting spells; ML 7; XP 35 each.

The areato the south is used soldy for resting. there are numerous woven mats and thin
blankets scattered about. A total of 30 men, women, and children deeping or resting here. They
are dmilar to Dominiani's victimsin area 28.

The areato the north isfilled with crates of dried foods. Most contain dried mest,
vegetables, and some bread. The distribution of food is handled by eight zombies coated in ail
of timelessness and is overseen by aju-ju zombie. They will attack anyone who is not known
to them.

Zombies (8): AL N; AC8; MV 6; HD 2; hp 14, 12, 11, 11, 11, 10, 8, 2; THACO
19; #AT 1; Dmg 1d8; MR specid; SM; ML undead; XP 65 each.

Ju-ju Zombie: AL N(E); AC 6; MV 9; HD 3+12; hp 23; THACO 15; #AT 1, Dmg
3d4; SA yes, SD yes, MR specid; SM; ML none; XP 975.

The ju-ju zombie will attempt to climb the walls (92% chance of success) to escape and
tdl Dr. Dominiani of the intruson. He will order the other zombies to cover his retrest.

ThelLord of Kartakass



Returning from the Keep

When the PCs return from Gundarak after delivering the crown to Dominiani, they will again run
into Akrid at the Inn. However, thiswill actualy be Harkon Lukas Lord of the Domain of
Kartakass, in the guise of his daughter. Unlike most wolfweres, Harkon Lukas is cursed by the
Dark Powers of Ravenloft. Because of this curse, he aways retains the same form in each of his
shapes (human, half-human, and full wolf). In order to get around this, Harkon Lukas has made
use of numerous means to impersonate others.

In this particular case, Harkon Lukas is making use of aring of impersonation. This
magicd item was crafted for Lukas by an evil wizard in exchange for the service of anumber of
wolfweres long ago. This device, which functions only for Lukas, allows him to assume the
shape and characterigtics of any individua he knowswell. He often usesits powers to check up
on the loydty of those who know his darkest secrets. Akrid, his own daughter, is known to be
planning againgt him, so heisimpersonating her to learn what sheis up to.

The fact that he happens to bump into the characters while in her form is pure chance.
In fact, he has yet to learn anything of importance about his daughter's actions over the past few
weeks. While he may know that the PCs are in Kartakass, and even that they have proven to
be a bother to his wolfwere subjects, he probably doesn't know that they are working with
Akrid. Thus, he will be somewhat shocked to learn that the Crown of Soulsisinvolved in her
schemes, and even more horrified to learn that it has been turned over to Dr. Dominiani.

Let the PCs do as they will when they return to Skad after their vidt to Dominiani's
Keep. When they spot "Akrid" a the Inn, et them make contact with her in any fashion they
like. Once he becomes aware that the adventurers are looking for a secret meeting with Akridl,
he will arrange it in some manner.

Lukaswill atempt to masguerade as Akriel aslong as possble. Due to hisfine mentd
faculties, he will soon redize that his daughter is up to something covert concerning Dr.
Dominiani (Daclaud Heinfroth) and the Crown of Souls. He will then begin acting himsdf. He
will break down into tears and tell the PCs that he has recently discovered that Dr. Dominiani is
actudly Dadlaud Heinfroth, an evil vampire lord who has tricked her into believing in hisfase
love. Worse yet, he now has the crown.

He will beseech the PCs to return to the Dominiani's Keep. Once there, they must
recover the crown and return it to Harkon Lukas, Lord of Kartakass, for safekeeping. If
possible, they should aso kill the foul vampire, but recovering the crown is far more important.
Unlike Akrid, Lukas will promise the characters anything to get them to help him out. Of
course, he plans only to kill them when they return with the crown, so his promises are hollow.

If thistactic doesn't work, Lukas will leave. He will then arrange for the PCsto discover
anote. This document will reved to the party that Akrid is awolfwere who has been usng them
to her own ends. It will aso makeit clear that the crown has placed alingering curse on them.
In order to escape this curse and avoid death, they must recover the crown and return it to
Harkon Lukas, Lord of Kartakass. Only with his great power can the crown be used to reverse
its foul magic.

The characters return to Dr. Dominiani's estate can be handled using the maps and
room descriptions provided in the previous chapter. Obvioudy, the doctor will not be pleased
to learn that his former pawns have turned against him and will be only too happy to provide for
their deathsin any way he can.



Return to the Caverns

While the party returns to Dr. Dominiani's keep and attempts to recover the Crown of Souls
for a second time, Harkon L ukas does not rest. He devotes long hours to researching the
crown, its history, and its powers. He knows that it must be destroyed dong with Radaga
and/or Daglan.

However, heisunableto travel into Radagas canyon because of the powerful
wolfsbane that grows in that area. In addition, he does not wish to tangle with such aformidable
foedirectly if he doesn't have to. Thus, he will await the return of the Player Characters and the
recovery of the crown. When they contact him again he attempts to convince them to march
forth with the crown and destroy this evil force.

It isimportant to note that the PCs may well be aware that Harkon Lukasis an
exceptiondly evil cregture a this point. Thus, it is unlikely that they would willingly do anything
to ad him in any undertaking. However, the Crown of Soulsis so snigter an artifact thet its
destruction should be of utmost interest to the party. Thus, it is probable that they can be
persuaded (in one way or another) to strike a truce with Harkon Lukas and seek out Radaga or
Daglan.

Of course, long before he would ever attempt to directly approach the party and strike
some form of bargain with them, Lukas will employ trickery and deceit. For example, he might
masguerade as Akrid again (if that option is il viable), or he can appear in one of histwo
human forms (male or femae) and try to act as an interested third party. He can even pose asa
holy person with knowledge of the "evil crown's true wesknesses' and the secret that will alow
it to be destroyed. On top of this, of course, the crown itsdf will be atempting to return to its
magter. Thereisno limit to the tactics that might be used on its behdf to force the PCsto return
to Radagaslair.

Daglan's Return

Radaga's Flight
The land haslong waited for Radagato findly give hersdlf over to utmost evil. When this
happens, her ancestor (Daglan) will be released from his captivity in the Crown of Souls.

After the crown is stolen from her by the PCs, she will flee her current areain the
canyon lands of Kartakass and enter the Migts of Ravenloft near the southern most juncture of
Bluetspur and Kartakass. In ether cleric or wight form (see the NPC section), she will take with
her alarge host of her existing servants (most of whom congtantly roam over eastern Kartakass
and into Bluetspur). She will dso pick up other dlies on her trek toward the migts.

As ghe enters the migts, they will envelop her, senang her evil will and power aswell as
the evilness of her following horde. Since the land is aware that the crown and Radaga are
about to be reunited by those (namely the PCs) who may fulfill their prophecy and release the
powerful warlock
Daglan, alarge domain is granted to her.

On Radagal's Sde, she sees the PCs as thieves who have her rightful property. Once
they enter her newly formed domain (known, curioudy enough, as Daglan) she will closeits



borders. With awdl of goblyns some twenty monsters deep at their backs, the PCs are unable
to escape from the evil queen. The borders will not be opened until either she or the PCs are
dain. Of course, this means that the only way to escape isfor the PCs to kill Radaga, which
could be catastrophic, asit reases Daglan from his captivity.

The Domain of Daglan

ThelLord and theLaw: At firs, Radaga (as either afemale cleric or undead wight) will be the
Lord of Daglan . However, soon Daglan himself may become the lord. Additiond information
on this foul necromancer may be found in the "Non-Player Characters’ section a the start of
this book.

TheLand: Daglan is made up of light woods and grasdands that cover a gently rolling
terrain. Clugters of barren barrow mounds dot the land here and there. This domain borders
Kartakass to the north, Sithicus to the west, and Bluetspur to the east.

Daglan is dotted with smdl villages and hamlets. None of which contain over 500
people. Each village is the center of a scattered farming community around it. Themain cropis
the Ghee Grass that, in its wild form, covers most of Daglan . It looks like wheet dthough it
grows anywhere from afoot to Six feet in height (averaging about two feet). Gheeis used for
many purposes. It isthe stgple food in Daglan as well as serving as feed for the small number of
domesticated animals kept by the natives. Dried stalks of Ghee are used to make baskets, rugs,
furniture, and even smdl buildings asit becomes quite strong when properly dried.

Closing the Bor ders: When summoned, the borders of Daglan are aring of goblyns
20 creatures deep. To add to the horror of this sght, when encountered, they will be congtantly
"feadting” on the bodies of helpless victims of the border. Those who fly over thisborder are
only temporarily safe as a detachment of goblynswill be sent to hunt them down and kill them.

The Folk: Daglanders are awithdrawn people, In fact they dmost dways wear robes
with hoods that are often drawn up over their heads. Their homes are plainly adorned and their
lifeissmple

Fully onein twenty Daglandersis an undead cresture masguerading as a norma human.
The common isolation, infrequent conversation, and robes keeps this fact conveniently
conceded from mogt citizens (who aren't overly interested any matter unlessit directly affects
them).

Encounters: In avillage, no encounter will occur unless the PCs pry into the ongoings
of the town and its citizens. They are then 50% likely to cause an undead or other monster to
attack them. The undead, in addition to keeping Radaga (or Daglan) informed about goings on
in the domain, have dl been ingructed to keep life smple, mundane, and glum in the villages.

Encounters near barrow mounds are 50% likely by day (check only once) and 50%
likely per hour at night. The grassdands are safe during the day and there is only a 25% chance
of an encounter each night. The woods are relaively safe as well with a 15% chance of an
encounter each day and 25% chance each night.

Common Rare
Undead* Bulette



Heard Animd Ankheg

Doppleganger Hyena
Beetles Weretiger
Lions Jacka/Hyena
Goblyns Giat

* Undead can include any of the following:

Skeletons Zombie
Skeletal Mongter Ju-ju Zombie
Heucuva Haunt

Ghoul Haunt Knight
Ghast Shadow
Ghost Spectre
Wight Revenant
Wraith Odem
Homlock

Homlock was asmdl village from the ancient country in which Radaga, Daglan, and the Crown
of Souls originated. When Radaga entered the mists and formed the beginnings of Daglan, the
Mists of Ravenloft exerted their terrible, slent power and stretched out into the past. Here they
seeped up from the ground around Homlock and absorbed it into Ravenloft.

Of course, the farming people of Homlock were at first unaware that a change had
occurred, however, when no merchants, caravans, or other travelers arrived for nearly aweek,
they knew that something major waswrong. A smal group of their bravest citizens were sent to
discover what had happened. However, they never returned.

Once Radaga came to Homlock, she moved into an old church on the hill north of
town. Here, she has set up her throne and begun to reve in her newly acquired status as Lord
of Daglan . Sheimmediately set to work creeting skeletons to ring Homlock (see below). Her
army of fiends set off acrossthe lands to scout out the rest of her domain and seek out any
powerful evil beingswho might serve asdlies

On thethird day of her reign, barrow mounds appeared throughout Daglan, mostly in
remote areas. Many of these were ancient and contained great evil. A ring of six of these
barrow mounds formed on the hill behind the church she was staying in.

That night, the rib-like bones of some massive creature arose from the ground in a great
ring. Since this day, the sky over Homlock has been a great tempest, dl gray and violent.
Although no precipitation has falen and the temperature has not changed, the sun is blocked out
and a heavy gloom hangs over the heart of al who dwdl in this accursed land.

Migt hasfilled the rib cage area and congtantly billows about. It is summoning Daglan's
ancient Tower of Magic (which was vanquished into the void when Daglan'swarlord lost the
Crown of Souls).

Radaga does not understand dl of what is occurring. She has no idea that the Migts of
Ravenloft are making ready to receive the evil Daglan. Rather, she bdlieves that her own power
is soon to be greatly enhanced and she senses that great events are soon to unfold.



Getting The Characters To Homlock
Once the PCs arrive in Daglan, the land will do al that it can to drive them toward Radaga and
the tiny village of Homlock. For the most part, thiswill include prophetic dreams with visons of
the town and its church, horrific encounters with evil monsters whenever they turn away from
the path to Homlock, and an overwhelming sense of urgency implanted in their thoughts.

When the party comes within afew miles of Homlock, they will begin to pass through a
series of low rises. With each one they cross, they will come a bit closer to the town and be
able to make out more of its details.

Asyou clear alow rise, your eyes are locked in fascination at the land ahead of you. A
long, low valley, covered in cultivated areas of farmland, stretches off into the distance. At the
heart of this pastord sceneisaamdl village with awhite wal around it.

While this might normally be a peaceful and happy place, it isfar from that now. High
overheed, the clouds whirl about forming agreat spird in the dark grey sky. Strokes of lightning
dance back and forth releasing tremendous crashes of thunder that echo about the land. While
no rain seemsto be faling anywhere in the valey, the air isthick with afoul humidity that seems
to carry with it avast and overpowering evil. Moving forward into this region of darknesswill
require dl the willpower you can mugter.

Asthe party comes nearer to thetiny village, more details will become gpparent. The
following information should be given to them while they are till some distance away from
Homlock, but have reached a point where the details it describes might be visble. In addition,
many forms of magica scrying might make this text available to the heroes,

Asthe party draws nearer to the village, an eerie quietness seems to settle upon the
area. While the sorm remains as intense as ever and the swirling vortex of evil over your heads
continues to shred the clouds with lightning, al sound takes on amuffled quaity. The wind
swirling around your company seems to come from every direction a once and your words are
carried away to be destroyed by the ever echoing thunder of the maelstrom.

Astheroad turnsto clear asmall copse of trees and top another rise, you get a better
look at the town ahead of you. What |ooked &t firgt to be nothing more than aquaint little village
has been reveded to you as a scene of ungpeakable horror. What had seemed to be nothing
more than awal of white stone around the hamlet is now clearly something more snigter-a
barrier of living skeletons. Standing roughly ten deep, these frightening crestures gaze out
mindlessy with burning red eyes and the twisted, evil smiles of the undead set sernly on their
faces.

Behind one section of thiswall of living deed, atorn and battered sign rocks back and
forth in the wind. Secured to the center of a gate that must surely hang over the road you are on,
it looks like a thing possessed. With each new gust of wind it threatens break free of its
mountings and fly away into the bailing clouds overhead. A sngle word has been carved into the
ggn, identifying this place as "Homlock™.

Asthe characters move ever closar, even more details will become available to them.
With the wind ripping at their bodies and the air weighing heavily upon them they advance and
seethefollowing.



The village beyond the tortured gate |ooks empty and dead. Y ou cannot help but
wonder if the people who once lived here have dl been transformed into the grinning minions of
deeth that encircle thisforlorn village. It is hard to imagine the horror that must have cometo this
quiet town of Homlock.

Putting that thought out of your mind, you alow your eyesto drift across the town. You
quickly pass over the straw huts and wooden buildings that occupy most of the village and fix
your gaze on an incredible sight. On the far Sde of town, outsde the wall of skeletons, sands a
tal hill with alarge wooden building atop it. Behind that, however, isagreat structure composed
of bone. Huge ribs curve upwards like a protective ring directly under the heart of the vortex in
the sky. A great plume of grey mist reaches up from the huge bones to touch the center of the
cloudy vortex above. The winds racing outward from this massive structure carry the evil of that
place to every corner of this accursed valley.

Suddenly, your gaze is yanked away from the awesome display beyond the village. Sx
figures have appeared in the town. Dressed only in dark robes, they move forward in aslent
procession. Although they seem to have taken no notice of the party, their dow, deliberate steps
are bringing them directly toward the party.

These six figures are al goblyns, dressed so asto hide their features from onlookers. If
the PCs take no action to contact them, they will wak dowly to the inner surface of skeleton
wall undernegth the gate to Homlock. Asthey approach, the old church bell will faintly be
heard. One of the figures holds up a short staff with a human head secured to its top and the
section of skeletons running across the road bresks away and walks to the side like some living
gate.

The 9x cloaked goblyns will then continue to leave Homlock viathe main road. If the
PCs take no action to avoid them, they will encounter the party and attack it. Otherwise, they
will pass by without having anything to do with the adventurers.

Goblyns (6): AL NE; AC 4; MV 12; HD 4+4; hp 28, 28, 27, 26, 24, 23; THACO
13; #AT 3; Dmg 1d6/1d6/2d6; SA specid; SD Nil; MR 10%; SM; ML specid; XP 975 each.

Radaga's L ast Stand

Although Radaga finds the adventurers amusing and enjoys toying with them for atime, the
temptation to recover the Crown of Souls will eventualy become too much for her. After the
PCs have had a chance to explore the church for awhile, Radaga will set up an ambush for
them. The exact nature of her trap isleft to the DM, for she will take into account the past
actions of the party, their favorite combat strategies, and anything else that her studies of them
have reveded to her. She will dso make use of her minions and magica powers. All indl, it
won't be an easy battle for the players.

When the battle ends, Radaga may well be dain. Since this event more or less ends the
party's involvement with the Crown of Souls, it isthe culmination of the adventure. Be sure and
make it agrand finae to al that has come before. Asfor "what happens next?’, the next chapter
presents severa endings for the DM to use in wrapping up the game as his campaign dictates.



Homlock Map Key
1. Wall of Skeletons

The undead wall is roughly ten skeletons deep. Most are unarmored and wield only
clubs and various makeshift wegpons. Here and there, an individual creature holds a pitchfork,
scythe, or other farming tool that looks asif it longs to taste blood.

The eyes of these guardians of the dead burn with a cold, red light that fills your heart
with a degp sense of sorrow. There is no doubt in your mind that the barrier which stands
before you is compased of innocent villagers who have been corrupted by the touch of ultimate
evil.

Radagaisin the town, so the PCswill eventudly have to enter it if they wish to confront
her. If they dressin robes and try to imitate the goblyns who left earlier (including the head on
the gaff), the skeletons will stand aside and let them in. However, to get out again they will have
to wait until the church bell sounds. Sinceit does 0 only a Radagas command, it is unlikely
that thiswill be easy to arrange.

If the PCs step within 20 feet of the wall, the skeletons will ready their wegpons. If they
come within 10 feet or make some form of attack, the skeletons will attack. For the purposes of
this combat, there are an effectively unlimited number of skeletons. If the party flees after
garting combat, the skeletons will not pursue.

Flying over or jumping the skeletd wall will work normaly. Those breaching thewadl in
this manner will have a detachment of ten skeletons per individud sent to hunt them down,
however. Due to thewall's vast Sze, the negative plane energy here is so concentrated that any
atempt at turning undead will dwaysfall againg the wal itsdlf (but not againgt those who bresk
away from it to pursue PCsin town).

Circling the town will reved that the ring of skeletons does not completely surround the
town. An area of barrow mounds (see below) rests behind the town and interrupts the skeletal
wall. It looks asif one need only walk through this region to enter Homlock from the south.

Barrier Skeletons (unlimited): AL N; AC 7; MV 12; HD 1, hp 1d8; THACO 19;
#AT 1; Dmg 1d6; SA Nil SD %2 damage from edged weapon; MR undead; S M; ML undead;
XP 65 each.

3. Barrow Mounds

The earth in this place has been hegped up to form haf a dozen large mounds. At their
center isthe huge assembly of ribs and the column of migt. The mounds are dl roughly circular
and range between 30 and 50 feet in diameter. The earth is fresh and moigt, but the winds have
stripped away any trace of odor from them.

Each of the moundsis somewhat different from its companions. One has aring of 3 high
pedestals sat atop it while another is covered in large dabs of gray date. A third is capped with
apile of rocks and the fourth lies under a great boulder. The fifth has a stone archway with a
solid double door built into its Sde and the lagt is littered with small pebbles.

A thin mist seemsto seep out of the ground here and coil about the party. A sense of



darkness and sorrow is felt by everyone. The party has an impression that voicestoo faint to
hear are cdling out to you for hep. The suffering of those who once lived in Homlock hangs like
aheavy chain upon dl who enter this dreadful place.

Each mound is from a different place and time, and they were brought here by the Mists
of Ravenloft. Each contains something or someone that the Land of Ravenloft isusing to help
cdl back Daglan's tower from the void itsdf. Entrance into any of these will be very difficult as
they are heavily protected againgt both physical force and magic.

These sx barrows are not detailed here. Entry into any of the mounds will require great
power and should be beyond the scope of any adventuring party. Should the DM fed that the
players do have ameans of entering one of the mounds, they will find themselvesin for a
nightmarish adventure. Each mound will act as a portd that sends the party into the world from
which the mound originated. Each of these placesis dark and evil beyond belief. Escaping from
these otherworldly realms will require agreat ded of effort. DMs should take time to set up
such quests carefully if they occur.

The skeletal wall does not encompass this area because of its great power. However,
Radaga has left a patrol of mongtersto guard this area: a pectre leading eight goblyns.

Goblyns (8): AL NE; AC 4; MV 12; HD 4 4; hp 24, 22, 20, 20, 18, 17, 17, 16;
THACO 13; #AT 3; Dmg 1d6/1d6/2d6; SA specid; SD nil; MR 10%; SM; ML specid; XP
975 each.

Spectre (1): AL LE; AC 2; MV 15, H 30 (B); HD 7+3; hp 39; THACO 13; #AT 1,
Dmg 1d8; SA energy drain; SD +1 needed to hit; MR specid; SM; ML 15; XP 3,000.

4. Daglan's Tower

A great ring of rib bones juts out of torn patches of earth in the ground here. Each bone
isfour feet wide, afoot and a haf thick, and arches upwards nearly thirteen feet. Within this 80
diameter ring of bonesisaraging sorm of mist. It ssemsto be contained by the bones as only a
small amount of the vapor seeps out between them to coat the ground.

Thereisasense of great energy in the air near these bones. As the party approaches
them, the hair on your arms and across your necks stands upright. Waves of evil ssemto be
passing through your bodies like ripplesin a pond leaving you cold and uneasy. You are in the
presence of something unnaturd and wholly diabalic.

If the PCslook closdly, they will be able to see smdl arcs of energy within the depths of
the mist. The column of mist extends upwards asfar as the eye can see. It actudly entersthe
tempest above right & the verticil of the vortex. Thistempest is, in actudity, agate into an
extradimensond void. The powers of the demiplane are attempting to reach into the void and
rip back Daglan's Tower of Magic which waslost to it nearly 500 years ago. One by one,
blocks of stone are being drawn forth to complete the reconstruction of the tower.

Any PC who enters the migt within the ribs will be buffeted around by raging winds
(causing 1d3 points of damage/round). Vision is reduced to a dark white swirl (even
infravison). Twenty feet in, they will come to where the energy flashes are occurring. Treet



these as lightning bolts that inflict 2d6 points of damage each. There is a 25% chance of being
struck each round (50% if in metd armor). If the PC waksinto this area, he will likely sumble
and fal over the foundation of the tower that has been successfully recovered from the void.

5. Cemetery

The party has reached the edge of alarge cemetery set out in the shape of an uneven
cross. Many of the graves ook freshly dug, and the smdll of wet earth is so strong here that
even the racing winds of the vortex are unable to dispel it. Here and there are open graves,
many of them looking asif the bodies in them had been exhumed. Others, however, look asif
they had been forcibly torn apart . . . from theinsde.

Mogt of the grave disturbances have resulted from Radaga and her minions plundering
the areafor bodies to be animated. Open coffins and caskets lie in the bottom of many of the
graves.

The following mongters are in this area, mogt are in grave pits, either feeding on a il
decaying body or awaiting unsuspecting intruders. It isunlikdly that dl of these mongerswill
attack at once. Asthe PCstry to get past or around the cemetery, they will be encountered in
what ever mixed or unmixed groups seem agppropriate.

Ghouls (6): AL CE; AC6; MV 9, HD 2; hp 12, 10, 10, 9, 7, 3; THACO 19; #AT 3;
Dmg 1d3/1d3/1d6; SA Parayzation; SD specid; MR Nil; SM; ML 11; XP 175 each.

Ghast (4): AL CE; AC 4; MV 15; HD 4; hp 24, 20, 18, 14; THACO 17; #AT 3;
Dmg 1d4/1d4/1d8; SA specid; SD specid; MR Nil; SM; ML 13; XP 650 each.

6. Church

A large church stands before you. Although the markings on it give an impression of
kindness and hope, thereisan air of evil about the place. None can doubt that this was once a
place devoted to the worship of agood deity. Itisjust as clear, however, that afoul corruption
has settled upon it. Evil now holds court here, and there seems little chance that this can ever be
reversed.

This place serves as Radagals stronghold while the Tower of Magic is being rebuilt amid
the bones. Itsinterior is detailed later in this chapter.

7. The Town Proper

The barren dreets of this village seem awash with tragedy. There are no Sgns of lifeon
the streets. Lots that might normally be filled with playing children stand empty save for the
twisted shadows created by the swirling lights of the vortex above. Every building has been
closed up tight and shuttered against the evil that seems to have descended upon this place.

Every s0 often you see a cloaked figure step from one building and hurriedly move to
another, but it isimpossible to tdll if these figures are human or not.



About 9 out of 10 of the people here are actualy human citizens of Homlock who are
keeping indoors as much as possible. The PCswill be hard pressed to get close to any of them
without using physica force to restrain them. They have witnessed many gruesome thingsin the
past severd days, and now do not trust anything, not even their own eyes.

If the PCstry to stay in the village for any period of time they will be harassed by
numerous encounters with undead creatures and goblyns.

If the PCs are able to make contact with the locals, they may prove to be avauable
source of information. The townsfolk know a great ded about Daglan the evil warlock aswell
as bits and pieces of rumors about a great powerful and evil magica crown which their warlord
holds. Thisis because Homlock was trangported here to Ravenloft on the same night that the
warlord lost the crown during his battle with the elves (see the Crown of Souls). Daglan has
been dead for severad months (to them), not for over 500 years.

The Church of Homlock

Radaga can be located anywhere in this church and will certainly be moving around. Sheis
busily managing plans and activities to learn dl she can aout her new domain as well as setting
up defenses.

When the PCs enter here, she will harbor a particular hatred for them because of their
past encounters. She will be very cautious with the PCs and attempt to dowly kill them off with
her forces. If these minions prove unable to complete her plans, she will begin to use her own
powers againg them.

During these encounters, she will not flee the church, for she fears that another of her
minions might gain the crown. In fact, she will be concentrating her minions on those who do not
hold the crown, while trying to kill the crown bearer hersdlf.

Her tacticswill focus on sudden raids and ambushes by mongters in one room who then
flee to drike again later. Thisway she can dowly drain the life energy from her victims, both
enjoying their torment, and weakening them so they pose less of athreat. She holds the keysto
al outsde doors and knows of al the secret doors in the church.

Approaching the Church

As the party approaches the church, they will come face to face with one of Radaga's defenses.

A whoale line of cloaked people are banging their fists and various items on the outside
of the church asif trying to get in or knock it down. Their futile attempts are obvioudy having
little effect. One black robed figure stands out from the others and has his back to the church.

All of these figures are actudly zombies which have been indructed to "harmlesdy”
attack the church until an enemy tries to escgpe from within the church or atacks them. At this
point they will attack. Otherwise they are quite harmless.

The black robed figure is a goblyn who has been ingtructed to watch for anything
gpproaching the church. If it spots the party, it will wave to them and point to the church. The
goblyn will not attack unless its true identity is discovered.



Zombies: AL N; AC 8; MV 6; HD 2; hp 13 each; THACO 19; #AT 1, Dmg 1d8; SA
Nil; SD Nil; MR specid; SM; ML undeed; XP 65 each.

Goblyn: AL NE; AC 4; MV 12; HD 4+4; hp 22; THACO 13; #AT 2; Dmg 1d6; SA
specid, SD Nil; MR 10%; SM; ML specid; XP 975.

Getting Into the Church

All of the doors into the church (except the main doors near area 1) are locked. All of the door
handles are coated with poison (Class L, Onsat 2d4 minutes, Str 10/0). Since the poison will
not take effect until saveral minutes later, Radaga hopes that the party will be confused by it
when it begins to take effect. If possble, she will arrange an ambush for the party to compliment
the effects of her toxins.

Map Key
1. Main Entry

Y ou stand in a place of death. Not long ago, the ledge above the main entrance to this
church was the ite of a hanging. Three bodies, each showing sSigns of decay and filling the air
with an odor of death, dangle from ropes here. The wind causes the bodies to twist and turn,
making it seem asif there might il be life in these long dead shels.

These three zombies will reach up and dice the ropes that bind them once attacked or if
the PCs continue on past them. In the latter case, they will wait until the PCs have passed them
and then try to gain surprise and arear attack. Four crawling claws have been embedded within
each zombie. When the zombie is wounded, the crawling claws will then legp out of it and
attack its assailant. Furthermore, the claws have been poisoned with a dangerous toxin (Class
n/a, Onset 1d4 min. Str 8/1d2).

Zombies (3): AL N; AC8; MV 6; HD 2; hp 15, 12, 11; THACO 19; #AT 1; Dmg
1d8; SA Nil; SD Nil; MR specid; SM; ML undead; XP 65 each.

Crawling claws (12): AL N; AC 7; MV 9; HD A; hp 4(x5), 3(x3), 2(x4); THACO
20; #AT 1, Dmg 1d4 (vs. armored) 1d6 (vs. unarmored); SA poisoned; SD specid; MR
specid; ST; ML 19; XP 65 each.

2. Saves

The air of thisroom carries an unclean odor with a sticky smell of decay and swest that
cannot be ignored. Severd iron manacles hang from the walls here, hinting at scenes of
nightmarish tortures and desth.

A trio of robed figures hangs from one wall. There are bends and unnatura twists to
their clothes that suggest broken bones. Low moans of pain and anguish can be heard escaping
from beneath the folds of fabric.

A single guardian, a giant skeleton with along bone spear turnsits fiery gaze upon the



party. Asit moves forward to attack, the pinpoints of red light in its eyes become brighter and
more penetrating. A shiver sweeps through your bones as it raises its wegpon to strike.

The party will have to fight the Skeleton before they do anything dsein this room.

Giant Skeleton: AL Neutrd; AC 6; MV 12; HD 8; hp 31; THACO 13; #AT 1, Dmg
1d12; SA Nil; SD As skeleton, immune to fire based attacks, turn as mummy; MR Nil; SL (12
tal); MR Specid; XP 1,400.

Thisroom is Radagas feeding area (the prisoners being the food). Two of the three
robed figures manacled to the wall are humans (awoman and man). The third is a goblyn who
was placed in the room as security by Radaga. Although it looks manacled, the chains can easily
be pulled out of the wall. Since the goblyn has been here the longest and keeps itsalf cloaked,
the humans do not know its true identity.

Goblyn: AL Neutrd evil; AC 4; MV 12; HD 4+4; hp 29; THACO 13; #AT 2; Dmg
(FRA)1-6/1-6; SA Specid; SD Nil; MR 10%; SM (4-6"); MR Special (17); XP 975.

3. Radaga's Chambers
Note: The doorsto this chamber are locked.

This poorly lit chamber has only asingle piece of traditiond furnitureinit: alarge,
wooden bed with skulls set atop each corner post. The sheets on the bed are of high qudity, but
tattered and torn from age and neglect.

The center of the room is occupied by two giant skeletons who stand motionless,
holding ablack divan-like platform between them. The legther of the seat is set with evil looking
runes that, while in alanguage unknown to you, seem to tell of death and pain.

Beyond the skeletons is a scene of crud torture. A handsome male df is strgpped to a
dab of sone onthefloor. A crud looking creature with awide mouth full of needle-like teeth
hangs from arope around its ankles some three feet above the df. It snarls and hisses at the
helpless figure below it. The thick line around its feet runs upward through apulley and is
secured to aniron ring in the floor. A third skeleton stands beside the rope and gently plucks off
one of itsfibers each time the man takes a breath. In its current condition, you don t see why the
rope hasn't dready broken from the weight of the creature it holds.

When the PCsfirgt enter this room, the rope will suspend the mongter (a goblyn) for
four more rounds. In order to rescue the df from this crud torture, the party will have to defeat
the two skeletons in combat. The third skeleton will not defend itsalf, even if directly attacked.

Giant Skeletons (2): AL Neutra; AC 6; MV 12; HD 8; hp 33, 23; THACO 13; #AT
1; Dmg 1d12; SA Nil; SD As skeleton, immune to fire based attacks, turn as mummy; MR Nil;
SL (12 tal); MR Specid; XP 1,400 each.

Once the ropeis broken, the goblyn will fal and begin to attack the helpless éf. It will
adways drike at the defensdess prisoner, even if others are attacking it.



The df on the stone dab is actualy Hordock-Cann, 4th levd df warrior. Hewasin
Homlock as an agent againgt Daglan's warlord when Homlock was sucked into Ravenl oft.
Once he learned that things were not as they should be, he came to the hill to combat whatever
evil was to be found there. He was captured and Radaga arranged this vile torture to insure that
his desth would be a horrible one.

Hordock-Cann's scale armor, shield, iron long sword and miscellaneous items have
been tossed into the junk room (area 5). He will gladly join the party's quest if provided with at
least one weapon.

Hordock-Cann: AL NG; AC 10; MV 12; hp 30; THACO 15; #AT 2; Dmg by
weapon; SA Nil; SD asdf; MR asdf; SM; ML 13; XP 420.

A search of the bed will reveal a secret pane that opensto reved ahidden
compartment. Indde is Radaga's waking stick (astaff of withering with afeign death glyph
onit).

4. Stairs

A wide st of gairsleads up or down from this point. Although many of the wooden
planks that make up this structure are warped and bent with age, the whole affair seems safe
enough. From time to time, the gairs creek and groan as if some invisible creature were moving
across them.

The gtairsthat lead up dlow access to the main hal baconies (area 10). If the correct
Secret passages are known (or discovered), one can even gain access to the bell tower.

The gtairs heading downward lead to a combination wine cellar and crypt. Both have
been fully plundered by Radagas minions.

5. Junk Room

This room is packed to the celling with old crates, pews, boxes, chairs, broken dabs of
wood, and debrisin generd. A smdl, gpparently difficult to maneuver dong path runs through
the center of the room.

A rotten gench fillsthe air here. Although it is Smilar to the smdll of decaying food or
mest, there isamore Snister eement to it that you cannot identify.

Radaga had dl the usdless junk of the church put in here when she took over. In the
process, eight zombies were trapped in the rubble. Rather than rescuing them, she left them
there with ingtructions to topple the junk into the narrow pathway through it should she request
it, or if intruders try to get through. The zombies were only ingtructed to defend themselves, and
thus will not strike unless attacked.

Zombies (8): Int Non; AL N; AC8; MV 6; HD 2; hp 11, 10, 9, 8, 7 (x4); THACO
19; #AT 1; Dmg 1-8; MR Specid; SZ M; ML Specid; XP 65 each.



If the piles of debris are toppled, al characters in the room will take 1d10 points of
damage. A saving throw vs. pardyzation can be made for haf damage.

Among the other items in the room are eight unbroken vids of holy weter, three holy
symboals, four holy wafers wrapped up in a piece of parchment, and a slver dagger.

6. Old Council Chambers

Two wooden chairs and alow comfortable looking bench stand in this room while
severd other lesser pieces of furniture are scattered about the area. An old coat rack stands
behind the door with three cloaks and arobe hanging on it.

The garments on the coat rack are far from mundane. While the robe is not unusud in
any way, the three cloaks are most uncommon. One is a cloak of arachnida, the second isa
cloak of poisonousness, and the last is a horrific cloaker left here to guard the area by Radaga.

Cloaker (1): Int High; AL CN; AC6 (1); MV 1, Fl 15 (D); HD 6; hp 25; THACO
13; #AT 2+specia; Dmg 1d6/1d6/+specia; SA Specia; SD Specid; SZ L; ML 13; XP 1,400.

8. Outhouse

A narrow path paved with broken stones leads away to an outhouse behind the church.
Theair around the wooden shack is full of an oppressive odor of decay. Theses buildings have
clearly not been visted in sometime, for they are draped in aveil of cobwebs. The buzzing of
flies and other insectsis so intense around the outhouses that it is dmost maddening.

This place has been unused since the town was pulled into Ravenloft. Because of this, it
has become infested with large spiders. Anyone who enters the outhouses will attract their
attention and cause them dl to swarm and attack.

Large Spiders (6): AL N; AC 8; MV 6, Wb 15, HD 1+1; hp 5, 5, 4, 4, 3, 2;
THACO 19; #AT 1, Dmg 1; SA poison (Class A, Str 15/0); SD Nil; MR Nil; SS; ML 7; XP
175 each.

9. Worship Hall

The party has entered a place of worship. The sweet smell of spices and incense lingers
in the cool arr of this chamber dong with the smells of oils, wines, and other sacraments. Rows
of candles dong the walls cast adim, yellow light throughout the chamber.

Some form of service istaking place. Sow, droning music issues from amacabre black
pipe organ in the front of the church. 1t fills your heart with a sense of ultimate evil and
unchecked darkness. The powers being invoked here can be nothing but profane.

In addition to the organ, the raised areain the front of this chamber supports a number
of other things. Severd tal chairs carved from a dark wood and padded with red velvet
cushions stand to one side of an ornate atar. Numerous small items are scattered across the top
of thistable, athough you cannot make them out clearly from your current position. A pair of



brass canddabras stand to either side of the dtar. Each is roughly seven feet tall and set with
haf adozen black candles. Roughly half of the candles are dight, but their flames spark and
Sputter in the thick, scented air.

The front third of this placeis filled with robed figures Sitting in the pews. Their attention
isfocused on a black cloaked figure who stands with his back to them facing the atar. Two
other individuas, dressed in flowing red robes, are in the process of lighting the candlesin the
candeldoras. Four other figures, each cloaked in brown robes, St comfortably on the
highbacked chairs while afifth individua plays the pipe organ.

The robed figuresin the pews are zombies and skeletons that are being mass-animated.
The service is being conducted by a haf-wight (one of Radaga's victims) who has been
temporarily empowered with this ability by Radaga The 30 skeletons and zombies are not
completely animated, and & most can only stand, or turn and look at the PCs.

Wight, Half (1): Int Average; AL LE; AC 5; MV 12; HD 2+2; hp 16, 15; THACO
15; #AT 1, Dmg 1-4; SA Energy drain; SD Hit only by slver or +1 or better magica weapon;
MR Specid; SZ M; ML 14; XP 420 each.

Skeletons (15): Int Non; AL N; AC7, MV 12, HD 1; hp 8, 7, 6 (x3), 5 (x3), 4, 4, 3
(x4), 1, THACO 19; #AT 1; Dmg 1-6 (wegpon); SD Specid; MR Specid; SZ M; ML Specid;
XP 65 each.

Zombies (15): Int Non; AL N; AC 8; MV 6; HD 2; hp 15, 13, 13, 12, 12, 11, 9 (x4),
8,8, 6,5,4; THACO 19; #AT 1; Dmg 1-8; MR Specid; SZ M; ML Specid; XP 65 each.

The organ player will look quite human and may even huddle aside if a battle ensures
(taking the form of afemde). It is actudly a doppleganger, which will attempt to join with the
party and then attack them when Radaga makes her next raid.

Doppleganger (1): Int Very; AL N; AC5; MV 9; HD 4; hp 23; THACO 15; #AT 1,
Dmg 1-12; SA Surprise; SD Specid; MR Specid; SZ M; ML 13; XP 975 each.

The other four brown robbed figures are goblyns which Radaga has ingtructed to follow
the haf-wight's ingtructions. When the haf-wight attacks the PCs, it will forget about the
goblyns (thus they will smply stand by during the combat). However, once the battle is over,
they will revert to Radaga's old commands which would entail attacking the PCs.

Goblyns (4): Int Low; AL NE; AC 4; MV 12; HD 4+4; hp 31, 24, 19, 14; THACO
13; #AT 2; Dmg 1-6/1-6; SA Specid; MR 10%; SZ M; ML Specid; XP 975 each.

The PCs may very well beieve that the hdf-wight is Radaga Thisisfine, of course, for
they will soon discover their fally.

Upon the dtar are two potions of undead control (these affect both zombies and
skeletons), abook of vile darkness, and a 1,300 gp black opal surrounded by six 110 gp
bloodstones dl resting on ablack cloth. The candeabra arefilled with candles of invocation



(two for each of the evil dignments). Findly, the pipe organ actudly functions as pipes of
haunting and Radaga will play these if encountered in this room. On top of the pipe organisa
folded up Sheet of Smallness which Radaga wraps the organ in when it is to be moved.

10. Worship Hall Balcony

Severd old pews line this balcony o that they overlook the worship hall below. The air
is rich with incense which carries with its scent afeding of evil. Thereis an eerie presence here
of waiting and anticipation. While you cannot help but notice this sense of urgency, you can find
no reason for it.

If the PCs enter here, Sx darkenbeasts (three per bacony) will be here and will attack
them.

Darkenbeast (6): Int Semi; AL NE; AC 4; MV 18; HD 5+5; hp 34, 28, 28, 27, 26,
20; THACO 19; #AT 1 or 3; Dmg 1-4/1-4/3-12; SA Rear claws 1-4/1-4; SD Immune to mind
control; MR 25%; SZ M; ML 11; XP 975 each.

These darkenbeasts were in Daglan's tower and somehow managed to fly through the
rift in the void. They are now holding up in this church for his return. They will be careful not to
get themsalves destroyed by the PCs, for they wish to be reunited with their magter. If the PCs
attempt to flee the church, the darkenbeasts will attempt to stop them.

11. Empty Room

This smdl room shows no Sgn of recent use. The floor is covered in dugt, theair is
stae, and cobwebs hang from the rafters. Here and there a beetle or other small insect is
meaking its way across the empty floor.

12. Undead Morgue

The gench in thisroom is overwhelming. The buzzing of flies and the smell of rotting
meet combine to push your tolerances to their limits. The reason for thisfoul air is obvious as
s00n as you recover enough to look around the room: amound of corpses are lined againg the
walls like firewood.

In the center of the room, Sx men are battling three disgusting human-like creatures.
Another mongter is just now entering through an open doorway. Although these men seem to be
putting up a good fight, their movements are dow and tired. It seems probable that they have
been fighting for some time in these foul conditions and that the tainted air has begun to have an
effect upon them.

Severd tables, various random items, and a wardrobe closet complete the room.

This place is where Radaga has her servants store bodies before they are animated.
They come from the cemetery outside, dain townsfolk, and other victims of Radaga's treachery.
The six duggish figures are Radagas zombies which are charged with retrieving,



gtacking, and guarding the bodies. However, right now a band of three ghoulsis trying to fight
past the zombies o they may dine . The figure entering the room is a ghadt.

If the PCs don t interrupt, the battle will continue. Mogt likely the zombies will lose. In
this event the ghouls will attack the party. If the zombies survive, they will not interfere with the
party unlessthey threaten the corpses. If the ghouls win, Radaga will have them removed within
1d4 turns after this encounter, and she will replace the destroyed zombies.

Zombies (6): Int Non; AL N; AC 8; MV 6; HD 2; hp 12, 10, 8, 8, 7, 6; THACO 19;
#AT 1, Dmg 1-8; MR Specid; SZ M; ML Specid; XP 65 each.

Ghouls (3): Int Low; AL CE; AC6; MV 9; HD 2; hp 12, 11, 7; THACO 19; #AT 3,
Dmg 1-3/1-3/1-6; SA Pardyzation; SD Specid; SZ M; ML 11; XP 175 each.

Ghast (2): Int Very; AL CE; AC 4; MV 15; HD 4; hp 24, THACO 17; #AT 3; Dmg
1-4/1-4/1-8; SA Special; SD Specid; SZ M; ML 14; XP 650 each.

13. Stone Crypt

A small, squat crypt stands before the party. It seemsto radiate a coldness that defies
explanation, but nevertheless exists. With each step toward this stone tomb, a shiver races
through your body and goosebumps rise on your arms.

Without warning, a pair of goblynswill legp from the roof of the crypt and attack
anyone who comes near it. They will bettle to the death and attack without warning, imposing a
-2 on opponents surprise checks.

Goblyns (2): Int Low; AL NE; AC 4; MV 12; HD 4+4; hp 25, 19; THACO 13; #AT
2; Dmg 1-6/1-6; SA Specia; MR 10%; SZ M; ML Special; XP 975 each.

The doors to this building are locked and poisoned just as those to the church itself are.
As soon as the characters open the doors, they will be confronted with strange events:

As the door to this mausoleum swings open, agust of cold dry air blows past you.
Although it isfleeting and insubgtantia, you sense afeding of rdlief and the weight of the tempest
above seems somehow less.

Looking into the doorway, you see a short flight of stairs that leads down into the tomb.
An eerie green light flows out across the stone steps like some form of radiant water.

Asthe PCs move into the tomb and descend the stairway, they will enter another
chamber.

Thear inthisplaceis cold and dry. Y our breath curls away from you in wisps of vapor
that dance like ghogtsin the air before fading.

Numerous openings, some holding coffins, line the walls of this chamber. At the far end
of the tomb isablack stone pedestd with an eerie, glowing skull upon it. Thereis no sign of



animation in the thing, but a shimmering green migt issues from it to cover the floor.

Asyou sand here, a sense of fatigue seemsto settle over you. Although you can find no
reason for it, your every motion seems to require extra effort. In fact, even breathing has
become a chdlenging task and your pulse hammersin your ears asif you had just run a great
distance.

This skull is actudly the heed of an ancient evil deric which isnow in anear demi-lich
date. However, al that it currently doesis empower Radaga with her unnatura ability to creste
undead.

If the PCs enter here, it will rise up into the air and shine bright green light upon its target
each round (an attack roll is required). If struck, the PC must save vs. deasth magic or be
transformed into an undead and cease attacking the skull. This undead state will not at first be
gpparent, but gradudly, the PC's skin will dry up and rot away and their abilities and skills will
drop to that of azombie.

Death skull (1): AL NE; AC8; MV H 3 (A); HD 9; hp 43; THACO 11; #AT 1,
Dmg 0; SA flash of light; SD Nil; MR 35%; ST; ML 17; XP 5,000.

If it is destroyed, the skull will crash to the ground. Within its ruined shards, a 5,000 gp
emerdd can be found. Although the stone at first gppears to be mundane, an examination of it
will show thet it ssemsto glow with afaint blue aura Thefirs character who touchesit will
ingantly be empowered with first level clerica abilities (if he doesn't dready have them). From
now on, the character must divide experience up among this new class asif multi-classed (even
for humans). Once this aspect reaches ninth leve, the spirit of the powerful evil deric within will
take over the PC's body (asif by amagic jar). Moreover, the PC will be infatuated with the
gem, and will not be interested in getting rid of it.

Endings

There are anumber of ways that the Dungeon Master can end this adventure. Below are three
possihilities, each of which may be grestly dtered by the DM to fit his own needs and desires.

Remaining in Ravenloft

If the DM desires, of course, the party need not be transported out of Ravenloft. It
might be that they are carried away from Daglan and his domain into another section of this
demiplane.

In addition, they might be forced to do battle with Daglan rather than being transported
away from this new domain. If they defeat him, the domain will break up and they will be
carried away by the mists to some random location. If they lose, they probably won't be dive to

continue the game anyway.

Escape From Ravenloft
This ending will return the characters to their norma campaign world. It assumes that



they have just successfully destroyed Radaga and now possess the crown. If Radaga has the
crown, it can be eadily turned over to the characters a this point. Smply assume that she hasiit
hidden away in the area where her find battle with the PCs occurs and that the PCsfind it
before her ambush. In any event, if one of the PCsis wearing the crown and delivers the death
blow to Radaga, the following event can be used.

With the final destruction of Radaga, you natice that the crown hasrisen into the air.
The gemstones have turned a degp azure in color and it begins to radiate a clean and pure white
light. A shimmering image of awhite robed, ef gopearsin the light. He smiles a the party and
spesks.

"Thank you. For nearly 500 years, | have been locked in unending combeat with the evil
soul of the necromancer Daglan who built this crown. | was the weaker and could not triumph.
But now, with the destruction of Daglan's last descendant, | have been able to overcome his
evil. Now, haf amillennia after it began, this maevolence has ended.”

As s00n as he completes his speech, the glow will fade and the crown will crumble into
dust. Asthe wind scattersits remains around the area in which the last battle took place, the
entire domain of Daglan will begin to bresk up. There will be violent earthquakes, volcanic
eruption, great storms, and the usual specia effects associated with the end of the world. One
by one, each of the PCs should fdl victim to some horrible fate. For example, one might be
buried in the collgpsing church while another might be swalowed up by a crack in the earth.

When dl that is done, they will awaken back where they began the adventure before
being trangported to Ravenloft. No time will have passed, and al will be asit wasfor them.

Triumph of Daglan
This ending assumes that the PCs succeeded in destroying Radaga but that the one who
dedlt the death blow was not wearing the Crown of Souls.

As Radagas body falsto the floor, an evil smdling black vapor beginsto bail forth
from the crown. It sweeps across the ground and enters the body of the dain priestess.
Gradually the flesh beginsto run like water and shift like clay in the hands of a sculptor. You try
to move, but some evil force ssemsto be holding you in place.

Looking at the crown, you see that it is now radiating a pure white glow. The gemstones
st into it have changed color and are now a deep azure blue. Y ou no longer fed the oppressive
evil of the crown clawing at your soul.

Slowly, Radaga's body beginsto rise. It has now taken the form of one of her goblyn
minions, but is dearly undead. Thereisa cold red light burning in each eye and afeding of
absolute evil pours forth from her to fill the chamber. Even the radiance of the crown is
smothered by thistide of darkness.

While the party is held in place by his evil power, Daglan (who has taken over this
body), will wak around and look them over.

The cruel mouth of the Goblyn cracks open and it begins to spegk. The voice that issues
forthisacold and evil hiss.



"Thank you for daying my granddaughter of many generations. With her degth, | have
become powerful enough to escape that accursed prison of a crown and return to the land of
the living."

Behold! Daglan Daegon, Warlock of Degth stands before you!™

Suddenly, the church roof rips away from the building and spiras away into the vortex
above. The shrieks of splintering timbersfillsthe ar as the wooden building tearsitself gpart and
is consumed by the whirlpool of clouds. When the last fragments of the shattered church are
gone the crown beginsto glow more brightly and Daglan turns to face you with hatred in his

eyes.

At this point, Daglan will begin to gloat about his powers. He clearly fedsthat the party
isno threat to him and will begin to relate the story of hisimprisonment within the crown. To
culminate his ranting, he will turn on the party and release a powerful spel a them.

Just as he does so, however, the crown liftsinto the air and takes the brunt of the
attack. Thereisagreat exploson of white light and the party is swept away into the vortex
above. Each of them loses consciousness,

When they awaken, they find that they have been returned to their homeland at the
exact point (in both space and time) where they entered the mists and were transplanted to
Ravenloft.

Monsters

Throughout this module, abbreviated statistics have been provider for many mongters. Many of
these are not presented in the generic Monstrous Compendium books and are, therefore,
summarized here for easy reference.

Cloaker
When a cloaker makes a successful attack roll, it engulfsits target. Engulfed characters are
unable to attack or move and take 1d4 points of damage plus their unadjusted Armor Class
each round. Thus, a character in chain mail (AC 5) takes 1d4+5 hits. Shields do not count in
such cases. Attacks made on the cloaker divide their damage evenly between engulfed victims
and the mongter. Area effect spells (like fireball do full damage to both the mongter and its
victim. Non-engulfed targets are attacked with awhip-like tail that inflicts 1d6 points of damage.
Thistail isAC 1 and can be cut off if it take 16 points of damage. A light spdll cast directly at a
cloaker blinds it and preventsit from using its shadow shifting powers (see below).

Each round, a cloaker may opt to moan instead of doing damage to an engulfed target.
It will dways moan if it has not engulfed avictim. This causes one of four different effects, dl of
which can be countered by a neutralize poison spell. Firgt, it may impose a-2 on al attack and
damage rolls againgt the cloaker. After Sx rounds of continuous use, this moan forces dl who
hear it into a defensaless trance. Second, it can be used to require asave vs. spdllsto avoid
fleeing in terror for 2 rounds. Third, it causes nausea and weakness (save vs. poison or be
unable to act for 1d4+1 rounds). And fourth, it can act as a hold person spell cast a any sngle
person within 30 feet that lasts for five rounds.



Lastly, acloaker can shadow shift. Thisdlowsit to increase its Armor Classto 1 or
create shadow images to fool characters. The latter ability is often used to make 1d4+2 mirror
images of the cloaker itsdlf.

Crawling Claw

Crawling claws are the animated remains of hands and paws. The can leap up to 15' to strike at
afoe. Againg armored targetsit delivers a blow (1d4 damage) and against unarmored foes it
employsits crushing grip (1d6 damage). Claws are immune to any form of death magic,

charm, sleep, hold and raise dead spells. Resurrection spdlsimmohbilize them for anumber of
rounds equal to the level of the caster. They cannot be turned or affected by other spdlls (like
control undead) that are designed for use againgt the undead. They are immune to damage
from holy water. Cold based spells make them brittle so that al subsequent attacks inflict 1
extra point of damage per die. Edged weapons (even magica ones) inflict only haf damage on
crawling claws.

Skeleton Warrior

All attacks made by skeleton warriors are at a +3 on attack rolls whenever they are employing
awegpon. Further, only magica wegpons can damage skeleton warriors and the mere sight of
these creatures causes those with fewer than 5 Hit Dice to flee in panic. Skeleton warriors
cannot be turned by priests.

Swordwraith
Swordwraiths are brilliant strategists and keen warriors. Each timethey hit atarget it loses 1
point of Strength. Such lost points return a arate of 1 per day of tota rest. A limited wish or
amilar gpell can restore a character to full strength.

Swordwraiths are immune to sleep, charm, and other mind affecting spells and can be
hit only by +2 or better magica wegpons. They are turned as if they were vampires.

Undead Beast
Any victim hit by this creature's claw attack must save vs. death magic or be flung for an
additional 1d10 points of damage. The beast can aso trampleits foes by making a normal
attack roll. Trampled characters are entitled to a save vs. death magic, taking 3d8 points of
damage if they fall but only 1d8 if they succeed. In addition, trampled characters who failed their
saving throws are required to make a saving throw vs. wands as well. Failure indicates that they
have been ensnared by the creature's rib cage and suffer 1d4 points of damage each round until
they escape. Breaking out of the rib cage is possible only if the beast has lost 50% of its hit
points (at which time the monster may no longer ensnare foes). Ensnared characters can attack
the beast, but do so with a-3 on al attack and damage rolls.

Undead beasts can be turned as specid undead. They are unaffected by flame and
suffer minima damage (1 point plus bonuses) from any edged or pointed wegpons. Blunt
wespons do normal damage.



Monstrous Compendium Appendix

Goblyn

CLIMATE/TERRAIN: Any
FREQUENCY: Rare
ORGANIZATION: Servant
ACTIVITY CYCLE: Any
DIET: Carnivorous
INTELLIGENCE: Low (5-7)
TREASURE: Nil
ALIGNMENT: Neutrd evil
NO. APPEARING: 3-24 (3d8)
ARMOR CLASS: 4
MOVEMENT: 12

HIT DICE: 4+4
THACO: 13

NO. OF ATTACKS: 2orl
DAMAGE/ATTACK: 1d6/1d6 or 2d6
SPECIAL ATTACKS: Specid
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: 10%
SIZE: M (4-6)
MORALE: Specid
XP VALUE: 975

Goblyns are hideous creatures with dightly bloated heads, pointed ears, and glowing red eyes.
They have long, mangy hair which grows only on the back of their head and necks. About half
of their face is taken up with awide mouth full of needle-sharp teeth.

These creatures are formed by powerful evil magica items and pells which transform
humans into these twisted beings. This transformation causes them to become very evil and
totaly submissve to their masters every whim.

Goblyns have atdepathic link with their masters and, through him, with dl of the other
goblyns he controls.

Combat: Goblyns are very nimble creatures causing a -2 adjustment to their opponent's
aurprise rall. Furthermore, when agoblyn is unexpectedly encountered, it will suddenly flash its
teeth and leer a its opponent's face in aterribly frightening manner. A fear check is required the
firg timethisis encountered. In any event, this action causes a-4 pendty to surprise. Those
surprised will be so dricken with fear that they will be unable to move that round.

Goblyns seldom attack with wegpons. Instead, they strike at their victim's throat with



their clawed hands. Each successful claw attack inflicts 1d6 points of damage. If both of their
claws hit, the goblyn is assumed to have gotten a solid hold on the target's neck. On each
subsequent round, the victim will be bitten (usudly in the face) for an additiond 2-12 (2d6) hits.
In addition, they will have difficulty breething and must make a saving throw versus spdlls or
suffer an additiona 1d4 points of suffocation damage. Both of these attacks are assumed to be
automatic hits. The goblyns refer to this as feagting, and it is so frightening to observe thet all
who see someone attacked in this manner must make a horror check.

In addition, for every 10 points of feagting damage done, the victim will suffer a
permanent -1 adjustment to their Charismadueto facid scars and deformities.

Any attacks made by someone who has agoblyn at their throat suffers a-3 pendty on
al attack or damage rolls and saving throws. Otherswho are gtriking at a goblyn which is
feasting gain a +2 on ther atack and damage rolls while its atention is focused on its victim.

Goblyns are smilar to undead creaturesin that they never check morae.

All goblyns have the ability to move silently (80%), hide in shadows (70%), and climb
wals (25%). They have infravison which functions a arange of 90 fest.

Habitat/Society: Goblyns aretotaly controlled by their master's desires. If they are told to
attack another of their kind, they will do so without pity. They never ingtigate combat on their
own, but eagerly legp to the attack if challenged or ingtructed to do so. Goblyns have no
goparent desres other than to fulfill their masters every whim with an emationless devotion.

Goblyns do not deep, tire, or become bored. Furthermore, they can go for a
consderable amount of time without food or drink.

Ecology: Goblyns are grict carnivores. They will only egt freshly killed meet as they aso drink
the blood of ther victims.

Goblyns are often sought after by certain wizards and priests for they are useful as
components in human contralling spells and magicd items.

Plant, Carnivorous

Quickwood (Spy Tree)
CLIMATE/TERRAIN: Any/Forests
FREQUENCY: Very rare
ORGANIZATION: Solitary
ACTIVITY CYCLE: Any
DIET: Soil nutrients and water
INTELLIGENCE: Very (11-12)
TREASURE: Specid
ALIGNMENT: Neutra
NO. APPEARING: 1 (90%), 2-4 (10%)
ARMOR CLASS: 5
MOVEMENT: 1 (3 for roots)

HIT DICE: 5-10



THACO: 5-6 HD: 15

7-8 HD: 13
9-10HD: 11
NO. OF ATTACKS 1d6+12 and mouth
DAMAGE/ATTACK: Nil and 3-12
SPECIAL ATTACKS Roots

SPECIAL DEFENSES:  Spdll chandling
MAGIC RESISTANCE:  Specia

SZE: L (12'+)
MORALE: Champion (15-16)
XP VALUE: Vaidble

This great hardwood tree appears to be an oak, athough close ingpection revedsthat it hasa
visage and sensory organs that resemble a distorted human face. 1t is 90% unlikely that the
"face" is noticed unless the observer is within ten feet of the quickwood.

Combat: Asitisvery difficult for a quickwood to move its massive trunk, the cresture usudly
remains ill if at al possble. It can, however, send out thick roots that move 30 feet per round
through the loose top soil (90-foot range). These roots can seize and hold immobile any
creature under 1,000 pounds of weight (the creature is then drawn to the maw in one round to
be chewed upon). The roots are too strong to be broken, and blunt weapons do not damage
them but an edged weapon may be used to sever one. Treet roots as large-Sized creatures, with
10 hit points each. Note that damage inflicted upon roots does not count toward destruction of
the quickwood proper. The creature dlows only six of itsroots to be severed before it
withdraws the other 1d6+6 to safety. The roots cause no damage.

The limbs of the creature are too stiff to serve as offensive members, but a quickwood
has a mouth-like opening that can clamp shut for 3d4 points of damage. The victim must be
touching the trunk or forced into position by a nearby grasping root where the maw can inflict
damage before thisis an actua danger, however. The visua, auditory, and olfactory organs
(resembling large human eyes, ears, and nose) are dightly superior to the human norm, and the
creature's infravision extends to 120 feet. The quickwood has numbers of lesser roots it Spreads
to sense gpproaching creatures. Its sendtive leaves can detect ar movements and changesin
pressure.

It is possible to use plant-affecting spdlls againgt a quickwood, but most others do not
work. The cregture is able to perspire, drenching itsdlf in water so fire does not harmiit.
Lightning is harmlesdy channdled off into the ground, and poisons and gases do not harm a
quickwood. A disintegrate
spdl will certainly destroy one of these things, if successful. However, if under spdll attack, a
quickwood uses the spdll energy to radiate fear in aradius equal to 10 feet per level of spell
energy. If the cagter falls his saving throw, the quickwood has channeled off al of the spell
energy into fear; otherwise the fear is only a Sde effect of the spell use, and the magic has
gandard effects on the spy tree (saving throws are ill permitted, of course). Mind-affecting
spells do not affect a quickwood.

In addition to its own attacks and defenses, a mature spy treeis able to cause 2d4 other



normal oaks to serve asits hosts. These trees resemble the quickwood while so possessed,
having visages and sensory organs through which the magter tree actudly controls the hosts and
gainsinformation. Such control extends up to one mile.

Habitat/Society: These crestures may be found in any habitat that supports normal oak trees,
including the warmer regions where live oaks are found.

Ecology: Itissad that quickwoods grow only through the magica offices of some great wizard
(or possibly druid) who planted mandragora roots after imbuing them with mighty spdlls. Others
claim that these weird trees are a natural progression of vegetable life toward sentience and
mohbility. In any case, quickwoods are certainly sentient, unlike most of the vegetation found in
the world.

Quickwoods are sometimes charmed or otherwise convinced to serve as repositories
for treasure or as guardians of an area. In the former role, the treasure guarded istypica of the
creature having placed it there. Such items are dways stored within the trunk orifices of the
quickwoods. As guardians, the creatures spy for intruders and upon sighting them send out a
hollow drumming sound that can be heard for amile or more.

Wolfwere, Greater

CLIMATE/TERRAIN: Any/Forest
FREQUENCY: Very Rare
ORGANIZATION: Solitary
ACTIVITY CYCLE: Any (espically night)
DIET: Carnivore
INTELLIGENCE: Exceptional (15-16)
TREASURE: 20%, U, (B)
ALIGNMENT: Neutrd evil

NO. APPEARING: 1-4

ARMOR CLASS: 2

MOVEMENT: 18

HIT DICE: 8+2

THACO: 11

NO. OF ATTACKS: 1,2,0r3
DAMAGE/ATTACK: 2d8, 1d6/1d6/2d6 or 2d6/weapon+6 (see below)

SPECIAL ATTACKS:

See below

SPECIAL DEFENSES: See below
MAGIC RESISTANCE:  50%

SIZE: M-L (4-9)
MORALE: Champion (15)
XPVALUE: 8000



Greater wolfweres are abane to dl who live. They are able to assume three shapes at will,
taking only a single round to dter forms. Their naturd shape isthat of a giant dire wolf standing
afull 5'to 6' tdl at the shoulder. They can dso assume a haf-wolf/haf-human form. In this state
they are 8-9 tdl with massive long arms equipped with talon like nails. Findly, they may
assume the form of any humanoid of either sex which is between 4' and 9' in height.

Grester wolfweres speak common, as well as the language of forest animals.

Combat: Gregater wolfweres often employ the same Strategies used by typicad wolfweres when
hunting. They will change into a humanoid of opposite sex to that of their victim. Then, usng
their charisma and snging ability, they will get dose to their victim and sing their specid song.
Anyone falling a save versus spdls will be overcome with lethargy. The effects of thisare the
same as those for aslow spedll and last for 1d6+4 rounds.

In dire wolf form, they will bite with their savage jaws, inflicting 2d8 points of damage
with each successful attack.

In demi-wolf form, they can strike with each of their clawed hands (causing 1d6 points
of damage each) and aso bite for 2d6 points. In lieu of their claw attacks, greater wolfweresin
this form may employ weapons (gaining a bonus of +6 on their damage ralls).

In humanoid form, they are forced to fight with weapons only and are assumed to have
astrength of 18/00 (+6 to damage).

Grester wolfweres have infravison with a 120’ range, and in dl forms except human,
their eyes glow red in the dark.

Greater wolfweres have dl the abilities of afirst level bard and can climb walls (55%),
detect noise (25%), pick pockets (15%), and read languages (10%).

Some exceptiond individuas may be of greeter level. Asarule, 1 in 10 creatures will be
of level 2-5 (1d4+1) and 1 in 20 will be of level 6-11 (1d6+5).

Iron weapons (or those of a+1 enchantment) are required to harm a greater wolfwere.
However, unless the blow isingantly fata, the wound will quickly repair itsdf as the wolfwereis
ableto regenerate dl of itslogt hit points at the end of any given round. It isimportant to note,
however, that severed limbs and such are not regenerated in this fashion.

Gresater wolfweres are somewhat more resistant to wolfsbane than their lesser cousins
and can stand the presence of that herb if they make a saving throw versus poison. If they fail,
they must avoid it at dl cods.

The howl of agreater wolfwere can summon 4d6 wolves or 2d6 dire wolvesto itsad,
if such cregtures are in the area. These wolves will fight most loydly on behdf of the greater
wolfwere with a+2 mora bonus.

Habitat/Society: Grester wolfweres are nearly indistinguishable from typica wolfweres. They
often team up with the latter (assuming positions of leadership), but seldom travel with others of
their own breed. When more than one greater wolfwere is encountered, they will be working
together on some scheme which requires both their efforts.

Ecology: Greater wolfweres were originally the offspring of Harkon Lukas, Lord of Kartakass.
So great was his evil power that the children he had by femae wolfweres turned out to be of
incredible power. Greater wolfweres never mate with each other, rather, they mate with typica
wolfweres. Only 10% of the children produced by such matings result in a grester wolfwere, the



others being typical.

When the victims of a grester wolfwere attack are |&ft to rot and not esten or buried
properly, there is a 50% chance that a Meekulbrau plant will sprout from the corpse. The
berries from this bush are used in making Meekulbrau, a specid wine of Kartakass.

They seem to have a near empathic link with wolves of al types, but despise
werewolves and will attack them on sight.
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FEAST OF GOBLYNS

For 5-7 Characters of levels 4-7

Beware the Mists of Ravenloft, For they
will envelop you In erros!

adventurers is mystaricusly transported

from the lands they know to the dark
and dangerous demlplane known as
Ravenloft. Trapped in this realm of terror,
they must uae all their skilla to eacape the
manipulations of one of Ravenloft's moat
powerful lords as they attampt to seek oot
the aceursed Crowve of Soldiers. IF all goes
well, they just might live long enough to
egcape this dread land and return to their
homes,

I n Feas! of Foblyns, o party of

The firat module supparting the new

EAVEMLOFT™ Boxed Set, Feast of Goblpgns
includes:

& A full 98 pages of gripping adventure
g=t in the dark domaine of Rawvenloft,

® A special ADED® game character
record sheet designed especially for
Ravenloft campaigns.
A invaluable addition to the ADED
Dungeon Mastar's Scraen that
incorporates all the mast vital
information from the RAYEMLOFT™
Boxed Sat,

A full color poster by ane of TSR's
most popular artists, Chyde Caldwell.

By Blake Mobley
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Lake Ceneva
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TSR, Ltd.
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United Kingdom

$10.95 (5.

AL FCE D D005 £ Dl S0 E, DD, RAYERLOFT, aied dlee TER lowa are el basheror4s caned g THE e,
TP 1SR e S ckelile reseraed, Cronled in e s,




	Front Cover
	Text
	Maps

