Adventure Scenarios
Srom Alanik Ray’s uncarthed archives

A MATTER OF FAITH
by J.W. Mangrum

The adventure is set in Il Aluk, but if you're plag in an up-to-date version of RL (i.e. Il Alukri® more), it could
probably fit just as well in any of Richemulot'sies.

One of the PC's either has connections to an esketal church, or needs the ministrations of a pfuleleric. In the
case of my campaign, a PC wanted someone to cgenBration for him (he had lost an arm and his Feackbeen
mauled).

If the PC needs a favor, the cost for the requespetl is jaw-dropping. (In my campaign, Il Alukaerhome to a
cathedral to St. Cuthbert. Although pretty mudhaod faith, the priests didn't care for “back-shslewhining for
miracles when so many other people could use, asdrded, the priests’ time so much more. The glsegthe price at
50.000 gp, which knocked a few players off theatfe

In lieu of monetary donation, the clergy are willito work out a deal: you see, they need a favor...

If one of the PCs in the party is affiliated witletcathedral in question, they are simply calledinup perform a
mission for their church.

There are five cathedrals in Il Aluk; two of thee lain in ruin for as long as anyone can remembée other three
have to maintain a precarious balancing act to kieeip parishioners. You see, most of the uppessds support their
faith with donations only because it shows a cenpaosperity and generosity on their part. Likestaenizens of RL,
they really only think about the church when thégnpa wedding or a funeral. In other words, theg'dreally have
much faith, but supporting the church puts themdad social standing.

Most parishoners cannot afford to give the catHadwae than a few coppers a year; the cathedraglerdeheavily on
the donations of their finicky upper-class patrons.

And some of those patrons are going missing. &div@ patrons have disappeared. Each wealthppatanished
within a day or two of making donations to the eatfal, the only thing they seem to have in common.

Typically, these patrons live on spacious estabautside the city, and were staying in innsawi at the time they
disappeared.

If the church’s patrons make the connection thatatiog to the Cathedral of St. Cuthbert puts thenrs@mme madman’s
short list, they'll abandon the Cathedral as fastads flee a sinking ship. Without their supptitg Cathedral will have
to close its doors.

The PCs need to quietly discover the person(syidetie abductions and put a stop to it. A youngpt®from two
wealthy families are to be wed in the Cathedra little under two weeks. If the party can prokattthey've ended the
threat before the wedding, they get their reward.

As a note, the three faiths | placed in (pre-Griantést’s release) Il Aluk were:

St. Cuthbert: one of RL’s most powerful priestatiselder here. His faith is strong, but all etsev¢ak. He is aged and
blind. Azalin let this powerful priest live onlyebause his frailty renders him as little threahe Priests work for good,
but also believe in hard work, a quality Azalindgto see in his peasants.

The Cathedral of Labor: dedicated to a handfulaafgy(Zilchus, Bralm, and Shinare) is dedicated dayds work for a
day’s pay. In other words, they worship the almyjgtollar, and do not believe in charity. Azalgnores them; they
pose no threat, and are popular among wealthy raeteh With the information in Grim Harvest, | migkplace this
Cathedral with a toned-down version of the Templhe Eternal Order.

The Cathedral of Traladara: this faith comes froandfneikos, on Mystara.



In my campaign, | decided that clergy in RL (argydixe the real world) can count on never gettany direct
guidance from their dieties. Thus, left in the dnf mere mortals, philosophies can stray fromtulgods actually
intended. In Mystara, the Traladaran faith usescincept of confession cleansing the soul. Aidk, that has
somehow mutated into the philosophy that one gahdbsolution no matter what the offense; it's pustatter of
penance. This is a popular faith for those wittitgeonciences, and there are a lot of guilty dences in Darkon.
Thus, the Cathedral of Traladara has full coffbra,its priests have largely been abandoned bgdhds (they are very
low level). Azalin ignores this faith, recogniziitg impotence.

There are also the two abandoned cathedrals, bllitigfto ruin. The average Il Aluk resident wolld hard-pressed
to identify (or even care) what faiths might have® been worshipped here.

In addition to all this, there a probably a few eiozone priests, all victims of Darkon’s memory-riging quality.
These lost souls are typically low level and stlinggjust to get more followers than they can coamtone hand.

The Cathedral already sent one of their own tostigate this when they first noticed the problerfiedgling priest
who, before joining the clergy, had served on ihenilitia and was quite eager to investigate itatter.

This priest has been missing for several dayshotigh he kept his suspicions to himself, he digpkeeéew notes.
These are given to the PCs, although the revéal lit

The PCs start with the names of the missing pattams the inns each was staying at when they désapd. You can
make up details for these patrons and places alkguAt each location, if the PCs give the “seafi the crime” a
thorough inspection, they find some puzzling cluEsr example, under a bed in one inn, a PC migttd large (2"-
3") worm, shriveled, dried out, and quite deadhadl another inn cater to dwarves; thus is had ndavis and sturdy
stone walls. There had been signs of a strugglke;o6 the PCs finds a feather, half-embedded olid stone wall
(someone used Stone Shape to come and go thrasghetly when they left, they closed the wall behthem,
accidentally catching some of the scattered pilleusfing).

Etc.

So what's going on? Some of my players’ initisdigions included:
Other Cathedrals trying to eliminate the compaiitio

A thieves’ guild rolling these wealthy folk.

Both wrong: here’s the truth.

Years ago, a young, idealistic priest of Sune wagetling along, perhaps with an adventuring pattgamed the priest
Senshock, after the priest in the Temple of Eleale®¥il, but only because coming up with names gjivee headaches.
Senshock was a dashingly handsome young man (heastiall clergy of Sune must be), in love witk Faith.

Senshock and his party came across an abandanptttend entered its catacombs. There, they etemd
some sort of undead horror, a walking corpse. [itgg, translucent worms oozed in and out of theke and crannies
of the creature’s wormy skull. Although the thiwgs physically unable to escape the catacombsdithat stop it
from slaughtering everyone in the party, save fems®ock. Senshock fled, wounded but alive, un@bifestroy the
creature. Soon, Senshock discovered that he hachcted some sort of horrid, leprous disease fr@mnholy thing’s
touch. Months went by before he was able to fimtiesone with enough power to cure him of his ailmeBy that time,
his entire body was covered in open, weeping sarasthese never really healed. Worst of allfibide goddess Sune
abandoned him. Senshock was a physical and spiritin (I picture Robert the Bruce’s father fromaBeheart), and
he disappeared from public view. Something desjlénhim had curdled even more horribly than asHl

Now, Senshock is back. His hatred for his forfagh has brought him to to cult of Nerull, Oertle'gil death
god. He is now also a fairly powerful priest (Iaeshim 9th level.) He's been busy. Senshock gpigntears studying
yellowed tomes to discover the secrets of the uhdesature which had destroyed him, and eventhalifound it: the
Sons of Kyuss. More powerful now, Senshock retditoethe forgotten catacomb, and was able to lhaghambling
horror (still wandering those halls) under his coht

Meanwhile, he has gathered a small cult to Némull Aluk. Besides himself, there are two otheiepts, and
five followers. Priest(ess) #2 is named Lucretiaucy” has worked in the University of Il Aluk’'sbrary for more than
two decades; her access to the University’s oldere restricted tomes aided Senshock’s researchresend. | made
her 6th level. The third priest | named Renogishe greasy-haired fanatic. The followers are xtumé of Il Aluk
people who see nothing wrong with using a littlattieto reach their own goals. The cult is centémezhe of the two



ruined cathedrals, although only Senshock acts#dlys at that location. Senshock also keeps the &oKyuss
trapped in the ruined catacombs when they arenighgsed.

Senshock is dedicated to toppling the “hypocrititaiths of the city, and is starting with the @tigest to strike
the fiercest blow to all.
Senshock knows that his little cult can’t topple gowerful Cathedral’s clergy in a “fair fight”, $®’s cutting their legs
out from under them: as the Cathedral fathers feais attacking the faith’s wealthy patrons toseithe Cathedral into
financial ruin. If Senshock succeeds at topplhmgy €athedral of St. Cuthbert, he’ll move on to haotemple, and
another...

Senshock’s plan goes like this. Renog (who ifingilto do anything and essentially disposable) isithe
Cathedral of St. Cuthbert for hours each day, seglsnin quiet contemplation and prayer. He's altjueeeping an eye
on the coming and going of the parishioners. Wieesees someone make a large donation (rarelyidqmivate;
what'’s the point of giving to charity if no one sg@u do it?), he shadows that individual, finding where that person
is staying.

That night, Senshock organizes a strike to takehaui patron as quickly and quietly as possithiiés weapons:
the skills of the cult followers; Nerull's clericalagic; and the barely-controlled Sons. Somewld®ep in the worm-
eaten minds of the Sons of Kyuss, the undead vietinind is still barely aware of its situation atkelsperate for
release. Senshock controls these creatures theoagmbination of his Control Undead ability, andrpises that he
will destroy them if the Sons do his bidding. Toglly, Senshock has to destroy a Son after twhreet“missions,” but
each patron killed by a Son has been turned indohimself, generally mere moments after his deftts certainly
easier to “dispose” of a corpse that can walk.)th&tmoment, Senshock has three Sons. Two of Hreshe two most
recently killed patrons; the third is the fledglipgest, who got a little too close to the truth.

The PCs have to find a way to discover the ideufitthe killers. A good way to do this would beskt themselves up
as more “wealthy patrons”, but be warned that thigsts of Nerull will stalk their victims for thbetter part of a day
before making a move. If the cultists think theytreing set up, they may hold off; or they mayckttaith additional
numbers (usually only one priest, one or two fokosy and one Son are sent) to take out the intendop

Eventually, the PCs should discover the whereabaiutse cult's HQ, and stage an assault to wipetluatblight.
In my campaign, this adventure took a lot of inséirey twists; for example, the PCs tried to atthokretia at the
library, where her friends (who just knew her dibearian) came to her aid, while others calledtfoe militia.

Two of the PCs ended up on trial!

Something you may want to try: when the PCs discthe location of cult HQ, have the cultists kidrapC or a
favored NPC. Now the party must stop the culfigtsn sacrificing their friend...

John W. Mangrum

THE MARCH OF DOOM
by J.W. Mangrum

Original Idea (following) by Adam Windsor
751: 5th Invasion of Darkon by Vlad Drakov

Okay, we can assume that Drakov has limited knoydeaf the events in Darkon: he knows Azalin is gdhat
Necropolis has been created and probably everhtbatity cannot be entered by the living. The jesfédarkon is thus
denied to him, but he could still capture the sgttso he invades.

His only access is along the road in the ForeSthafdows or along the Vuchar River (the currentluttvruns the
wrong way, making progress along it difficult -otio mention the mud zombies). Drakov thus ingatieough the
Forest, and loses many men to the werewolves ddrtee, which enjoy the good hunting opportunityontheless,
Nartok is captured, and eventually Rivalis, thotlghgarrison in the latter city finds itself reglyeharassed by
robberies, assaults and murders (interesting gaappgrtunities present themselves if the PCs weget involved in a



covert war between Galf Kloggin (the Wererat whihis Forest's “Demi-Lord”) (and/or the Kargat) adthkov’s
commander in the area.

Drakov doubtless sends sorties against Castle Asexhich offers many possibilities: there are dimds defenders,
despite the castle’s abandoned appearance. Etrees# are defeated, difficulties arise. Perhdpsrai-lich confined
into its phylactery in the castle possesses orafov’'s commanders and leads the attackers iststér, then quickly
brings the other undead under control and closesdktle against attack.

Drakov's army finds its supply lines threatenedgganthropes, a fortified undead encampment ofteitk, and unrest
in the cities it has captures.

Nonetheless, Drakov has enjoyed greater succes®ttea before: he captures the Jagged Coast hoeeght Martira
Bay costs many troops, and damaging raids by gigeainst his garrison occur regularly.

Now Drakov faces another difficulty: all major raafilom this location lead to Il Aluk, which he has chance of
capturing. Because he has no way of knowing wkattdy is going on in the city, Drakov must encérd with enough
forces to prevent a break-out by the undead, whimhid require massive resources to maintain andecauerrible
drain on his manpower ...

then of course, there are the desertions and fighised by rumours that the “death-field” aroundlliik is slowly
spreading, encroaching on the Falkovnian lines ....

Drakov must now direct what remains of his armyptigh difficult terrain against the dangers of tregBnds (probably
the biggest drain on his troops that remains) aadther areas of Darkon .... and of course, Hénat the cankers of Il
Aluk and Avernus, plus the smaller sore-spots ¢bhatinue to bleed him dry.

The question is, will he find it all worth it?

Ya know, the whole Darkonian invasion thing hag gigck in my mind. The horrors of war and manstality to man
haven't been utilized to date, and they presenkessdossibilities. | kinda went with the conceftiam Windsor
outlined and ended up with these rough ideas:

Chapter I

The party discovers signs that Drakov is testirgvtlaters for a new invasion.

(Perhaps, while traveling near the Falkovnian borttee PCs come upon a village which has been rdzedorpses of
the inhabitants all dragged into the village squafeer their deaths- for no forseeable reasonréfttee Falkovnian
seeing if the dead would still rise up to defereirttand?)

Can the PCs warn the remaining defenders of Daoktime looming threat? Do they realize that Azalis not the
only darklord to use spies? The PCs rush to Natwkreport the danger. In thanks, an attemptigenon their lives!
There is a traitor in the ranks... The armies dk&ania swarm across the border; can they be stippsks the
adventure reaches its climax, the PCs must stopdher as the armies of Falkovnia lay siege ®¢ly of Nartok...
Who is the traitor, and why has he sold out hisnty?

Is it the Baron of Nartok, a man who favors Falkawnaw over the power vacuum left in Azalin's wake

Is it a high-ranking member of the Kargat, a creageeking to ensure its own power by rooting fierwinner?

Is it Galf Kloggin? Has this little squirmer bepromised boons in return for the aid of his supemzé allies?

Or did a mysterious, handsome stranger arriveeatetht of the Falkovnian commanders and offer ttiersecrets of
Nartok’s defenses?

The PCs are able to uncover the traitor and petnanto him, but not before the traitor's sabotage its effect. The
PCs gain a small victory, but are forced to fleetblaas its last defenses crumble against thesftéhgth of the
Falkovnian troops...

Chapter II:

Nartok has fallen, marking a Falkovnian victory es in the past four invasions. Darkon is shakence past Nartok,
the Falkovnian armies swept through miles of Dai&onerritory, ravaging villages and turning thepeful, largely
halfling town of Rivalis into a concentration camprakov’s forces are now focusing on Martira Bakijle another
wing of the Falkovnian army guards from easterredéérs.



The PCs have been pushed back to Martira Bay, wheyefall in with the underground resistance feroeganized by
Alanik Ray. Alanik wants to rescue the people ofaRs, and turns to the PCs to establish a seorgée by which the
imprisoned demihumans can be smuggled out of Falkavheld territory while there are still prisonéosbe saved,
rumors have it the demihumans are being shippekl toa€alkovnia to face horrible fates.

The PCs must sneak across enemy territory, crofisiniorrible scenes of war.

First, they must slip through the fresh battlefietdirrounding Martira Bay, where the wounded liening or crying
out where they fell, and Things come with the nighsup on the defenseless...

...then the PCs must cross enemy territory, evaiti@agvell-trained Falkovnian patrols, and witnegdimne aftermath of
villages who would not bow to Falkovnian law...

...arriving at Rivalis, the picturesque town nowned into a massive slave labor camp. They mustwigh both the
sadistic occupational forces and the self-serviemgitiuman prisoners who have agreed to help p&eai dwn people.
They must find a way to rescue thousands of deméimsimagainst unstoppable odds. The PCs find thesssa the
unenviable position of choosing who leaves, and sihgs...

Chapter 11l

After a costly effort, Falkovnia has taken MartBay, although the underground movement continuesatse trouble
for the occupational army. The war is grindingtbalt, both sides forced to fight far beyond théts of their strength.

Rumors have it that Falkovnian morale is fadingakov is said to be growing bored of the war, fratstd that he will
never be able to walk on his conquered lands, lsachis foe Azalin is no longer present to suffer humiliation of
defeat. The Falkovnian ranks have suffered setimses, and their ranks are now stretched thimd imors have it
that some of the Falkovnian invaders are startirigge their memories, suddenly believing themselvarkonian
citizens. Troops have been sent to watch ovetuk &And Avernus, to make sure nothing stirs inegiitf those god-
forsaken tombs. The soldiers report that sometsiiing in each. But the orders come: Drakov warxeekon, and
doesn't care who dies, or in what numbers, to rélaahgoal.

Darkon is demoralized and fragmented, unable tarorg a unified front. It is believed that Drakoay hold the
western third of Darkon, simply guarding what he file he builds his forces for a future push .e&simors have it
that the Kargat are playing both sides of the fendth each Falkovnian victory, the Kargat movesselr to aiding the
Falkovnians.

A way must be found to force the invaders back fremence they came. Darkon must find a powerfutdeéér to
replace Azalin, who is quickly becoming a folk heneen to those who would have spat at the namedhafs passing.

The PCs, so valuable to the resistance so fagieea one last mission: to enter Avernus and fingtlsing of value in
the war. But Avernus is besieged by Falkovniaosy ill the PCs enter a keep when an army canW#ll, that's
what makes the PCs who they are, isn't it. The #i€zuise themselves as Falkovnian soldiers, perbagn branded
on the promise that such scars will be healed.latéey must slip into the siege force, and theeerl that many of the
Falkovnian soldiers are just as tired of war asihekonians; the folk of Darkon and Falkovnia héveg demonized
each other, but the Falkovnians at the front leresjust men, like the Darkonians. They want tt\gme and see their
families, like the Darkonians. They're afraid, tjlike the Darkonians. The Falkovnian peoples ‘aeil, they've
simply been beaten into submission by their masters

The PCs manage to slip into the keep (indeed, gnerémes when a group of 6 is better than a gof§®0). There,
they try to find the rumored magical horde Azalepk and discover that Avernus’ guards are stilalemt. The doom
guards continue their patrols, oblivious to thgsie Axerock, Azalin’s vampiric blacksmith, is ktipairing the
mystical defenders who are damaged, and sneaksd oight to feed on the Falkovnian troops. Anirddtg the wave
of negative energy released in the Grim HarvesaliAs “backup” army of 100+ zombies now wandersutthe keep,
barely aware of their surroundings...

Battling past Avernus’ defenders, the PCs find mloer of objects which -might- be useful. Weapammjor, bizarre
contraptions; but what do they do?
It would take months to figure it all out, and thegn only smuggle so much out before their inelétalpture.

But there is one defender of the castle who coeldftuse. Ebb, the [adult] shadow dragon. Sheahwered for living
creatures, but enjoys terrifying them as much asrdging them. Up to now, she has been contesit tn her
treasures, occasionally taking wing to sweep dversbldiers laying siege to her castle and amuselidy watching



them scatter like rats. If the dragon lore is kb is a vengeful, spiteful, jealous creaturée PCs must attack her;
not to destroy her, or even to serious harm her, f& worse.

The PCs have to make Ebb angry, infuriated not ahthem but at all those who wear the Falkovniaméh. The PCs
have to enrage an adult dragon AND leave her &iugh to wreak her vengeance.

Once enraged, Ebb takes to the air, massacrimgpttieers camped outside Avernus’ walls (I assureeFlkovnian
army lacks magical strength, and would thus beaeduo shooting arrows at their flying attacke®nce they have
been wiped out, Ebb flies to higher elevation amdg to the south. Ebb assaults Lekar and Dralaasie. Not caring
about the difference between Falkovnia’'s leadedsisrpowerless peasants, Ebb starts laying wadteetcity. Drakov
is forced to withdraw his troops, calling themlzdick to Falkovnia to defend the capitol.

The war is over, but at what price? The PCs apamesible for the victory, but are responsibleddding suffering to
the peasants of Lekar as well...

And somewhere in Darkon, a mysterious gentlemagldbs once to himself and walks away...

John W. Mangrum

THE PRICE FOR FREEDOM
by R. Sweeney

Basic plot:

Marie begs the PCs to help her raise money. ¥f #re unwilling to give and they don’t have a buaitling to
help with the fund-raiser, she manages to findrd ahelp her. The blacksmith gives Marie a bitarked coin.
Soldiers of the Count come to the concert and rpalople uncomfortable until the stop giving monelye Tount
arrives, declares the taxes due, and preparekedta Orphanage. PC or Talis (if you have lame) B@so stop the
count. Emil speaks up and pays the remainder oDtiphanage’s debt. The count, forced to acceptibreey, leaves.

Marie holds a party at a local Inn, everyone isted. Michael shows up, offers the count’s apolegand
invites everyone who made themselves known duliagetirlier events at the fund-raiser to a dinnéneaCounts.
Michael expresses the Count’s ardent desire tateirphanage’s land for the site of a new manisewants to build.
He says the count will discuss fair offers at thndr. Michael assures everyone that the count doesitend to press
the issue if Marie decides to reject his offer eyided he is kind enough to hear it. Michael gigtisactive lady PCs a
pass to ‘borrow’ a fine dress from the local td#ahop if they need formal attire.

Dinner comes the next day and Marie turns dowrcthant’s offer (the offer is reasonable... but Marie
considers the Orphanage’s lands to be sacred ®aimed Mother.) The count concedes and appearscept this
answer. Michael leaves the room and hires Pirr@(istin another room at the manor) to torch theh@anage. PCs
smell the smoke and rush to save the children.P&find the bite-marked coin on Pirro’s body. @héhe brothers
tells the PCs that Emil is looking for them. As ®€s approach Emil, they overhear him testing Ti'slurage. He
scorns the boy as a coward and makes him holdethe of his horse as the speaks with the PCs @bewvening’s
events. The PCs tell Emil about the coin and thelief that it is the blacksmiths’. Timber tellet@ount. The Count
sends his men to kill the blacksmith (and smashedth.) A boy sees the Count’s men pull a long vox from the
ashes of the Orphanage. Gregor (historian-monl)ttet PCs what is in the coffin and a presumpéisto why the
Count would want it. The PCs must infiltrate thenmaand stop the Count.

Cast of Non Player Characters:
Galin Crowkeep (Deceased, former werewolf.)

Galin, after a long career as a respected militzag, was forced to resign by his advancing ageiddethe
opportunity for death on the field of glory and ddh he grew bitter and continually tried regainriitary command,
but to no avail until Fate, chance, and a curseres him.

Surviving an attack by werewolves, Galin contrddyeanthropy. After succumbing to bloodlust foveeal
moons, Galin found his strength and vitality restbrWith his health renewed (and indeed even moweful than
ever before) he regained his military command.ddisond career was marked by military genius andgten
ruthlessness.



In time, Galin came to realize what his curse ¢aase him to become, not just once a month duhi@duil of
the moon, but ever hour of his waking day. His gngraggression had compelled him to take loversnagyad his
loving wife eventually learned of this. When sheetttened to leave, he couldn’t control the raghiwihim. Guilt and
anguish drove him finally to seek a cure from S&édwinter for his cursed affliction.

She tried to cure him, but was unable to. Ratm@n tontinue as the monster he had become, bysdaglbas
night, he had the Sainted Mother take his life g/ his curse corpse deep beneath her sacredeempl

Rafael Crowkeep (Living descendant of Galin).

Rafael, inheritor of his grandfather’s lands, dalbin the black arts and collected tokens of nelgiature.
This, in the end, was a dangerous hobby indeed@®fthe items he had collected, The Scarab gfeffétted him
with a wasting illness for which he could find nare.

As his health slowly declined, Rafael sought aawith all that was at his disposal. Desperatiahtte
guestionable acts and practices. Now, emaciatgamdt, he has begun to pursue rumors of his grtreifa affliction,
believing that the ‘curse’ could restore him aslwels it did his grandfather.

(Few know of Galin's werewolf nature, since thenSsd Mother is discrete and trustworthy.)

He has currently discovered that the corpse oftaadfather lies beneath the old shrine (curremtigmple.)
In order to gain access to the lower crypts, heblegsin trying to gain possession of the shrine.

As his time grows short, he tries to force a ftyegre on the Orphanage. When that fails, he Ifries (a fire
wizard) to torch the place. Pirro is paid with tlexy same money Marie collected to pay the backgan the
Orphanage. Thus, when the party kills Pirro, thédyfimd the Blacksmith’s bite-marked coin amongetioot. (See
below).

Michael Tarnok. (Right hand man of Rafael and weaf the Darkshade armor)

Michael is a warrior of some renown who has beethé employ of Count Rafael for some time. Duiang of
his missions (exploring arcane secrets for the €otobby of collecting items of the black arts)dtWiael recovered the
Darkshade armor and the Scarab of Set from a Idoted. As a reward for good work, Michael was gitiea
darkshade armor. This item, too, had a dark legadyan evil curse.

As time went by, Michael was slowly drained ofaviénergy (wisdom) by the Armor. As it drained moféis
vital essence, the Armor displayed increasing pswaed abilities. Michael slowly came to possedsstad the undead,
while losing his humanity, emotions, and indepemndéth

Michael once loved Leyana, but the loss of hi$ maks prevented him from disobeying his mastertsmands
to punish her when she runs. Michael cannot fed,lbut desperately wants to. He may ‘fall in lowéth a female PC,
treating her with respect and trying to woo heeetibn. His air is respectful and gentlemanly. giftss are generous
and thoughtful... but he will be unable to resist tbent’'s commands.

Michael is armed with normal (non-magical) weaponly but such weapons are of excellent craftsmpnsh
Rapier, pistols (or drowish hand crossbows), arge€br longbow), and poison (drowish).

Michael doesn't eat or sleep. He has the halstariding absolutely still for periods far longeautta normal
man would unless he remembers to shift occasiotmkgep guest comfortable. His body heat is camaloly lower
than normal, but not cold as death. Michael talkdsdamage from any blunt attacks.

Leyana Bayo (Bard/mage, prisoner of Count Rafael)

Needing someone to aid him in his researchesaimtare for his cursed affliction. Count Rafaeltfiiged and
then enslaved Leyana. She has tried to escape tings;. and it has cost her.

The first time she ran, she used magic to aiceingscape. The count sent Michael to catch hedi¢Herhen
Count Rafael had Michael slowly remove her laryrixlevshe was fully aware. He did. This not onlylved her of her
ability to cast spells, but also of her singingmething she enjoyed very much. To say the lehstfedt betrayed by
Michael...and was devistated.

The second time she tried to run, Michael remarddft hand.

The third time, he cut off her right leg (to theele).

The forth time, he deafened her and removed her ea

The fifth time, he took out an eye.

The fifth time, she was so severely beaten thatssiffered partial paralysis from the blows.

The last time she tried to flee, a fire brand wsed on her. Nearly all of her flesh bears horats from that
horrible lesson. She will run no more.



Unable to read scrolls, cast spells, speak, breglea, she hasdeveloped spells on her own witpdieer of
the written rune. In secret, she has tattooed bey kvith every spell that can be scribed. She kp®sive runes, sepia
snake sigils, and Illusionary Scripts. She dedivdake revenge upon the Count and Michael busesfiio be subject to
punishments again. If she fails again, she wiltraa explosive rune upon her arm and swallow tleetlfiat erupts
(instantly fatal.)

Timber Moccasin (Orphan)

Timber is a small time thief. In return for notihg prosecuted for an attempted theft (from ther@su
possessions) he was offered a deal. He was toylibgarphanage and help the Count to force themTamber is a
‘mole’ if you will.

Timber is basically a bully and bigmouth. Deep dphowever, he is a coward and backs down from
confrontations where he doesn’t obviously holdupper hand. When Emil hears of Timber's reputatis@ strong
young fighter, he tests him to see if he is wotthpe allowed to join the Paladin’s entourage. Téemécts like a coward
and Emil humiliates him in front of the other boys.

Emil then proceeds to tell the PCs of a plot elenaed Timber gladly betrays the orphanage buyrtemp
what he’s learned to the Count.

Emil: (Paladin, fallen).

Emil is a fallen paladin. The evils of Ravenloftre down his spirit until his faith was destroy&durently, he
is the leader of 15 men (warriors 3rd level), omalér, one mage, and one bard.

Emil was badly scarred by a confrontation with.ekihowing this, the large man will not remove hignor at
any time in front of strangers. He has never rerddvis helmet since his disfigurement. (Emil foughilack dragon,
the acid breath weapon permanently scarred himil, EBimce he is an outcast, has sympathy for tipaams and other
outcasts.

Currently, Emil represents the law which is nattcolled by the Count. (He is a marshal or memii¢he
Kargarat if you wish.)

Marie, (Bard)

Marie once entered Darkon and forgot her pastedtly, she believes herself to be a ‘Blessed BSiste¢he
Order of the Sainted Mother. She runs what remaiitise temple from Galin’s day. The temple of tt@nfed Mother
eventually became an orphanage where wayward ehildere cared for and given a chance at life dtiear a life of
crime and abuse.

Marie has access to Divination spells only (sh&epas a cleric but has no healing spells.) Maralse cleric,
is served by three ‘Brothers’ who are true follosvef the Sainted Mother and believer her to bei@ tieric.

Marie cares greatly for the children in her cha®ge has fought valiantly to save the orphanagd ibtber
helped the counts men gain entrance to the orpleasad) steal what little gold was in the treasuiyc&then, the
orphanage has been heavily in debt.

With her high charisma, the fact that she cami@sveapons and never strikes out in anger, anddrelic
ability to influence reactions has enabled henstili peace in almost any who desire to harm Her.level and
reputation are such than only the emotionless Micban directly seek to harm her.

She tries to entice a bard PC to give a performémtelp her raise money. During this performanuastly
coppers and silvers are given, but the blacksmékes a display of biting into a gold coin (to pratetrue gold) and
places it in the bowl for Marie.

The Count’s men interrupt the fund-raiser. Emilwever, steps forward and vows to pay that mondgtwine
Orphanage was unable to raise.

<In my campaign, Talis was the performer-bard. Wihe count interrupted, Talis got hot with him and

challenged him to a duel of honor. The count hadhdel fight in his place. Michael whooped Talisttb&mil, then
stepped forward and protected the half-elf.>

Brother Simon (Architect)



Simon is extremely aged. In his youth, he workedhe mansion in which the Count lives. He may lile &
tell the PCs of the best way in.

Brother Anton (Healer Herbalist)

Can supply the PCs with Wolfsbane.

Brother Gregor (Historian)

Can (after prodding) inform the PCs of the histofyhe Count’s Grandfather.

Notes: Brothers

These monks are pacifists. They cannot learn aregpvear armor, or attack with the intent to cause
harm and remain clerics of the Sainted Mother. Téheres of spells are: All, Divination, Protentio

Special Power: Influence reaction (as per Bardude.

Blacksmith:

Enamored to Marie. Timber overhears Emil speakingut the PCs suspicions of the gold coin theydcamd
tells the count. The count has the Blacksmith #i([Eace/teeth shattered by a mace).

Pirro (fire wizard for hire)

Pirro wizard-locks the hole building (kinda likeuards and Wards’, the 6th level spell. Once noaame
leave, he burns the children alive. He enjoys tigkwBY item or spell, Pirro is immune to normakfand smoke.

The PCs must rescue the trapped children... andwdémaPirro who will try to divide the party andeh
surprise them.

Pirro is paid with the same money raised by Marisave the orphanage.

Sample of the Adventure Session:

In Darkon, | placed an orphanage in financial leuOne of my PCs, a bard, tried to raise mongatotheir
backtaxes with a musical performance. He was ditiger well when the guardsmen showed up and gatraer on
the event. (They intimidated the crowd, causingrthe stop giving money.)

An important event, is where the PCs see a blaithsyite heartily into a gold coin (to demonstréte purity)
and drops it into the collection bowl.

Michael, who wears the Darkshade armor | createdral months ago, walked through the crowd, cgusin
them to part before him like Moses standing atRbd Sea.

Michael was a greyish skinned man, perhaps idthisiecade with silver streaks touching his hathat
temples. His skin had an ill pallor to it and hjge were lifeless and dull. He was extrodinariintiThe draining effect
of the darkshade armor having made him sometinmggtohat he needed to eat.)

The rolling sound of a carriage approaching diesvdeoples attention away from Michael. One woman
wispered, “the count” and fled. The count steppetdod the carriage, a normal-seeming man with hilygtolored
clothing. He was younger than Michael, but appetodie even less healthy. Skeletal-thin, but tadl Eanky. He stood
unsteadily and approached. When he coughed, bleckield spots appeared on a bright white cloth heech

The count told Marie and Talis that the orphansigmxes were already past due. He would not atleept
money as payment.. but rather demanded that thewogge be exited at once.

Talis, a bit hot-headed, challanged the countdae of honor to settle the matter. (Knowing ttegt count
would choose a champion to fight in his steadis@a®@mmonly done amoung my nobles.) Talis foughthdel.

Michael was;

a better warrior



untiring

unemotional

patient

and suffered only half damage from Talis’ Sais.

Talis was soundly stomped... the count told Mithadring the boy back to the mannor for lessoneivility.

At this point, Emil, an NPC who is a member of Kergat, stepped forward. He was impressed witisTal
bravery, “the boy had a big mouth, but his hea imethe right place.” Emil told the count to leghe boy, accept the
money, and he, Emil, would cover the rest of thpaith taxes.

Emil is not good, but respects bravery and hohalis was brave, and the count showed little homdine way
he intended to treat Talis after the contest. Thentsuspects Emil's connections, and fears angéim.

The count backs down.

The party is taken back to the Inn for a parfymil comes along.
(Just ‘cuz yer evil don’'t meant ya don't like a goparty.) As the celebration dies down, a messeifinger the count
arrives.

Emil, Talis, Marie, and Sage (who was mouthy dyitime encounter.. even if she didn't fight) areited to a
dinner at the count’s estate.
(Turmerick wasn't invited because he didn’t makas$elf known during the confrontation earlier.) is hote, the count
apologises for his rudeness and explains his istémehe property. (He owns a lot of land aroumg érphanage and
wants to build a new mansion on that site...thdamnage is in the middle of where he want's his heme to be.) He
proposes to discuss a possible purchase of thawéah Marie after the meal.

Michael stands outside the door, and enters sitithe. He nods to Talis with respect and turnSage (an
attractive female). He hads her a note that hewdlyallow her to freely rent (borrow) any dredsesfinds in a shop he
names. Sorcha complains that she isn’t invitethégpiarty (another PC). Michael adds her name todke tells her
she’s invited and can get a free dress for theirgehle bows respectfully to Sage and preparesawed. (Michael
comes off as interested in Sage.)

Emil goes to the party because it's political. e to go. Sage and Sorcha go to the party betzeisget
cool dresses...and it promises to be fun. Talis go¢he party, cuz he doesn't trust the count lwspit..and desires to
protect Marie (NPC), of whom he is quite fond.

Turmeric doesn't say squat, and isn’t noticed. des't plan on going.

They go to the party. At the party, everyone dimegood food except Michael, who stands at the tiothe
place. He is silent, and unmoving. One of the P@&a that he has stood without shifting his weightan hour. This is
odd.

The count makes his offer to Marie. She refusésgcan emotional attachment to the land. The tshrugs
and tells her that next year, when she can’t paytphanage’s taxes, the land will be his anywayd. says he can wait.
No ill will.

Michael has briefly left the room, but no one pes. (He's also very quiet.)
Outside, Turmeric has been making rounds of theama checking it out as it were. Hey, he’s aftheiho
knows what'’s on his mind. He thinks he sees somé&éng by the side door.. but by the time he getse whoever it

was is gone. He looks for tracks, but he’s notréimgger.. she is inside wearing her cool new dress.

Turmeric desides to try picking the lock on thaesof the mannor when he smells smoke... and hears
commotion in the street. Going to investigate,ihdd the orphanage in flames.

All by his lonesome, the tries to enter the buigdand rescue the children trapped inside. Someaséwizard
locked’ all entrances..which forces him to phydichhtter down the front door to gain entrance.

Opening the door looses a backdraft, which kndkson his ass down the front steps. Righting hifnke
charges into the inferno. While inside, | had himke a constitution check each round or cough andechelplessly on



the ground. Each round he was within the smokeyiffered an additional -1 to the check. (Meaningifstarted
choking, he still had to pass a check to try tzdeaHe also took a consistant 1-4 pts of damagequand from fire.

The children were trapped in their room, wizardkied. He battered the door to the girl's room doMe.had
some trouble figuring out how to get the girls aiimce taking them out the front door would catmsart to suffer 1-4
points of damage.. and they probably only had p<l they’d make it in one round... if no one trigpe

With some quick thinking, he called to people @ésdropped some sheets to them (the girls atbeosecond
floor) and had them form a net to catch the gisifia dropped them down.

Meanwhile, the sounds of the boy’s coughing inrtegt room are dying down...

He begins choking on the ground helpless for arfawnds before regaining enough composure to laathe
window for fresh air. The older girls have keptpjpong their sisters down to those below... so #reysaved by the
time he recovers.

He tries to leave to resuce the boys, but the todapses under his feet right before the dodah#ohallway.
He doesn't fall, but can’t leave the girls roomtthvay anymore. He is forced to scale the outsidin@building and go
to the window of the boys room. (Which is wizardHed.)

Cursing whoever is involved, he punches throughglass.. putting some nice slices in his wrisedBing his
way into the room (and bleeding) he drops the uaiows boys to the ground.

By this point, Sage (with keen elven senses) stied fire even from within the count’s mannor. Emalis,
Sage, and Sorcha leave to help.
(Notice that the count’s dinner kept all the herbeknew about away from the fire until it was tate.)

Emil, who is interested in Damage-Control morenthiaking his ass to save a few remaining childvegins
directing the distruction of nearby houses so thaffire doesn’t spread. (He will use draft horgepull down the
houses and get the wood away from the fire.) Hetdnakock a histerical woman in the face. (Sheys to tell him he
can’t tear down her house.. not her house.) Emit aigentleman when he’s irritated.

Sage has a sword frost brand, which puts outrfiee10 radius around her. However, the wood quickl
reignites after she has passed. Talis has a necfaadaption, which allows him to breathe normaikgn in the
smokey interior. Together, they meet up with Tuiimyexrho is trying to break open yet another dowfith older
children trapped inside.)

The ceiling collapses on Turmeric, trapping hirali'is forced to catch a beam that is falling iest
Turmeric’s head. He can’t move the beam and cahgd until Turmeric is freed.

At this point, the villian appears. Pirro is &fivizard, pyromaniac. He has a mechanical gadghisoperson
(flamethrower). He sprays Talis (who can’'t movejva stream of fire. Sage intercepts with her swaitich
extinguishes the flames). Now, a stream of gasadifieing sprayed at the heroes... soaking alkefit Since they are
within 10feet of Sage’s sword, they are safe fownbhe fire wizard backs up and begins castinglsplthe heroes.
(The sword only has a 50% chance to extinguish cahflames.) Sage can't attack from where shenid,iaforced to
advance to melee with the wizard. (Oh, and hetydressed is ruined by the gasoline).

Of course, when she goes forward, her brotheekézbin gas) ignite. they take 1d20 + 10 pointfiref
damage. Talis is immoliated.

Here | need to point out a little fact about Talialis’ mother was a witch who was burned at tag&es When
he came of age, his mother’s spirit bound with himaking him a warlock. A side effect of this, hewer, is that Talis
has had frequent nightmares about being burned. alivis was already clearly explained in previocasigg sessions
(explaining why Talis didn’t want Sage to learméetall’.)

Well, Talis’ mind comes unhinged.

Turmeric finally frees himself as the beam conmasiting down. Still on fire, he launches himseltfret
firewizard with bloodthirsty rage. The fall hardttee ground. (Fortunately, he passed close enau§lage for the



flames on his person to be extinguished.) The gtaaliapses underneith them... they fall to thet filoor. The hit
hard. The ground collapses. They fall to the baséme

Ouch. Turmeric briefly sees a glyph-covered stetdan the wall when a flaming wine-rack collapdgst he’s
pressed for time as the building starts to collapse

Sage extinguishes Talis, wrestles him to the gloldmocks him out. And throws him out a window e tmen
with blanket ‘nets’ there to catch him.
As they grab Talis to pull him off the blanket, #ien on his wrist slides away from the muscle.i§Teally happens to
people with third degree burns.)

Turmeric drags an unconcious mage from the bugld8age jumps clear of the building as it beginsoitapse.

The party is forced to use some of their healjpgls to keep the mage alive (but he remains urioasg They
use the rest of them on the children. (No one relpeesto use some on Talis... figuring that he'gealjust comatose.)

Sage and Sorcha babysit Talis, trying to wake Rinnmeric takes the comatose fire wizard to thle. javhere
he personally guards him.
(Paranoia... he figures that all the guardsmemarhe count’s side and want the fire wizard desfdie he can be
questioned.)

He hears nothing from Sage, Sorcha, or Talis dordr Someone offers to relieve him of his guatd He
refuses. The guardsman sits down and watches igenpr anyway. Sorcha comes down to bring him siowme and
lets him know that Talis hasn’t woken up. He statyhis post.

Emil comes down to see the prisoner. Turmericst&dkTorvil... telling him what he’s found. Onessveral
coins on the Fire Wizard's person seems to beiteentarked coin Turmeric saw the blacksmith putia collection
bucket last night. This implicates the count. Emeieds this verified by the blacksmith.. and to hiveeteeth-patterns
compared. The other guardsman quickly volenteed® tthis.

Turmeric’s intuition tells him that the blacksmithas good as dead. He tells Emil that he shoade lthat
guard watched...because he suspects his loyadiesth the count. Emil leaves to put another guamdhe first guard.

A few hours later, a guardsman named Jerrad cdowes to Turmeric with ‘bad news.’ First, the blagiith
was found dead in his home. His head was crusheerunfalling anvil. It doesn’t look like an accideHe also,
hanging his head, tells Turmeric that someone biatkeSage’s room and slew both her and Talis.rijg@ies that there
was some poison on the blade and that since thegnhdound Sorcha, she is suspect.

Turmeric is cautious, and tries to catch Jerraallie.. trying to get the guard above to verifg siory (and
identity.) Of course, both guards are working tbgeffor the count. Their stories match.

Not seeing any reason to stay, Turmeric leavedéak on his brother.

Talis, amoung other things, is a telepath. Hésis maddened by his fever. Due to a DM contrivaiedis, in
his fever, contacts Turmeric at this time. “It lgimnake it stop...”. This means that Talis is dlive
Those liars.

He enters the guardhouse again and melees théditer, Jerrad, while the second feeds a patiomealing
to the wizard. Turmeric Kills the first fighter, @ds the second to take down the firewizard bef@rean loose a spell.
The wizard goes limp and falls to the ground. (lde hhp but is playing dead.) In the middle of comttés ploy
works. Turmeric drops him to take out the othehtiy.

Pirro, the wizard, thinking himself dead, begiasting a fireball spell to take everyone out wiim T urmeric
can't get to the wizard in time, but he does doolgieof the open doorway and escapes the blasth@dethps.. he
wasn'’t going to be able to take a fireball fromddhllevel firewizard.)

Exhausted and dispondend, he finally goes to selerbther.

Sage complains that Talis has been telepathicijactiing people in his fever..”and nearly madecBarpee
down her leg” (Sorcha didn’t know Talis could dath Turmeric enigmaticly says, “that’s all righitalis did just fine.”



During the next adventure, the plan is: Emil cai@tanything legally because there isn’t enougloptm
accuse the count. The party has to take matterghiefr own hands and break into the castle. Ttierg meet Gwenlin,
a bard which the count has basically enslaved k8&ps trying to free herself, but the Michael alleraaptures her.
Each time she runs, a part of her ends up missitgnd, so she can't play. Her voice, so she @nd. Her ears so she
can't hear her beloved music. One of her eyesthraten her with blindness (so she can’t segHet. foot was
hobbled so she couldn’t run, then her leg was taltehe knee so she couldn'’t flee (when loosingdloé didn’t deter
her). She’s been beaten and scarred. It turndvbcihael seemed to like her at one point, but evieng she ran, the
count had her ‘punished’ by Michael. Michael digggld no malace while he was torturing her...eedig@bout it.

The count, you see, isn’t a wizard, but needsdon about magic. The best he could do is this Meegd half-
elf whom he captured. He forced her to read andlysttue magic works he’d found.

The count is looking for a cure. Many years agostooped to using a evil item of blackmagic argl ha
contracted a wasting illness. (perhaps a failedguoleck.) He is frantic to get his health back.

His grandfather once contracted lycanthropy..raewhich rejuvinated his body...making him actaiése,
and virile again. The count is trying to uncoves prandfather’s corpse, and from the residual blmodract
lycanthropy himself. He doesn’t want to die...

His grandfather eventually sought a cure.. and weethe orphanage. (For in those days, he he#ueof
orphanage was a saint with healing powers.) Theg weable to heal him, and at his request, melgi@rided his
tortured existance. His body was buried under tphanage in a secret room. (The rune covered sthitd Turmeric
saw.)

The count needed access to the orphanage toagdtdtly. His ill health has reached a point wheveli
threaten his life..his need now is urgent. So, wiecouldn’t claim the orphanage or buy it. He dhiRérro to burn it.

The PCs are expected to stop the ceremony/ritogiired for the count to contract lycanthropy.

Robert Sweeney

THE AGE OF WISDOM
by R. Sweeney

Malcolm is a man who grew up in an abusive faroflinsert city name>. (Perhaps Malcom was an arpha
adopted by a family who wanted a free labor...nchid to love.) Now that he is older, however,Has managed (by
either luck or skill) to acquire some land for hetis

He is forced to take care of his parents, whanategrowing infirm with old age. Since he is alrgaul the
‘buisness’ of caring for the elderly, he decidesutm this into a career. Thus opens “Malcom Elke. Care for the
twilight years.”

Malcom, having learned miserly behaviors fromdriginal family, continues them in the elder horfibe
rooms are cold, the food is bland, and the elder¢raated with distain and cruelty.

At first Malcom works off his inner rage on hisrpats (locked away from the rest) but later exttajgs his
vengence to all of those under his care. No brugatlistic, no... he is, however, strict and agpies rod to those who
sneak out of their rooms, don't finish the foodytlaee given, complain, speak rudely, or disobey. him

Of course, he has a financial stake in keepingeltierly in his home, so he punishes anyone whdiés\po
outsiders that they are not happy here. Some ahtire tiresome elderly are given herbal ‘medication keep them
stupid and pliant.

How the PCs get involved....



One elderly woman freezes to death in her bedb8hbhemes a ghost... but one of weak will and potteen as
a vengeful spirit, the fear Malcom instilled in tarring her last years of life prevent her fromragdirectly against
them.

Rather, she ‘escapes’ the walls of the home apdap before the PCs.
She tries to grab and shake a PC to get theirtetiteand plea for help. PCs may see bruises oglmestly form.

Her presence (and handling of one PC) ages sottheiof rapidly towards old age and senility. (Praifity
almost all...) she flees the PCs when they attackbemihumans appear as old as a human of haifape.
(Their resistance to time’s effects is temporamgnoved by her special ability -- max extremelyerable.)

Several PCs are infirm.. and those unaffected fmgsome place to put them so that they do nogda
themselves by wandering off or falling down. The&®Cs do not appear to be able to speak.. ontemagtbber, and
groan.

In town, the PC is pointed towards Malcom’s homehere their ‘parents’ can be cared for while thegrch
for a way to undo the aging.

Wizards have a high chance of spell failure antega senility.

Warriors have lost a great deal of strength. Téehequire the use of a cane or other walking immgatit to
avoid falling down.

Clerics of evil alignment grow dark, cantankercars rude. Clerics of good alignment, however, have
interesting form of senility. They occasionally rember things that didn’t happen to them... aftemikaathey should
remember being beat that morning only to see th@ies are not broken....but another elderly peirstime home did
suffer that beating. (Their senility gives them #uwantage of the elders’ wisdom. They gain wisdmeh intelligence as
per the DMG's suggestions for altering abilitieshwadvancing age.. not just the negative effedtdiethe other PCs.)

Option: All PCs of good alignment gain wisdom wikiis enchanted aging. They ‘remember’ things which
never happened... years of their lifes that didrist. They ‘remember’ getting married, having milg, and for some
reason being sent to the home.

If the PCs try to fight, they have a THACO or Atedo their extreame age and easily have bonegbrok
(quickly bringing a halt to their ability to fight.

The way out (and this would take some forethoumglite design of the place) has to do with nonalireeans.

1) Sneaking out and telling the authorities of whaty have seen.

2) Setting traps (marbles on the stairs, fallingratellier, etc..)

3) Inspiring the ‘younger’ patients to fight back.

4) Finding the room where the old lady who frozeléath is still rotting away...(meeting the ghastd second time.)
They can ask the ghost for help, but she is toaicdhfo face Malcom in person. She could, howevegls key or find a
secret room.

5) Finding the hidden room where Malcom’s paremtstading. (Can be useful in reporting his actitm¢he
authorities.) 6) Tricking Malcom into going intac@om where an elderly patient is supposed to kbrigi
(ventriloquism... no one’s actually in there...)ejHock the door after him.

7) Poison.

Magical options:

1) scroll tucked in the back of one of the bookthimlibrary. There is a book on ghosts and apipasit.. inside the
back cover is an old greying parchment. Appareittiyentions a case where a ghost’s aging attaskundone by
righting the wrong that led to it's creation.

2) Nymphs in the garden (Alternate: a painting ghaden in the main hallway)... dismissed as ggiilf the guards
and Malcom, there are actually nymphs in the gar@ilbese nymphs are saddened by the state of theoftbpeople
trapped here. Only those with a high wisdom (enbdry age, perhaps?) can actually see them fortivaptare.

These nymphs believe that ghostly aging can benmaith a special ritual after the spirit has bksdh to rest
peacefully. They can perform this ritual.



The nymphs can also make a ‘potion of vitalitgrr natural herbs they can gather in the forestindgveen
given this potion, makes the PCs a bit more funetio

3) Other ghosts:

One elderly person was beaten for stealing a'keig elder person was beaten to death in the bagefrtee
ghost, however, remembers where it hid the keyl.ve tell the PCs.

4) The library:

Again set in the library, this time the PCs leaf elderly person whom the other patients insised to sit
and read a story about nymphs and forest mythadegyy day. Eventually, they went to the libranpting him to
bed... and he was nowhere to be found.

One of the patients claims the nymphs took himyawi¢h them into the book...

(If the PCs read books in the library, they wikesa small picture of this elderly man dancing agritve
nymphs with his cane in hand.)

A PC, who intently reads the book who has a calanfiagination (perhaps being a mage helps) cap ‘st
inside the book’ at one point and be with the nymfhis can only be done while no one is lookingot even another
PC))

Althou difficult to drag themselves away, this P&h leave the nymph dance later.. and be freeetaksabout
the home after night falls.
(Perhaps to truly escape.)

| suppose most PCs won't enjoy being hamstrungfamed to abandon their quick swords for quick Wit
then again some might.

Robert Sweeney

THE PRISONER
by R. Sweeney

Adriana (a drow) is a fledgling vampire, subsemvito Locust, the Master Vampire. Strong-willecs thkes the
vampire’'s power, but wants to be free of her master

Master Vampire, Locust, is an old and powerfuleam but weak in ambition. He has staked out his ow
little corner of Ravenloft as a feeding ground. Hhigrtal aide, is Kornic Monkshod, a noble man ia tibwn.
Kornic has studied the rites of black magic andobee a cleric of evil. He worships the spirit of ¥empire...Locust.
Kornic is skilled enought to make magical potiofigom the vampire blood.) He cannot cast any spdits/e second
level..since the object of his worship is not tyuglgod.
However, his ability to make potions from the pofuevampire blood still make him a deadly opponent

Adriana desired Locust’'s vamperic power, but glyitked of his lack of ambition once he brought beer.
He won't let her go, and she has begun to dispsedakness.

Kornic protects his lord during the day... and lsicprotects his guardian during the night. Adrieaa’t fight
Locust and she must sleep when Kornic guards hils Adriana wants someone to break in and kill Karrihen kill
the Vampire lord (who is greatly weakened duringtid@e encounters.)

She will be sleeping elsewhere.

Adriana can't really pretend to be a half-vampaed play on the Pcs sympathies to kill her massterfree her
from the curse, because she’s a Drow. (The PCsratially assume she’d CE.) Why would they riskrthees to
save a CE drow? She therefore must force their.Haptions:

Stolen items, blackmail, cursed ring, or kidnappiidch ever PC that couldn’t show up to play thighh The PCs are
FORCED to cooperate.



Alternate:

There has been a rash of murders lately (morertbemal). The victims appear to have had theirtamgsit and
blood drained. Vile black-magic is suspected. Savefrthe victims recovered are enemies of Kroalthpugh this take
some investigation to discover.)

These murders are Adriana’s work. She is droppings to get the PCs to investigate Kornic.

Adriana uses pick pockets to drop notes/cluestimed®Cs pockets.

Adriana acts as a mystery stranger who speakstfierahadows and passes
on important clues.

Kornic has been performing rituals/experimentdiving subects..draining their blood during the ggedings.
Locust has been collecting street urchins and bredgahis servant. Adriana has also been ‘helpifgie of the
‘victims’ abducted will be someone of importancehe PCs. Adriana has made this victim look liketraet urchin (so
as not to raise Kornic’s suspicions.)

Once the PCs have killed Kornic, it should be appithat he was a vampire worshiper... at thistpbiey take
out the lead vampire. Adraina, now a full vampisdfree of his control and begins collecting heingwvack of vampires.
(For ambitious plots.)

PCs have loosed a greater evil on the land, andeaponsible for brining her down.

Personalities:

Kornic, nobleman of influence who lives alone airlfy large mannor. He has a group of people comnte i
occasionally clean the place, but mostly no onersrar leaves.
Potions: Potion of mind control (anyone drinkingshsave vs spells or become highly suggestablé- g
turns.)
Potion of gaseous form.
Potion of extra-healing.
Potion of kindred strenght.
Potion of wolf-form. (Different for each drinkechanges them into some animal type that closely
matches their personality.)
Vial of blood-gas: Forms cloud of set dimensiofisose within the cloud failing their saves bleed a
per sword of wounding.
Potion of cause critical wounds: can be applced tveapon to inflict additional damage. Kornic is
fond of darts.

Locust:

Blood-drinking vampire with “chill touch” spell &fct. If he drains blood from an opponent in combat
drains Con points at 3 / round and heals 5hps pargdint drained. Locust can assume a cloud fortin grieen
sparkling motes of light floating about. If a cne&t is enveloped by this could, Locust can drirdirtblood as
previously indicated. Locust has no animal formclist can only fly in cloud form. He flies at a raffel5” even against
prevailing wind. He naturally regenerates 3 hpsuhd. He has no power to charm, but his voiceldas suggestion
spell.

Lesser Kindred:

Created during a ritual by Kornic, Locust draindgaim completely of blood. The corpse droppeéinalley,
where it is found by the family and buried. 3 dafter burial, Locust retrieves the corpse... whiak become a zombie
variant that drains blood with a bite. The lessadfed can drain constitution at a rate of 2/roand heal 5hps per
constitution point drained. They may even exceést thormal hp totals briefly, but the excess i kfter 1 turn.

Lesser Kindred can roam by day... they have aihdslligence and obey Kornic or Locust. Another yare-
worshiping cleric could use his ‘control undeadiygo to control them as Kornic does.

Lesser Kindred suffer no ill effects from sunlightit they avoid it if at all possible.(They perfobasic
housekeeping tasks for Kornic in addition to bedagtime guards.)

Adriana:



As required, the PCs are never in a positiongbtfher directly during this adventure.

Robert Sweeney

THE ZARTAN ISLE

Scenario 1
by R. Sweeney

Wondering about the Zaratan's involvement in theeature... the following ideas come to mind.

Appearance: During a storm on the sea of sorrthvesship finds itself propelled ever faster towaaidarge
island floating a head of them.
Truth: The Zaratan is closing on the ship.

Appearance: As the ship nears the island, a \sobacropping of coral reef tears into the undersitithe
ship. The sound of splintering wood reverberatesutphout the ship.
Truth: The Zaratan has raised an appendage urelship. Either the head, or a leg.

Appearance: When the storm ceases, they findiibestrangely pearched atop a large outcroppimgaX,
fully clear of the water by 12 feet or so.
Truth: They are sitting atop one of the Zaratanib$, but can't see it as such because of the. Sadak instead of a
rocky peninsula.

Appearance: The villagers dance and sing amouhgstaves of the sea shore.
Truth: They are dancing within the mouth of theatan. The Pcs, dressed in ceremonial garb migekpected to join
the dance. When their group dances within the mdhéhZaratan gobbles them up.

Appearance: The island rumbles with a sudden ¢thor. The cave collapses.
Truth: The Zaratan has eaten them.... (They has®ised serious wounds in the process, but ndvaselied.) Inside
the 'caves' under the island, they are navigatiogy corridors with an acidic/corrosive pool atittfeet.

So while they are looking for a way out, they diger other skeletons and perhaps even small diggphave
been swallowed up by the monstrous Zaratan in éiseé pttacks against the inside of the Zarataroahg as
effective as such attacks would be against andsté&red chunk of rock.

Acidic fumes and stale air press the PCs to quiftktl a safe exit from the Zaratan's gullet. Hoemg\an entire
eco system thrives within the Zaratan... designaddke sure this doesn't happen.

The ‘water' in these tunnels is, of course, a Weatdidic secretion that slowly dissolves the P@stivear.. and
then begins attacking their flesh. The greater dgritpwever, is in attracting the attentions ofygrezes
and black puddings... or other acid resistant nevasRopers and Neo-Oytghs seem appropriate agsvellercers.

Some past victims of the Zaratan have managedaptdo the hostile environement within the Monstén
this lightless environment, they rely on sound aceht instead of sight.

In order to maintain the appropriate atmosphé¥ePXCs should learn relatively quickly of a possibay out.
A diary on a destroyed ship perhaps. "Woe am liHerthird and last night of sacrifice has come past. Now, | an
my companions are trapped.. forced to survive aswe can in this hellish underworld within the siedf we can only
avoid the creatures long enough... if we can haldmtil the next group of unfortunate victims langi®n this cursed
shore.." The idea, not spelled out here, is thaP8s can leave while the villagers attempt the saorifice.
Alternately, a magical way out exists on one ofdestroyed ships...something in several parts wihieiPCs must find
and put back
together. "If only the Scepter of Seven had notlsued in the battle with the under-dwellers | cdelave. My men and
I make plans to retake the parts lost to the uddestiers this evening. May Tempus look with favoraur task..."



Robert Sweeney

Scenario 2
by Alastor

The adventurers, either by chance, fate or pufpgddepending on the campaign) get to DermochdieyTfind
it is a peaceful island, inhabitated by primitve fsiendly people (described in our previous past3hey get
acquainted with the land and the inhabitants.mraanication is hard, only through gestures, whieheasily
misinterpreted... The only person who can actugdlyak with the PCs is the Temmin's advisor, a sdraeuivilized
fellow, but still a native, named Jeld'Akhan. Hiistthem certain details (regarding customs, tleniitself and
religion (Leatherback & Rautha -see Dermochel ealew Domains entry)... But by NO means does héhtein that
they are currently on the back of a gigantic turtle

So the PCs live "peacefully” until one of theives tells of a dangerous creature roaming thel@sng now
this can be anything, providing it is not too dangis so that the players can't get too hurt, bitih@etoo easy so that
the players don't get suspicious... Anyway, the &§gatch this meaningless hazard and are deemedshe a
ceremony is held in their honor... | am abandonivggsacrifical idea, maybe it can still be put @idnsomewhere, but
that's not what is currently on my mind, have t@gnthat first :)... The Temmin, through Jeld'Akhaongratulates
them and saying that now, that he has found wdtibyoes", he may tell them of his goal...

Now the Temmin wants to help the dying Zarataaiathin undead/immortal state... He needs powerdigiicn
to achieve it.. He's almost ready to do it, butrtfeest important "ingredient” is found deep withie tZaratan itself... It
can be anything, perhaps a magical item left oyex previous victim... So the Temmin tells thentto$ cave found at
the base (?) of the island... he tells them tchgoet and retrieve some item (the one he needs)tfrercave... How hard
can it be? Right?... It is very important that aghis point the turtle-people seemed very friendtythat the PCs expect
the danger to come right out at them and not fieemiatives' part...

Jeld'Akhan or the Temmin (what's the diff) givee PCs a magic scroll of teleportation... it'sesitbustom
made (the spell) or the turtle-people have diffekémd of magic.. anyway the point is that the spahnot be
recognized by a spell-caster in the group... atierrust between the PCs and the natives is impbrthe spell is
indeed of teleportation but of an object... soRi@s set out, encountering perhaps the jellies Bmdsand oozes as
well as skeletons and other wreckage.... Not totimehe digestive juices...Now the PCs have attiglbecome
suspicious... If they try to leave, they find thia cave entrance has collapsed (the Zaratan clisedouth)... They
finally find this object they were looking for ande the scroll... and they find out they are stdide the cave, only the
object has disappeared...

That's when the horror sets in... especially wthey find out they are inside a turtle... Now titee for them to
try to escape and maybe get a revenge on the-pedple...

Alastor

TO DEATH AND BACK
By Stormonu

"He's dead," Jaelce stated, defeated.

Norrick pushed the cleric aside, his facenstdiwith tears. "You're a worthless fool JaelcEl€ roared, grasping
the bloody figure that lay at Jaelce's feet. "Ygaod is worthless!"

Jaelce only bowed his head, and hoped thaidgtvers would forgive Norrick's anger. Nimblethusnthe group's
scout and scavanger, had died intercepting the bestshad intended to rip Norrick apart. On sitee of the village
square, the purplish beast lay in a heap, behdagblbrrick's sword. On the other side, Nimblethgndrn body lay at
Norrick's feet.

"There is a way," a voice from the growingwdoof villagers cooed.

Jaelce looked up, as Norrick spun about, his astijedark on his face.
Emerging from the crowd was an elderly woman,amer Norrick frowned when he recognized the claghof the
lady. She was Vistani.

"If you wish to have your friend back, theseaiway," the lady stated.

"What are you peddling, old lady?" Norrick alsh sneered.



The old woman stopped short, taken aback byitks disrespect. She stiffened, and pointedcheoken oaken
cane at Norrick. "l am peddling nothing. There secrets | know," she stated, drawing close oagayif to peer into
a magical world. "Secrets | will now reveal!”

With a motion faster than Norrick could haweegsed, the old lady spun to one side. Her tuwuadt her to face a
stone fountain in the center of the town squard,without a pause, she stepped towards the fouatalrdipped the
cane into the black, slimy water. With a dark,giitng sound, the water receded, revealing a stakease down into
darkness.

The old lady stepped back as Norrick and &aedced over to peer down the foreboding staircaeeking back to
the old lady, Norrick asked, "What is this?"

With a loud cackle, the lady replied, "The WxIDeath!" Staring hard at Norrick, she contidyét leads to the
underworld, child, and to the city of the deadydfi are brave enough, you can retrieve your drieom the clutches
of death. If not, death will claim you as well."

Norrick put his feet on the stairs. He did sk, or fall over dead, as he feared he mighirning, he leveled his
gaze at Jaelce. "Let's doit."

This is an adventure that is best used afefrasacter has died, or if the PC's have lost gpoitant NPC they would
care about recovering. To state beforehand, lopeitly frown on setting up that requires a PC ®idiorder to play.
This should more be an adventure to store anduméitthe inevitiable event occurs.

The adventure starts with the PC's bringimgdbrpse of the dead PC/NPC back to the nearésgevil A visiting
Vistani (preferably one the PC's have had honedirndgs with in the past) comes to the greiving eltars, and tells
them she knows the way for the PC's to revive trald®C. Turning to the local well, she taps ihwitspecially
enchanted wand, rod or other device. The weliés transformed into a portal that leads to "thegemworld" of
Ravenloft [Remember, not even extra-planear creatar items can reach outside of Ravenloft. Ekersouls of the
dead are kept somewhere in Ravenloft - it is tresdhe adventure means to flesh out].

The Vistani will not relequish the device that npehe portal, and it will not work in the handsaofy other Vistani that
its current owner (it is often handed down fromt®iis Madame to Vistani Madame. Whether or not# bharges, is
up to the DM).

If the characters accept the challenge toréhgewell, they descend the stairs into a gloornst.mAfter what seems
like hours of descent, the characters arrive atdpef a small diaz in a small cavern. Once #st of the characters
steps onto the diaz, the stairs evaporate into-tiigre is no turning back now.

The surrounding cavern floor is covered wité tarcasses of the dead.

The sight of the putrid mass of flesh, crawlinghwhaggots and worms, is cause for a Horror Chdtle characters

will have to cross the decaying mass to reachripketarched exit from the cavern. It takes 2 maito cover the

cavern safetly, 1 if running. However, a charattiat runs must save vs. Dex or fall. Falling itite mass causes it rise
and attempt to drag the unfortunate into the m&sgh victims take 2d8 damage per round, and chrfree

themselves by causing 30 hp of damage to the maksharacters with a combined Strength of 60 phei character

out. Other hazards in the mass include 1d4 rdigjoharacter, yellow mold (a 6HD patch), 1d4 jegmbies. These
hazards are only encountered if the charactemnptt® search the pile of flesh.

The triple arches at the far exit of the cavare engraved with an ancient glowing text. Thotg writing appears
unreadable, anyone making an effort to read caenstehd the writing easily. Each arch gives atirygpue about
what lies beyond it.

The first reads "Steaming Mist to gut thy sduile spirits here do wander" Those passing thrakig arch find a
winding passage beyond, that slowly fillings witinging mist (save vs. spells each round or becbiineled for 1d4
turns). Some 6 rounds into the mists is the sooftee mist, a foaming pit of acid. Character©owhach this point
blinded must save vs. breath at -4 or fall in. édhmust save vs. breath at +4 to avoid. Thosefathim suffer 3d8
damage per round, until the acid is washed offyod the acid pit is a vast, confusing maze filéth the blinding
acid. Characters can wander in the burning mistvier, possibly stumbling back into the acid. Twéy is a dead-end.

The third archway reads, "Walk in hand forttida quick, beyond give prayers of plenty." Tla beyond seems to
stretch without limit.

Characters who walk down the path will find a egrdf pressure plates, with a 1 in 6 chance opatgpon one.
Stepping on the plate triggers a deadly trap -I10ll0. 1- Blade at waist level causes 2d8 danfage/é vs. breath
fails. 2 - 10" wide pit trap with spikes, 20' de&gl causes 2d6 damage, landing on the spike sarsadditional 4d4.
Pit closes after 2 rounds. 3 - dart trap, charastattacked as if by a 4HD monster, and hit \8itl4 darts. The darts
are coated with type A poison. 4 - falling blocirh ceiling crushes 10' area. Those caught undst save vs. breath
or suffer 3d10 damage. 5 - two sheets of bladesnhdxXrom each side of the wall, cutting those tabgtween for
2d12 damage (save vs. breath to avoid). The $hlbicked for 4 rounds. 6-8 - 10' section of hathtes 90 degrees,
dumping those who fail a save vs. breath into aibtpfurnace for 4d10 damage per round. The trapediately
resets, and those who fall into the furnace withaé trapped until the trap is activated againp®ison gas sprays out
from the walls. Breathing it does not kill, itascontact poison, causing instant death if saveaison fails. Those



touching the character for 3d4 rounds will alsaffected, but less so (3d10 damage if save vsopdals). 10 - A
death spell is triggered against the charactevatatg the pressure plate.

The hallway of traps continues into infinitfhose who head back towards the arch find thedmi# 100 feet long.

The second archway reads, "The Pale Rideesdmgreet all who seek him out." This is theedrhall to follow,
and appears black and impenetrable. Not even midgjbt can brighten it beyond a shadow-laden giod'he walls
of the hallway are sharp and cold, and eyes segradoout of every darkened shadow. After tragetiown the hall
for 5 rounds, the passage suddenly opens ontot @neagsse - and a sharp drop down.

Characters who had no light to guide them must savbreath at -4 or fall to their death in thgsalbeneath their feet.
Characters who have a light source must save gattbat +4 or unknowingly slip to their doom.
Generous DM's might allow falling PC's to attengptatch the rock wall of the crevasse.

The far side of the crevasse is 12' awayar&ters with a running start can jump 2d6 feetgghwith Jumping pro
may add their level to the jump). Note that if dw@ers do not mark the edge with some sort of ligiey may run too
far, or jump too early (use a 1d8. 1-3 is that yfaet early, 3-4 is at the edge, and 6-8 meanshheacter ran too far).
Note that the ceiling is too low to attempt a pedeilt, and the tie-rope-to-arrow-and-shoot-across'twork either.

Beyond the crevasse, the hall continues, itrdpens into a chamber illuminated with an odgedight (the magic
darkness does not work here).

The light radiates from a wading pool in the me&ldf the room. Dangling his feet in the pool isoéthman, his eyes
gouged out. There appears to be no other exitpaod the party enters, even the entryway is gone.

If the characters talk to the man, he reviasin life he was a seer, and made his livinlinglothers fortunes.
When he predicted the death of a nobleman's semdhleman had the seer drowned. He will invietho sit. If the
characters attack, he offers no resistance, antieatain with a single blow.

If any of the character sits at the edge efgbol and looks in, they can make out somethingimgodeep in the
water below. If they ask the old man about itréyies he cannot see anything. If a charactarsies on what is in the
water (i.e., tries to make it out), a bullette rho the surface, rising out of the pool. Thdditd attacks, attempting
to slay the party, if wounded, it regenerates @dyid. It will not cease to fight until slain.

Once the bullette is slain, the cavern wadksns to fade away, revealing an even larger cavehe. characters will
suddenly discover that they are standing in thedhaidf a great city, whose buildings are pressegéttter as if leaning
on each other for support. A pale gloom illumisatge upper reaches of the city, and the voicéiseoflead and dying
can be heard echoing through the city - along titwls of rage of men and beast alike.

If the characters did not kill the seer or \#led by bullette despite the character's attentptsave him, he offers to
take them to their friend, returning to life if thegter case occured. He will not elaborate on hevknows the
character's mission. If the PC's killed him, tiaeg on their own to find the "Dark Power".

The streets of the city are filled with all mmer of "undead". Most are harmless, wordless foimag, who shy from
the character if approached.

Others are more sinister, including wraiths, sgsctghosts, revenants and other non-corpereahdndéthe seer is
leading the party, the undead will not approachRfies. Although a priest character may use theundead ability
here, it is affected as if in the presence of a Biorhord.

PC's may also encounter other lost friends oméeein the street, who will react to PCs appratyat The DM should
prepare a few "distrurbing" encounters, even ifRi&s merely pass the being by.

Finally, the characters reach what appeabeta great ruined cathedral. Inside, they findoaes have been
removed, and replaced by a maze of candles. Auathside of the maze, cloaked in impenatable sivadwves a
figure of immense proportion, clearly over 25' gight. Only the glowing eyes of the figure camteede out, and they
watch the characters as they approach.

The seer will refer to the figure as "Masted'which it nods. The being will offer no answeysjuestions posed
about itself, never giving a name, purpose or oitifermation. It will only ask, "what are you praged to give for your
friends life?"

The characters have several options. Aiclés$o gamble with "death”. In this case, "déathd one PC rolls two
dice. Whoever rolls highest, wins. There areerolts, and the punishment for losing is instaratbe If one PC fails,
the others are transported outside, never to retyam.

Another option is to game with "death", sasha riddle contest or game of chess. This magldyed out to some
degree (remember, "death" is quite learned, andmasledge beyond what the DM might know). Simtlaabove,
with "death" having a Gaming pro of 19 in all gagmiforms. Five successful rolls (either without tdeath” scoring a
success or beating death's roll) is required to wirplayer's success is removed each time "dewiths' a round without
the PC scoring a success, or if he beats the (daydl The punishment for losing is instant dhefatr the challenger.
The others are transported outside, never to retyam.

Characters may choose to fight death. Iffs®challenger faces a Minor Death (as from thekizé Many Things
in the DMG). Each and every challenger involvedstiace their own death. Only one needs to besbheaibugh, to
succeed. If the challenger loses, the survivaegransported outside and may never return.

If characters succeed, the seer hands theoRt@ining a flask containing the soul of the orain deceased
character. Moments later, the characters find seévas at the foot of an endless staircase leaging



When they reach the top, they will have returmethé spot where they have left, and find onlyvafeunds have
passed since they left. If the contents of thekflare poured into the dead character's mouth,lhkearevived as if he
had just been ressurected.

As an aside, a generous DM may allow any dtarsawho also died in the attempt to revive thet® e awaiting at
the dead PC's side, alive and well.

Note that the DM may want to use this as théurstepping stone. Was "death" a Dark PowerZat\hout the
seer? Might he appear at later times to castdhierfes of the PC's from beyond the grave? CaPR@is be sure that
spirit they recieved was not some evil plot by Bregk Powers to revive one of the PC's enemiesadsté a friend?
Will the revived PC suffer later ill effects? Thessibilities are endless, and as in gothic hoaageturn to life is not so
often a grand thing - look at Pet Semetary!

Stormonu

THE WICKED KID
By R. Sweeney

Brief Overview
Young boy who's family knows magic, but he chedrn any.
Older magi performing magical experiments wita #id of an Imp.

Experiment gets out of hand as the Young boystaa magi's Imp... rendering the Magi no longea tevel to
control the beast.

PCs must return Imp to the evil magi so he cap bis creation.

Young boy is torturing the Imp, trying to getataccept him as its master and to teach him tlys whmagic.

Cast of Characters

Young boy:
<Insert name> I'll call him Ted. He should be dibingly young, so young that his actions latersrecking. I'd put
him at age 10.

Ted lives in a carnival with his brother, fathemgaseveral circus performers. The carnival itselkes money from a
variety of sources, of which entertainment is prs¢ of them. They also are a motley band of thiewekwitches.

Ted, however, not matter how hard he tries, hasmigeen able to learn magic. For some odd reasosintply lacks
the skill. His familly, all mages of some sort, idess him and assumes he isn't applying himselfbifigher teases him
mercilessly with magical 'pranks' or outright akis.c

Ted really wants to learn magic. He tries sellirfggoul, but can't find any buyers. He murders kardimals seeking
the attention of the dark spirits. No notice. Hertlthokes a few kids to death. Again: nothing.

Young boy's family:
Ted's father, the ringmaster, is a master of ithsi His eldest son, a master of conjurations. Tegeheir magic 'act' is
impressive. Offstage, their magical prowess ishfog... to discreet customers with deep pockets.

The mother is a diviner. Sister traffics in curégsnerally empowering others to curse... and aslviett powerchecks...
For this use, curses and hexes are treated asoa seimool of magic including spells such as irlg@atand contagion
and others of the type.) They act as the old gypsyen.

(Note: Here my magic users are assumed to only &esess to one sphere of spells and 5% chancey@td
read/detect magic of their sphere of mastery. Eigy have a 10% chance per level of attractingralita. Their



familiars add +1 to their level when within 10 ysiid addition to the normal bonues. They can attadtiple familiars,
one 10% check every level. These familiars are yaved the same type, however.)

The party may meet these people before the aatvahture begins. The carnival is in town and pagkip to leave as
they get in. Perhaps they see a night's performandtor need the spell users for some other re@smther quest they
are involved in.)

Wizard:

Standard NPC from another world sucked into RL. R@g be pointed in his direction if they seem tamHeworlders
or ask about it. Clerics with unusual holy symbobsy find a local talking to them who can share kieolge of the
Wizard. This wizard is a NPC necromancer on his teayards becoming a undead golem master. He will, b
happenstance, be from an offworld PCs home wothéyTPCs and this wizard should get together faca chat about
home... and any leads on how to get back.

Meanwhile the wizard and his familiar (an Imp) &géng to build a Zombie Golem. They are gathenipgcorpses,
animating them, and using them in their creatidnofig process... but since he has the job asda twroner and
funeral director, he has a plentiful supply.) Heymeke added money by 'sealing' the coffins witbead or rune for
the richer folk willing to pay through the nose fprotection' from grave robbing.

He happens to be just at the level of power redoireate and control the zombie golem. Howeveniily maintains
control due to the added level gained from his Imp.

He invites the PCs to stay with him and reallydtie talk them into it. He seems to really missgpedrom his
homeland. He may even offer to share secrets wittaetitioner of the arcane just to prolong thenave.

People perusing his works will only have the babésdf necromancy passed on to them, for the wixawows the
danger of such in the Demiplane. He will offeriakie and see if they PC offers any of his own.e&mmancer PC
should be able to figure out that this fellow haseninfo to offer.

In short, he seems like a very friendly fellow.

Plot
Part 1: The Thievery

The caravan, before leaving, tries to break théofuneral home for they have heard the Underth&sra small amount
of money. The PCs should be involved in the eveagituring (not killing) the interlopers, who aresdo use magic in
their defense when the Undertaker unleashes soimie ofvn. The PCs earn the Undertaker's respecgratidude for
their assistance but should keep the Wizard frdlimgithose thieves who surrender.

Back at the Caravan, the Diviner reports on #iled attempt and the Ringmaster comes to recasehieves. A
roleplaying even ensues where the ringmaster irfahm PCs and the undertaker that he can makaiffifeult for
them. In short, he coherces or threatens themawittes and magical onslaughts if the thieves aresteased. To
prove his point, he may evoke a phantasmal kilkdi¢h is seen by all, but doesn't attack: it iseandnstration spell
only, to demonstrate his power and intimidate ts.Prhe spell is a defensive one, visible to il tine first attack
upon the ringmaster: at this time the PK closetherattacker and cannot be seen by the others.jifidmaster tell him
that he can force them to live in a world of endllescurring nightmares and hallucinations untiytleubt reality itself
and go mad from it. He is deadly serious and the $t©uld gather that he's not making idle threats.

He has a hex-ward on him. While the Ward is feaf he cannot start a combat neither by spadrdering someone
else to fight. If he does so, the rule of 3 is ikeg. (Evil returns times three). However, if someeitse begins an
assualt, they will receive a curse in return: aeagoint over the next 72 hours, they will haveaacident befall them
where by they take 3x the damage they inflictednughe ringmaster in an unprovoked attack. The rigier does not
return attack, but inform the PC of what they hdwee to themselves. "The best you can do is kilamfind yourself
and two of your dearest friends dead within thragsdime by an invocation of the rule of three."

The PCs should be very ill at ease about this@ally the Lawful ones. However, the ringmasteesiseem to have
the upper hand and definitely seems to have ab#ses covered. The diviner, also a psi with télgpand Clariescient
skills, continues to inform the ringmaster of theamme of #1 her spells and psi kills. She is gafekk at the circus.



The hex-witch is close enough to cast her spelisnbt in direct view. A warning shot by an invokeith the caravan
or a conjured group of monsters (monster summolingay also intimidate the PCs. They should give in

Note: The only importance of this event should led'$ presence when the Necromancer casts spektndefensive
and brings up his own displays of power. (Animatiiogpses). A wolf (pet) of the necromancer changesraven and
perches on his shoulder as he animates the unetiad [Ted suspect something more than your redatailair.
Perhaps the Imp uses its MR to dispel the PK béfattacks his master and is obvious as such es tiee wolf to
raven transformation mentioned above.

In short, Ted learns that Undertaker has an Imp.

The undertaker, unwilling to face down these mafgases the captives and the caravan departs.XiRidhe awarded
to PCs smart enough to resolve the situation witkimlence. Roleplaying is necessary if the PCécedhe wizard's
wolf-doggie is gone and a raven is hanging on #eramancer's shoulder now. The undertaker wilhtldiat he has
reformed he will allow any animated undead to metortheir 'eternal rest' saying he merely feltriked to defend
himself and momentarily reverted to his old ways.

Part 2: The Disaster

After the PCs leave, the Necromancer finishedtJhidead Golem and tries to animate it to kill tli&sRwho know his
secret) and the ringmaster (for daring to challamige) However, Ted has been sneaking around diaied the
ringmaster. While the undertaker and the Imp asnatmportant portion of the ritual, Ted garrotes Imp spoiling the
Necromancer's concentration, knocking out the lamg, unleashing an uncontrolled monster.

Ted escapes with the Imp. The undead monsteebdkh wizard unconcious and breaks down the @éaeirg.
Nearly dead, people are drawn by the commotiomie to save the undertaker's life. He claims barfdiim the
carnival broke in and tried to kill him but any sitnperson looking at the door can tell somethingkbrout.

If he feels himself to be in danger of being daue casts a spell 'spirit form' or some othetetailed spell and
becomes invisible but for his shadow: he slinksyaineahis form if imprisoned (he is intangible ustein direct
sunlight).

So the wizard gets away, trying to flee his dogatThe creation, feeling the wizard is not deages and vows to kill
him. The town should somehow be isolated from dagyt. Perhaps the woods around the town are fealyritlll of
ravenous wolves, or otherwise untraversable. Pertiepzombie golem takes out the ships in the madwaling their
rudders or breaking their hulls.

You could create a 'night of the living dead'r&ré as everyone the golem wounds becomes undiéad an hour or
just have a hulking monster skirting the town tgyto kill all it finds especially its master (wharcno longer control it.)

The PCs find the text he was working from andri¢bat he had made a medallion to control thetb@asis they need
to hunt down the wizard and find out about this aliéoh (the medalion itself is cursed now). They ¥@arn from
talking to the wizard that without his Imp, he cahose the medallion effectively: he has alreawdtrHe says
someone or something attacked his Imp and he rieledsk to stop the monster, something which haadse than
willing to do because the golem wishes him dead.

If questioned about why he tried to animate tbiem, he pleads an intellectual curiostity, nothimgre, and proclaims
to be penitent. He says he never meant for anymgetthurt and indeed seems to grieve the damagelgpothe golem.
He's badly injured and his body is degrading (thlems touch working into his system like poiso)eThecromancer
must focus all his arcane knowledge on holding libeKell tide of death magic and perhaps can terahe PC
scratched by the Golem. He says he can undo thie mffiiction if he can regain control of the Golgbut to regain
control of the golem, he must regain his Imp.

The party now has to hunt down the Imp, perhbjpking the carnival did it, but there is no waycttch up with the
carnival which left by sea before the Zombie wasnated. There is a time constraint on their seafche town,
however, since the people have been scratchecetyolem as well as the undertaker and possiblybtteeir own.

The undertaker can't hold off the affliction foreyand seems to be tiring) so if they dally, thegyroost their friend his
life.



They have to split up and search for clues. Tirackkill from the house may allow the PCs to dmiee that the
kidnapper drug the Imp into the sewers (the un#ertsilair was built in such a way that failed exxpents could be
dumped into the sewers or an underground river.)

The PCs suffer various encounters within the seawed are presented with a variety of tunnelxpdoee. Splitting up
would increase their searching speed. If they dalodhis, rather choosing to risk the injured @ Alecromancer
(and the town as well) they should stand a goodiahaf failure. (Tell the party to roll a searchitig: if they split of
let each player roll the searching die).

The party is attacked in the swamp by the Zorfméem which seeks only to injure them and leavddésn't have to
breathe so it can flee under the sewer water IMevy the PCs are afflicted and need to find a clicefind a cure, they
need to find the Undertaker's Imp.

At this point, they carry their torch into a maftie rich section of sewer gas (if using a torctantern.) The gas
explodes, splitting the party in two. If using iMision, the infravision invisible Zombie Golem sitabattack again: the
PCs should then feel a need for mundane light. Tihey can encounter the methane gas pocket...

Once split in two, allow both halves of the padyroll a search die to drive home the fact thatdroup would cover
more ground if they split up. Of course, the PCs'ike this idea.

There's always the option, now, of throwing inemcounter with a doppleganger. (Who doesn't kaloout the thing
in the sewers yet but may read it in the PC's rjpifile doppleganger may decide to make lunch opénson they are
with to replace that person in the party and getesprotection from the Zombie creature they seelretbunting.

The doppleganger-creature won't really kill B@ however, but rather leaves the PC for dead adsshis items.
Another PC may trip over their companion later vling for interesting possiblities.

The PCs face the doppleganger distraction whéée health continues to fail due to the injuiiigficted by the
Golem. The doppleganger can scare the PCs by @iaspg around the corner while they are in pursnit appearing
to vanish. As they search for secret doors thraudgich he vanished, they find one. They must passitior in single
file (narrow) and the last one gets to see a gildecaying matter and leaves stand up as theyuarosed to pass
throught. (The decaying matter warps into an imafgbemselves displaying an ability the dopplegamgight have but
the PCs hadn't considered camouflage. He triesgiace this PC, but should be slain at this time.)

Part 3: The Confrontation

The secret door through which the PCs entertitbisvay Ted went. He stumbled upon the door, kngwihat to
look for since thieves often set up hidden hidyhdike this to avoid the cops and wait until thathdies down. Thieves
in the group should see signs that this used o $reall thief guild house a few years ago but ba¢tias either closed
down or moved.

Ted has, however, reset the traps and the PChenhl with crossbows, or chimes to alert the tuotheir presence
unless they Find/Remove traps.

The encounter with the boy should reveal a bdmpl(held in place with metal spikes through héesH: steel, cold
iron, nickel, lead, and silver at the 5 corners @lentagram). The beast is inside a crudely draweffective
pentagram (which prevented his teleportation magic)

Ted cut off the Imp's tail with its own stingevh(ich, strangely, could harm the Imp). He then Wwattas the Imp
regenerated and has been torturing the creaturesinge, trying to get it to accept him as its raadvleanwhile, he has
milked a good quantity of its venom and has seveaieshift daggers fashioned out of its stingers.

Ted fights with two daggers without penalty, bagery high dex, and each dagger insinuates paigson impact.
Other items, such as crossbow-traps of the origjonédl, have had the Imp's poison applied. The daggers act as
exceptional weapons in Ted's hands: +1 to hit dndamage. His only true magical item is a garrat ih +4 to hit and
can affect creatures requiring +1 weapons to injiis, of course, evily enchanted. People whoitisgpeatedly suffer
compulsions to murder and may wake up with theagavrapping itself around their own neck if theybéa't fed it
recently enough.



The imp has begged to be leg go, claiming he gare Ted magical powers, only enhance powers ifi&ss them. Ted
called him a liar and was particularly cruel. He'sd to force the Imp to let him talk to his masté&o you stupid shit,
not that stupid wizard, youtemon-master... | want to talk to him. | deserve magidémand it!"

Now, the PCs enter, battle the fellow. By thisdithe Golem's attacks have drained their streboghpoint that the
power-mad little boy actually poses a threat. Ttey overpower the boy (who isn't a darklord buhpps has finally
done something the DPs feel like rewarding.) Shéuy kill him? Well, they shouldn't kill him ouf band in melee:
he will go unconcious but will be instable conditid hey would have to choose to kill him. He wilhke up in a
moment (too weak to fight) and tell them he "neats"quaist.

He enters his sob story about how he's the oniplmee of his family that isn't a magi and he woe'tdezcepted until he
learns to be one of them. This takes some rolepdegn the DM's part, but effort should be madedimipa picture
where the poor boy's obsession with gaining magimderstood. The PCs will, of course, be adanmethtsi need for
the Imp to be returned to the Necromancer so thengoan be stopped. The boy tries to talk the R@slétting him
have the Imp back after they have stopped the Gagen going so far as to suggest that they coave khe Imp near
the exit of the sewer, close enough that the Ua#lertcould gain strength from him and control tree@), end the
plague, and cure everyone but also allow the b@stape with the Imp after it's no longer need€kis(should fly like
a lead Zepplin, but he'll try anyway...)

Finale

Now, of course, the darkest part of the day's svemmes when they do return the Imp to the Unkertand he tries to
betray them sending the Golem to kill them. Theyusth be allowed to flee back into the sewer if tieppens, but their
position will be tenuous indeed. In this event,ihgvled alive might actually help them, since heyina able to help
them get to the old thieves' hideout again.

If they forsee the Undertaker's betrayal, theysestrup the situation in such a way that he datéuno on them (ie,
they can kill the Quaist, causing him to loosewkls, loose control of the Golem, and surely diejch a mexican
standoff will be full of tension, but in the encetindertaker should see reason and disband thendillls to pieces:
as it does the curse/disease fades from the P@&srgys

The Undertaker, of course, demands his Imp batkeoPCs will have a dire enemy on their hands ttiey probably
don't want to face (weakened as they are). Theylragg found a way around this as well. If not,Tletl save the day --
in his own way.

Ted, if still alive, uses a hidden Imp-dagger &zhkstab the necromancer (the Imp and Necromaneestaring down
the PCs hopefully the PCs don't warn him about T€d¢ necromancer is struck by the poison frondtmgger, causing
both Imp and Necromancer to suffer shock from theimection. Necromancer goes down (dead or rastagher
matter). Ted slits the Undertaker's throat, thastto jump on the back of the Imp with his enckdrBarrot and force
it to fly away. The Imp does not, however, andeast teleports away, gets its master's soul, agsl tivileave RL.

Aftermath

Does Ted manage to coerce the Imp to fly awayRdps the Garrot prevents the teleport skill froatking? The PCs
have an interesting villain for a future time asiFecharacter developes.

Does the Necromancer live? Will he hunt down T@dP he hunt down the party?
Is the Golem really dead? Or just dormant? Otemding? Did the necromancer disband it permenamtljust

temporarily?

Notice: Despite his actions, Ted has only direblymed the Imp and the Necromancer as a resuis afnbition.
Perhaps, he thought the Golem would kill its maatet lie at rest. Killing him for this would be wsj. It would also
earn an enemy of the ringmaster and his crew.

Robert Sweeney



BLOOD TIES
By R. Sweeney

Note: This is can be played right after the advenitihe Wicked Child presented above. It constitutes part 2 of the mini
campaign centered on a little child and may befedld by other adventures detailing the end oftttirs saga.

The main NPCs that recur in this story are thelithild (Ted), his father (the carnival owner avidard) and his
brother.

Part 1: Reunion

A young half-elf child named Ted attracted theratten of the Dark Powers with his actions (seeatieenturerhe
Wicked Child). They are quite pleased with him: his anger tfat®n, and desperation being a very pleasingrdbx
their epicurian palates. He has tortured an Img lemough to gain a blessing.. and suffer a culisgtly Ted has a
dagger made from the Imp's sting. This ‘weaponuh&sly origins and a history with Ted: in his harahd his alone it
functions as a +2 weapon. Also, Ted can gatheragical energy as per normal, but he can't caldeitcan learn
magical formulae, but cannot cast them. He canghew bestow such spellcasting ability on anotpetl siser.

So, after the events described in adventineWicked Child, Ted and his family venture on, runnning into &rio
haunted by three small poltergeists in the woodsdhcasionally snare small children.

Now we must go a little back in time and comple&a's true history. Ted was the child of a witchrivat the stake.. to
his mind unjustly. His mother hid him in the wooslsen the villagers came for her and he was found twisted
fellow who was his foster father for a few yearadly, Ted had a run-in with some boys in the fordsd sought to
tease him for his half-breed (half-elf) heritage. killed them. They became poltergeists and Tedtaken by the
Forest Druid to his real father (the leader ofeheus), since he had become far to dangerousi®hérmit to raise.

Years later, Ted is returning to that area withfaiker's carnival. The poltergeists capture adchild try to get the
child's mama to deliver Ted to them, which she doetshas her child returned. However, another ghdstvn awakes
when her son gets near.. and she demands thatrhbedrought to her or she will go on a rampagegh the town.
Here the PCs enter the story.

The adventurers are contacted by the mayor ofitlage or by Ted's father to rescue Ted and briegth the Ghost
lady in time. They will then have to dispatch fitise malevolent poltergeists that are now tryingxact their
vengeance on the boy. After their rescue misstongtoup takes the boy to the town ghost, thinkirybe she only
wants to embrace his son one last time. Howevarrris out that the Ghost lady planned on saanifitcier son to get a
mortal body again. Assuming they discover her weakr{items that were used against her the firgt sine died), they
disptach her before it's too late.

Now, Ted's current situation is not really envial#le20 year old (10 years by human standards)taéd boy who
can't learn magic like the rest of his family, idyogonna live 1/10th his brother's lifespan, eavige 'greater' gifts full
elves have, and learns his mamma really was améeth who didn't love him. Ted goes to his brothad tries to talk
about his problems, but the older elf ignores biscerns. He's much too busy for those sorts ofthand Ted is
bringing him down: he couldn't care less for hitdi brother.

Ted starts to hate his brother. He sabatogesdpeze so that his brother will fall to his death g brother manages
to live anyway. Ted is beside himself.. but geggip on his maniacal rage. Still, the Dark Poweeslaving this. They
begin awakening dormant genes from his motherés sige wasn't a witch after all.. but a vampynar(gj bloodsucker).

Ted ceases to be disturbed by signs of gore amg gawer to summon magic from blood. 10 pts oftirespilled
blood within 10' = 1 psp or 1/10th of a spell.. elhhe can grant to a suitable source. Drinking élad course, proves
more effective: twice as effective!

Part 2: The Blood Vampire

On a trip through Darkon, the family carnival conaesoss the ground littered with the corpes of \éladen from yet
another failed attempt to take over the world.tAé freshly spilled blood steams in the cool arpfing a faint foggy



mist over the ground. As the carnival moves thro{sgieking to loot whatever spoils are on the tgidlend -dad's real
ethical), shadowy tendrils of this mist begin cotleg around Ted, as if taunting, teasing, or atvéry least letting
everyone know something isn't quite right with ygured.

The PCs meanwhile, have been sent to capture somaevay bandit (it helps that the fleeing thief stebmething of the
PCs.. like one of their horses). He doesn't walbettaken alive and makes sure of it. So his flagid fighting brings
him to the Darkon battle ground, where Ted is appidy being ‘attacked' by some strange form of dlspirit seeking
to enter his body through his eyes, ears, noserenudh.

When they arrive, the PCs see Ted fall to the giaawrercome by the infusion of blood essence (if teve already
met him in a previous adventure, they'll recogtiire). Some carnival people arrive trying to comfbed and calling
out for a healer. If a PC tends to Ted, they el find that 1 or 2 spells they have cast havédaen wiped from their
memory: a very odd occurance.

Night is beginning to fall and the father welconties party to stay with them out of gratitude fogithtrying to help
Ted. He suspects some form of crimsom mist hasrbbgunting the battle grounds and fears for thaltodf they've
met him during the first adventure, he now triesike ammends for the first time they met (BeeWicked Child).
The party may ask why he doesn't try to kill thenson mists: he tells them that his professiomiemainment, not
monster slaying. He may be able to assist the Rthsaew choice spells (at the Dm's discretion).

[Insert possible battle against a Crimson Mist, fmttlet the PCs fall to this monster]

Night has fallen, when someone sees a figure mauingung the dead of the battlefield. From a digatieey may see
mists swirling around this figure.. and should beaus enough to investigate.

Out amoung the battle grounds, a vampire once kriowime vampyre that was Ted's mother feeds frand#ath in the
air. He meditates among the dead, drawing up thense of the spilt blood and causing misty tentiifow from the
still somewhat fresh pools of blood. As the mises from the pools of blood, the blood turns blatdts, and dries.
This vampire can feed on the essence of spilledcbénd gives rise to the legends of the Ring of pam
Regeneration, for he is able to heal by absorbiegssense of spilled blood at a rate of 1/10tlspiked blood withing
50' radius per round (10 rounds can absorb at) oFresher blood, such as that freely flowing freounds, heals 1 pt
per 2pts bled. Living blood drunk from the creatdirectly gives him back hps at a 1/1 ratio. He akso drain blood
essence to power his spells.. just like Ted can.

Thus the PCs meet the vampire and perhaps arecatagihim. He is a blood wizard capable of casgragesque spells
such as 'bleeding eyes/ears', 'blood clot', ‘wakitsing', 'blood drain’, 'bloodletting’, andrismon blood elemental'.
Since he is surrounded by so much blood, he woeild touly potent foe and drunk from the excess aitack the PCs
for a few rounds before he realizes their streng#sting a strange spell 'blood binding' he spksbene of his own
blood on one of he PCs and flees.

The forseen crux of the plot involves the vampaptaring at least one of the PCs (possibly a sp&tife) and figuring
out about Ted's special gift, which he wants ferdwn. He then manages to sneak into the carnamtampment and
to kidnap the young Ted, too. He takes his viciinsgde his lair (the other PCs might want to thaih, but they should
loose tracks at some point) where he places theieapPC and Ted in a bamboo cage hanging froroetieg with
several other victims. A dart-poison given by thester vamp every 12 hours disturbs his sleep aawkpts
rememorization of spells. All origninal spells dwet when the vampire choked the spell user tatdedoor' and then
revived him.

The PCs will then try sneaking into the vampira'stle during the day (they'll find his home afteme searching where
they lost his tracks). Since it's daytime, killithge vampire is lots easier, but they must hurry..

Ted, meanwhile, is locked in a cage with the ottearred children. Ted and the wizard need the wizaodst a spell for
their freedom.. and the only way he can do it Ma Ted lend him part of his "special power". Bubrder to do so,
Ted must drink blood.. Ted proposes to suck thedlaut of a few innocent children (in the cage wiiim) to do it.

Will the wizard let him do it? Will he accept higift" knowing where it comes from and how the cldlak the power he
needs? After all, they don't know when and if tfiegends will come and rescue them, and each haare their last
one..

And if he does, a Powerscheck is surely requiradybe marking his descent into Darkness forever..



Spells of the Blood Vampire

Bleeding Eyes/Ears -- effects as per magic missiledescription is of sudden horrible bleedingrirthe eyes or ears.
Note the lost blood strengthens the vamp.

Bloot Clot -- affected PC must roll a System Shoclpass out for 1-4 hours as a blood clot in hitesy give him a
stroke or heart attack.

Ward of Bruisin -- suffers 3x normal damage fromrttlimpacts for 1r per caster level.
Bloodletting -- fireball damage effect for spontans bleeding.
Summon Blood Elemental -- self explanatory (simitaSummon Elemental)

Blood Binding -- special vampiric curse. The bldmozlind is tainted: anyone making skin contact withltlood of the
afflicted must save vs spells or become taintegteds Those so bound loose 1 hp per hour, becoipithg and anemic
looking as well as hemophiliacs which occasionkled for no apparent reason. The vampire gasedkence of
these lost hps. If the victim bleeds to "death&ythvill become a lesser kindred under the vampia@rgrol. (Remaining
fully intellegent but have to drink some kind obbd at least 1/day or die). Once they person rea@hms and begin
drinking blood, they seem to slowly recover fromittaffliction. However, anyone they drink from kddn't kill is
afflicted with blood binding.

(Note: The PC isn't dead, just cursed and unahledist the curse: they should be informed. Thgirmal vampire can
use suggestion on them 1/turn, but nothing morectitnless he kills them outright and makes thenuhilead slaves.)
The cure: the pure of heart get a save every d& paladins and priests). The impure, but good) gasave every 3
days. The selfish (neutral) and evil gain a saweryeweek. Otherwise only the death of the castang cures it.. or,
perhaps, the dust of any vampire sprinkled on fflietad.

Robert Sweeney

JERHAAD'S WAGON
By R. Sweeney

Jerhaad made wagons. It wasn't much but his icpege the bills. At the very least Jerhaad enjolyisdwvork, taking
care and pride in his work. His work was valualyiid e has some small reknown for making good prisduc

Jerhaad had aged some 40 wintes without takimiesand was beginning to grow despondent. S@lhkad his work,
he had his friends, and he had most of his heddttihaad never liked to complain.

His skill as a wagon maker had, after all eatmiedenough of a reputation to have young boys canagpprentace as
in wagon making to learn of his skill. So, in thiay, Jerhaad believed he had a family. He was tagkier while they
lived with him and he treated them like his sons.

Ah, but not for that blissful summers day. Tha shone as it set, painting the sky breathtakiagiet of gold and
rose. He had been sitting there, after a hard éay’k, just lying on his back chewing on an oldggief straw when
they rode by.

Maessur was handsome enough in the face, bbeliishad grown with his age. His har had begueeding at
precise part while gray had crept into the sidebultis skin seemed flushed from either excitememtxertion. Jeraad
couldn't really tell which. He was talking to heitlwall the excitement and energy of a man halidgs. Jerhaad smiled
at the sight. The man was truly luck.

Fortunate indeed, for the object of his attergtimas a delectable lady, the color of the puresirae. Amber locks of
hair turned in small curles to fall be side heiicie cheeks only to be swept aside behind hecateliittle ear. She
wore a bonnet of the finest make tied under har tthhkeep that lovely red hair in place as bestdcbe done while
riding. Her dress, Jerhaad could see, coveretiafliame indeed. She seemed delicate, innocerd, She looked upon
her lover with absolute adoration. Jerhaad's hveapt from her beauty.



The driver of the cart failed to note a rockyghain the road, and the wheels of the genteelagerclanged harshly
against it, splintering the wooden axle, perhapsaaly worn from age. The cart came to a screedtaiig

The gentleman, for the first time since they mxdelerhaad's view turned his attention away fiwaridvely lady. He
stepped out of the carrage to examine the damagegderhaad even more time to appreciate his. luck

He found himself staring as one would look atanfing crafted by a true master. Her eyes weratany blue that
mesmerized him in their depths. "My God, I'm stgrinhow impolite... how leecherous”, he thoughtitaself, but
could not bring himself to turn away.

He sighed.

She returned his stare: not with the devotiosdw her bestow upon the fat man, but not with eoleither. She
seemed to bear no hint of bashfullness, despitairéng innocent seeming, and pure. She was pasdijtperfect.

But Jerhaad knew he brought this torture uporsaifnshe obviousy loved the fat man more than weould say.
Jerhaad knew the fat man must be terribly wealttdytded to banish any thoughts of possessingaduiicular woman.

He closed his eyes and pretended to sleep.

"You there!" cried a voice that must be the fains. "You, sleeping there, would you be so kintbd®elp a fellow in
distress?"

And so, did Jerhaad come to take the three weavglers in a wagon of his own to his humble abddere the fat
man admired his wonderfully crafted wagons, den@rsimply demanding that Jerhaad craft a new wégohim to
bring his beautiful lady to tour the country incArriage, fit for his lady.

And Jerhaad agreed....

Jerhaad was obsessed with making the finest wagssible. Blood, sweat, tears, and even some afiirismoney
went into its creation. The gentleman did say aomd for that divine lady and Jerhaad vowed heilldareate just
such a thing.

As time went by, the relationship between the @&eman and his lady began to deteriorate. Jerhaadtit he saw
bruses on her tender flesh, showing purple and thgbugh her delicate dress. The look of adoratidmer eyes turned
to hate.

Jerhaad began considering taking his wagon tgehéleman's estate and riding away with her foréRemantic,
foolish notions, he knew, for he was not a rich raad could hardly support so fine a lady. Nighlg,had tortured
dreams of what she and he might be doing. Lovinfigbting, both tore at his soul.

Jerhaad was spying on them again, when he salothiel thing. There, through the window, he codkehdly see the
gentle man striking delicate lass with a heatedepaiis mind unhinged: rage enveloped him.

He returned quickly home to the finished carriéaeaiting only her lord to pick her up). He hitchep the very best
horses he had, gathered up his most valuable tesgsand stormed out upon the road like the ham®ath.

A storm arose and poured down upon him, pummélingwith its fearceness. But nor mere storm wdutd him
from his path... his choice... his life. Yes, heuldbfinally be alive. Not just existing, but livihg

Riding at breakneck speed, he saw the black-elbalentleman prepairing to mount his own carriétgl fire fury in
his eyes, Jerhaad rode down the man where he Btmés and wheels tearing into mortal flesh, grigdiones and
spewing blood. The carriage bounced hard afteringnover their victim and Jerhaad pulled his hotses sudden halt.



Climbing down from the wagon, Jerhaad ran todther of the mansion still swinging in the gale. Eexhto the bone
from the fury of the might gale, he bounded indigdkeof energy, vitality, and damn loopy proclanmats of love bearing
not one whit of resemblance to poetry but for grdr in which they were spoken.

There, lyining in a pool of cooling blood lie therpse. Jerhaad's stomach lurched. His eyes timrdisbelief and the
bloodly gruesome poker, the fell murder weaponatided in a hasty flight.

Tears welled up in his eyes and his heart beditagxplode. His knees wavered and he collafisedshaking fit
before the corpse... of the fat gentleman.

"No.... nnnoo .. No!!I" he screamed in fear,eéagnd denial. Tears welled up from within, stresgrdown his face.
Holding his head in his hands he shook, heart dyisigle him. He bolted up and out into the tempgstin... falling
before the crumpled body.

Pulling the heavy raincoat aside with tremblimedis, his eyes full upon hers. Anguished, he sedahove the gale:
"No!..." and slowly went mad, his cart shiftingthre wind, rolling back and forth as if alive.

Climbing down from the wagon, Jerhaad ran todher of the mansion still swinging in the gale. Eexhto the bone
from the fury of the might gale, he bounded indigdkeof energy, vitality, and damn loopy proclanmats of love bearing
not one whit of resemblance to poetry but for grwdr in which they were spoken.

The noise of it deafened him: his lady, whom &lasys seemed pure and beautiful tore through disénin an
absolute rage. Screeching like a banshee she mekhmedand glass with the poker used against heedAblistered
mark from the poker marring her perfect face.

Babbling his proclamations of undying love, Jadh&ll before his lady. He swore to love her alsvapd forever,
paying any price to be with her. He vowed to tsilhard as his poor hands were able to ensure shevieay fine thing
she could ever want. He begged her to come awdyhivit.

Moved to tears, she cried "Oh, my sweet Jerhaad,have | wished to be taken from here. Moneytenatot to me
so long as | live in a house with love."

Overjoyed, he embraced her. But she was nohitisand spoke on: "But | cannot go, for the masitéhnis house
would forbid it."

"My love, my joy, the monster of man who beat y@no more. He fell beneath my wheels as | rodenupge to save
you from his abuse. You are free my love, freedme with me wherever you will."

So saying they embraced again with a fervortiatly broke the old man's spine. Laughing he heldher carriage
awaited, his most magnificent carriage ever. "And gre the only passenger that will ever be woofHyer."

Safely within the carriage and away from the thiey admired his work.
They admired each other. They kissed, they touchleely gave in to passionate embrace. The lookwef ilo there eyes
burning so bright that its fire consumed their ;masompletely and they gave themselves to wantemelgght there in
the carriage.

As Jerhaad, nervous beyond words and filled leitle tore aside her bodice, his eyes grew rounchteart ceased
to beat. The look of love in his eyes turned to ohshock and then horror as he gazed upon the-crisssed scars that
marred her flesh. Bile rose in his throat. Colaided from his skin until he was as pale as she.

Her adoring gaze melted as a snowflake in spkigg.eyes flashed rejection and then quickly bumnitd rage as hot
as her passion a moment ago. She reached out wittirhands clearly once severed at the wristsiaside the perfect
wagon, the perfect woman tore into Jerhaad's flesh.

Inside the wagon, a torrent of blood flowed a ggqtee parody or the tempest without.



The fat gentleman had created a golem brideifosdif... and began to suffer the natural effe€is golem's
developing psyche. The heated poker is the onlymagical thing capable of harming a flesh golerar{ftVR guide to
the Created).

Jerhaad also possessed an obsessive drivedrethiion of his carriage. In his obsession, he spava variant golem
as well. The wheels of this golem born of obseshiaah sufficient HD to harm even the golem-flesthisfwould be
lover. So you see, either he killed his belovedhwis creation, or she killed him in the throwepasgsion within.

This story, by itself could explain a native P@'&e to destroy the supernatural. Any servant&oye gentleman's
house could well have seen both the flesh goleraation, the death of the golem, her murderous, ragéne cart
unhitch itself from the horses and ride away bglit{The carriage can love the flesh golem in g.wéut never a way
that satisfies her.)

The spirit of the murdered man or the young Iadlie murdered to get the fresh corpses (notabffaalip and a bard
among them) could still haunt the manor where the éxperiments were performed. The coach coud ttbarhillside,
either seeking his love (which spurns the mechaciestion) or to kill the murderer of his creafas you see fit.)

The golem-lady could also be encountered in tha,a&specially lone on a silent evening seendrdistance by a PC
who grows to love her beauty and desires to pdssederhaps she is persued by the cart and mpkestory about an
obsessed man who murdered her husband (the genjlamé came for her. She may claim she killed thdman in
self-defense, but several days after his deathgahtebegan moving of its own trying to run her dbw

Then as the PC is about to fall under the whefelse hell-cart the innocent girl in need of raagumay raise her rage
to save the PC (whom she now has grown to lovg@)ailigig her enormous strength. During this battls, dress is torn
enough to display the scars of her construction.

If the golem-woman was destroyed, the cart resiaga mostly passive magical item. It can roitoéwn accord
without a horse at a movement rate of 48" accmasl lground. Also, while hitched to a set of hoysles cart could pull
itself along as well, allowing the horses to movéhair unhindered movement rate. The walls ofdie would be
secure, able to withstand powerfull blows and actia excellent protection vs arrow shot at thehithats. To a more
magical campaign, the cart may be empowered toowee water or even fly as he DM sees fit.

Sadly, the cart has the horrible habit of 'acdilgerunning over lithe young women with curly rbdir wearing bonnets

and a dress with full sleeves. The first time st@dem like a terrible accident. But it keeps happeand always only
red haired ladies: then the PCs figure out what#reis, try to destroy it... only to find it reatb defend itself.

Robert Sweeney

IT
By Stormonu

Prologue

Jaelce clutched her amulet tight to her cleesg child might clutch a favored blanket. Sgttatross from her in the
icy tunnel, Norrick stared up the shaft, blockethwons of ice. The air was bitterly cold, andldaehivered. It was
more than the cold that made her shiver. It waghbught of that creature, and where it might @&.n

"Do you think it's dead?" she asked Norrick.

"l hope so, because we are." He repliedyfladifering to the tons of snow and ice that hatkéd their escape.
They had lured it out of the greenhouse, into tneemear the woods. Somehow it had surprised them.

The fight was terrible, and the creature's lashiad brought the roof down on it, and trapped tirethe tunnel. In a
few hours, they would freeze to death.

"Perhaps Maerus will find us..."

She never finished, as Norrick shot her aegtalder than the cavern around them. "Him?" kelsd. "He found it.
He wanted to cultivate it.

Save us? After what we did to his little expenin®



Somewhere in Ravenloft, lies the ruins of aand's house. Winter snow frosts the land abauh#if-collapsed
structure, and it would be choked with weedsétre not for the icy chill that filled the air. VAle, cold and knife-
sharp wind howls through the broken attic of thed®and beats at the frosted window panes. Thedaor lies half
ajar, sagging on the mighty hinges. A group oklgradventurers, caught in the bone-chilling cddenbeen
hopelessly drawn off the path they were followinWyith trepidation, they enter the cold, stone bini the only
protection from the deadly cold outside. Behimen, they seal the door against the cold. Tholgtwind still howls
outside, it sounds only as a distant, desperatesige.

The house appears to have been once a finsionawith several floors and many rooms. It wagasently left in
haste, for most of the furnishing lie where theystrhave been kept when the owner was within. Wreo was
obviously fond of plants, for the remnants of ovemgn and brittle leaves and vines are scatteredtahe house, now
dead due to the cold.

After a quick inspection, the house is dismed to be abandoned, but the upstairs bedroasoked shut. Forcing
the door open, the adventurers are greeted bydesteinch. It source is a body lying upon the emagnificent bed,
the remains rotted beyond recognition. At the hefatie bed are bouquets of wilted flowers, lefsilent memorium to
the body upon the bed. After examining the cofpse the poor character pricking his fingers ongiwarp thorns of
withered plant consuming the body - this won't ltket PC, but may make him very afraid later orthg,conclusion is
made that poor soul died in sleep, and the plast imave sprouted after the body died.

Cautiously, the characters clear their owrme@ut of the plants that overgrew their pottingnpé over the years,
and drift off to sleep. As is normal for such goespyone person decides to be posted as guardhs/graup.

Sometime during the night, the character aardjinears something, outside the room. It soukdsshuffling feet,
and after a moment or two, fades away. Wakingttiser companions, the guard peeks out into thetdaliscover the
source, weapon in hand. It is empty.

For three days, the howling winds preventgtaip from leaving the house. Slowly, supplieskaig used up.
The house has been inspected, to reveal nothingfdie unusual, and the kitchen panty has bededduy the
decayed plant life. Though the priest has admiedt&ast rites to the body upstairs, everyonerie that it is the ghost
of the old man walking the halls.

On the third day in the house exploring, ohthe characters accidently stumbles activateslddm switch in the
fireplace, revealing a decending staircase in wizet the fire pit. Gathering the others, the grexplores the passage.

At the bottom of the passage is found a wawhr, with shelves upon shelves of bottled plantenatObviously, the
former owner was some sort of botanist. Also witthie room is found several volumes on regulartpldrom the
common to the very rare. The workbench is coverigld growing pots, but in the cold air, none of glants have
grown. After searching the room intently, the grdimds little of value, though they find variousrbicides, plant
seeds, fertilizers and plant food.

The group returns to the upstairs portionir timend still somewhat on the workroom below. Baithing will come
of it for three more days, and the unusual sound$irue. Posting a guard in the hall or leavirgdioor open reveals
nothing, though the sound continues, further awayaut of sight.

Finally, on the seventh night, as rationsrarsing extremely low, it happens again. The shemgliootsteps
approach the room, then stop. If the charactezstigates, he finds standing before him a wide-eyad, a look of
terror on his face. Before the character can sgthiang, he looks down at his chest. It suddeetlglodes with thorn-
encrusted vines, attempting to envelope the chemadt has arrived.

IT (Lord of the Ruins)

AC: 8 (4 inside host)
IT has no ability scores hosts mimic victim's statsh a +2 bonus to STR, DEX and CON
Mv: by host
HD: 16 IT / 6 for hosts
THACO: 5 IT / 18 for hosts
No. of Att: 6 + 3 IT / 6 for hosts
Dam/Att: 1d12 + special X 6 / 3d8 + special X 3181+ special X 6 Special Attacks: infection
Special Defense: immune to lightning, IT only skiy magic weapons Magic Resistance: 10% IT / nil

The true IT is actually a plant creature thaells behind the mysterious ruined house in a soavered greenhouse.
IT fills the entire greenhouse with its massivekbaind the corpses of victims dangle from its viteefeed the plant in
the icy realm. As new victims arrive to the hou3esends a host form to investigate, and discdvyaney is within the
house. However, IT generally waits until it's fosgbply is low before it sends the host to attatke first host to
attack a new group always has a expression of horrdts face, for that is the last memory IT hasise when assuming
the new host form (since IT waits until it low arofd, the memories of the original victim have fadedving only the
last impression the victim had - fatigued, and &flfear and terror)

When seeking new prey, IT produces a plant dioisself (much like a simulacrum), and sendafier prey. This
form is known as an "IT host".



IT hosts attacks by means of vine-like appgedaup to 12 in number. Each of these vines atasla 4HD
monster, and is coated with hundred of needleriizer-sharp thorns. If the attack strikes, ithat on the victim,
mauling him/her for 1d8 damage per vine. Howetrex,most insiduous part of the attack is injectidime thorns are
hollow, and will attempt to inject plant cells intiwe victim. If the victim fails a saving throw.ysoison (which should
be made in secret), the cells have taken holdwdlhbegin to slowly eat away at the character laefmg the character's
own flesh as it progresses. Over the next 4d6dhdle character becomes slightly fatigued, sufieelaches, and then
at the end of the time period, feels perfectly redrnin truth, at this last stage, the charactenesely a shell, and the
plant life now controls the character. In ano#a® hours, the plant life can no longer be conthiaad bursts forth,
seeking more food.

The destruction of the tissue in the characderbe halted by three subsequent Cure Disealie ¢pee or two Cure
Disease spells only halts the progression of taatpife for an additional 1d6 hours) or a Heallsp&he use of a
detect plant spell can be used to determine ifaaactier has been infected by IT.

IT itself is a monsterous being, looking likehaotic mish-mash of former victims. It appearkave a main trunk
some 8' around, beset by vicious barbs, humanistishend animalistic features (such as wolves aratiid animals
that accidently stumbled into the domain). Fromtiiunk extend numerous thick roots edged withsbarbs. The
waving roots are an attack form, allowing IT takstrwith up to 6 tentacles per round for 1d12 daen@gch. The
thorns attempt to inject the victim with sporedteshosts do, and cling onto victims until theyfsufi2 hit points of
cutting damage. IT can also attack with up todtbiges against melee opponents (even in diffdesimgs, IT has no
back) for 3d8 damage. Though the jaws of IT dolah on as the tentacles do, they can still infbaracters.

The plant life is succeptable to cold, andnodrsurvive outside a host for more than a hofithd plant life ruptures
a host to attack, it must retreat to a warm pladewill die of the cold. Using lightning againah IT host or IT
accelerates it's growth, doubling it's hit dicet(bot attacks or damage). IT is immune to non-celgieapons.

Background:

IT started as a magical experiment for the wizbtderus. Maerus loved plants and kept many ardisi\dome for
many years. He would often pluck them from therbgavoods, despite warnings from the druids natdeso, and
magically enhance them in his home so they woutcheed constant sunlight, and would remain green g@ind.

However, Maerus's theft of some of the dsuidore rare plants enraged them. Determined th t¥laerus a
lesson, they took one of their rarest and holi&sitp to a cave near the house of Maerus, anddtitrs&hen, carefully
moving it to where Maerus would find the plant,theft him to his fate.

Kind Maerus found the plant, and returned it his house. He was mystified by the bloodeaves it bore, and
the curious pods that grew from its frail branch&be plant was barely a foot tall, and Maerus ¢oe it, watching the
pods grow with extreme curiousity.

About this time, a group of travelers happenpdn Maerus's house. They had been old friendsMaterus, and he
allowed them to remain as he continued to tentécstrange plant in his workroom. The traveletsrided to stay and
pass the coming winter by, and Maerus did not nihding the weeks they stayed, the travelers déies bf Maerus.

Maerus could find no reference to the straplgat in any of his texts, and began to use maginuhe plant to
determine what it was. To his astonishment, higiomeould determine nothing. Puzzled, Maerus cuuetil his vigil to
observe the plant.

After nearly four weeks of growth, the stramdent was over 5' tall, and the pods were neaftyoalong. Somehow,
Maerus sensed the pods were ripe. Carefully, &ehel forth to grasp a pod and pluck it. The pdaddenly reacted,
wrapping a thin branch around his wrist. Beforecbeld withdraw it, he felt a sharp pain shoot igowrist. Suddenly,
the plant released him, and he withdrew to findwrist pricked by a multitude of tiny barbs. Outsidhe autumn mist
was slowly rising as the sun set. A few minutésr|ahe first flakes of snow began to fall.

Angered, Maerus snapped out of his entranoewi¢h the plant. That night, he carried the thio his greenhouse,
a good distance from the house, barely noticindigte cover of snow that had fallen outside. Winigas early, was all
he noted, before leaving the plant in the backeflarge room.

That night, Maerus slept fitfully, awakirighe and again sweating, his mouth dry. Finallyrdse and went to visit
his companions, who he had been ignoring mosteofithe they had been near. But at the first roemisited, he felt
pale and fatigued. His guest tried to help hinbim, he felt a sudden wrenching in his gut, songtrdie passed out.

When he awoke, he was back in his bed, elhdnuch more comfortable.

It was morning, and he rose to make breakfagtifoguests. All but one, the one he had gonedit leist night,
greeted him downstairs. Perplexed, he went ugstaiinvestigate. He found the room of his misgogst in
shambles, but no trace of the guest at all. Acteby everyone through the house revealed nothing.

Later that night, everyone again retireded.bMaerus again found himself fitful and restlessl went downstairs
to make himself something to soothe him back tegsldn the kitchen, he again met another of hesgunaking a
sandwich. Maerus greeted him, and then felt treahing in his gut. This time, he did not pass out

As Maerus's chest erupted open and tenteegedied out to enwrap his guest, Maerus felt aglele, not born of
his own mind. His victim fell lifelessly to theamnd without having been able to utter a screaih Maerus felt a
mental tugging in his mind. He must take his goestis master, It.



However, a gasp from behind him caught hiprtshwhirling about, behind him, was another of uests. Though
the vines had retracted back into his chest anddliind his robes, he knew what he must do. Biarrbdne could act,
she ran up the stairs, calling for the others. Ma®@nly smiled, turned to his victim, and dragged butside. It was
colder than he expected it outside, and almostdnétiv back into the house. But the mental urgingiginaster pushed
him on. Maerus delivered the body, which he plaogaithe now fully-developed pod, and returnedhi house.

Inside, he was met by the other guests, vetied at him about his deeds. Maerus only smitedree of them
brought their sword down across him. Even as bdylerupted with the hideous vines from his chestsomehow
knew this was no longer his body. Somehow, heelssvhere...

The rest of the group beat Maerus's shellnjdwut the one who attacked Maerus was unknowiindéected. The
next night, that guest attacked yet another gbestthe latter's screams brought the others runaing the infected
guest was torn down. But the infection spread] afitivere consumed.

Then the light snow whipped into a blizzandd &avenloft swept the house up to deposit it tveryears into
various places within the demiplane. The appe&rafithe house has changed slightly due to Ravéniefiims.
However, IT has found that it cannot grow pastgreenhouse, for the rest of the tiny realm is told for it to sustain
itself. IT therefore sends out probes to seek foed, and draw it to itself.

IT does not control the borders of its realmstead, the entire realm is filled with a vicépicy blizzard. Remaining
outside the house will cause 1d2 damage per raunbdracters bundled against the cold, 1d8 to tiwbseare not
wearing winter clothing. Those inside the housariheated areas take 1 point of damage per hoot tieavily
bundled, 1 point every four hours if bundled agaihe cold. IT hosts do not take damage from thid anless they
have broken out of their host, then they sufferldewdamage when exposed to the cold.

Those who investigate outside the housefinil a cave nearby (within 4 round of the housell greenhouse
behind the house (a 3 round's walk). The greenhisusear completely covered with snow, and is deged into the
earth to gain the most insulation. The greenhtiaseno windows and only a trapdoor for entry.s Where IT lives,
and is magically illuminated and warmed to keedrbim dying. If enraged, IT may follow characteexh into the
house or the cave beyond the house to destroyGtee B IT is destroyed, the blizzard dies oulpwing characters to
escape the tiny realm.

However, the plant is a minor evil, and waggia small realm (though intelligent, and huntsan prey out of
preferance, for there are occasional woodland dsithat stray into the realm and are eaten by IT)s realm is a half-
mile or quarter-mile across. The true evil - angl tbal victims of the curse, are the Druids whame it,

THE CURSED DRUIDS

Before the Druids of the Grove made theit plant to destroy Maerus, they were already cdrrie Great Druid
who ruled the Grove had an unusual hatred for tiMs®elived nearby, and the Circle of Druids guarttesir woods
with jealous and vindicitive fervor. They wouldtiare and kill game hunters who entered the woedsn though such
folk risked starvation otherwise. The Druids poisd nearby wells on occasion, killing many folke Druids felt it
was a form of pest control to keep the populatremfencroaching on the sacred woods. The Drugts@mmited
other evils, such as blighting crops to preventftiie from planting and therefore destroying thd,snd collecting
tithes with the threat of death to those who ditiatey.

Maerus, as a wizard, was able to thwart theéd3 attempts to stop him from collecting his plgpecimens, which
infuriated them to no end. Further, he refusedatptpe tithes, which made the Druids furious beybadnds. Once,
the Great Druid and a few followers marched to Masrmansion to show the wizard the errors of laigsw Maerus
not only defeated them, but made it clear thdieftfaced him again, they would not survive. Maéroged the Druids
would get the message, and change their ways.

They did not. As if of one mind, and angeaétheir loss, they decided they would treat Magoube ultimate
lesson. Working throughout the next month, thei@xuead by the Great Druid, transformed their tnsesred bush,
the Divine Holly Bush, though which they communedheir gods, into an evil trap.

With this act, their gods turned their backtibe Druids. The Druids did not notice or cafdey hid, and waited
for Maerus to spring the trap. Maerus was quic&amply, and the druids raced to the nearby scryow to watch
what would occur. However, they found they coubd loring an image to the reflecting pool. Thoughered, they
decided to wait - the plot would unfold on its owdaerus must have magically protected the hobsg, dll believed.

After nearly a month of waiting, the druigiere awakened in their defiled grove to the fredhdf new snow. The
temperature had dropped considerbly throughoutlélye and now that night was upon the druids, tfs fall of snow
was coming. Packing up their belongings, the drobved into the nearby caves, where they alwajtedvaut the
winter.

In the cold caverns, the druids found litl@rmth. Soon, it was apparent that a blizzardbvawing outside. The
druids decided to take shelter further into theecas, for the snow was accumulating in the uppeesa

For several days, the druids remained antéstlark, cold lower caverns. They were confodritiat their fires
burned so low, and their magic seemed of no usetm the situation. It was during those first féays that the first



of the Druids froze to death. To the Great Druidssternation, he was not able to summon theasiated bodies to
the cave.
"It must be the storm" was all he could mutteoutih he began to suspect otherwise.

Seven of the twenty-six druids had frozedéath, inlcuding the Great Druid's closest adyisen the caverns
began to shake from a mighty fight. Many of theids cowered in fear as the caverns shook anddadreut them.
But the Great Druid was unfazed, and went fortmtestigate.

As he approached the upper caverns, thaseavenormous rattling that echoed through cavanusthen an
avalanche of rock and snow filled the cavern aleddm, blocking off escape out of the cavern. dtaj his oaken
staff, the Great Druid uttered spells to removedéberis. Nothing worked. Then, he knew, in thatei, his gods had
fled.

Quietly, the Great Druid returned the lowaverns. He spoke nothing of the blockage, anddwaot answer the
guestions of the other druids. None of the otdared to venture up the cave to investigate either.

As the days passed, the rest of the dhedsn to slowly freeze to death, until only the&Druid remained. As
the numbing cold finally filled him, and he feltettechill of death closing over him, he felt a strapgesence calling to
him - offering life, if it would be worshipped aggad. Clinging at the last threads of his lifeg tBrand Druid hastily
agreed. Anything was better than death, and tds gad abandoned him. As he felt the last stralipising from him,
he heard a cold chuckling echoing in his own mitfchis body was not so cold and frozen, he mightenthought he
felt a barbed coil wrap about his own flesh.

Several hours later, the other druids avtokbe cold cavern. The Great Druid lay in theneoy his abdomen burst
out, a hideous plant growth emerging from it. Bhiger druids recoiled in fear, and the plant stitiolike a snake out
of the room, up the cavern the Great Druid haddotgy earlier.

In essence, the remaining druids are "grgwiock" for IT. Although they do not fully realizie each of the druids
is infected with the spores that eventually willkedt into an IT (the full-grown version). WhiledhT in the
greenhouse is alive, it uses a latent psychictatdirepress the IT spores in the druids doegraw. If IT is slain, one
of the spore growths in the remaining druids begpngrow. In twenty-four hours, the druid diesarible death as IT
grows out of them, where IT then slithers to théaste and takes the place of the old IT.

The druids, of whom nine are left, are idffar their lives. As each druid dies, a new drisi appointed as the
Great Druid, and when IT dies, this Great Druiddiees the new IT.

Because of their state, each of the Drobatsgone mad, and is paranoid beyond sanity. fadghunderstands
that becoming the Great Druid is a death sentaarmkthe Great Druid lords his power over the othtersnsure he is
not killed out of fear by his lessers. The druags confined to a communal system of caves deeprgralind, and the
passage to the upper caves has been blocked irmsuahner that the druids cannot escape. Norfeaifruids can
completely escape the company of the others, arwhroan escape the company of the Great Druid.

Further, the druids have given up worsimggheir old gods and revering nature. They nevere the cold stone
of the caverns and the ice that forms within ihe¥ have regained their spell power (granted byrdmown power,
perhaps a DP, or IT), and other druidic abilitiescept summoning elementals or plane walking) éuipbrarily lose
their ability to cast spells for random perioddiofe - and always when IT has died, until the n&hs assumed it's
place in the world above. During times of spedidothe druids hide in each of their caves, and@tieat Druid tends to
be in hysteria, or panic.

The Great Druid is always of 14th leveiliah and the remaining druids range in level frdst - 5th. When a
new Grand Druid ascends, within a week he will higngepowers of an 14th level druid. In no way, boer, can any of
the druids leave the cavern - if they do, they beemere IT shells (lesser ITs) until destroyedeyltannot return to
the cavern if they leave, and all the druids knbeirtfate if they leave.

My final, personal suggestion, is thate@ll the druids have died, if IT still remairtsigcreates the 26 original
druids (from its past memory as a druid, with &t druid as the Great Druid, instead of the oallgi@ader), and the
process begins again once again - eternal torturané druids, who are forced to watch their conuasdestroyed one
by one, over and over again.

Epilogue

A flash of heat washed over Jaelce as the svithin the tunnel sizzled and melted in the suddiast. When it had
passed, an open passage led out.
In it stood Nicholi, their friend and mage. "Yuhere!" Jaelce cried in joy.

"Yes," he replied, looking back over his stdaul "I found the creature's remains, then nottbedblocked tunnel."
he shrugged. "I thought it was worth a try."

"But we saw you go down fighting that thingtive greenhouse," Norrick stated, holding his lewgrd firmly.

"l had some magic protecting me," Nicholi fe@| holding his hands up.
"It never touched me physically. Besides, yofree, and the storm's stopped. Can we leave now?"



Eyeing him carefully, Norrick passed Nickoliaelce followed, still clutching her ruby amuléticholi stayed a
moment longer, looking deep into the tunnel pastr@hNorrick and Jaelce had been huddling. Bdé&aeing, Nicholi
dabbed the two tiny pinpricks upon his fingers init® mouth, pinpricks he had gained examining tddcarcass of It.

Stormonu

THE MONKEY'S PAW
by R. Sweeney

To start, the PCs must meet the following NPC pdHwpefully on the road.)

General Overview of the NPCs Relationships

Pela loves Jerimiah but hates Sele. Sele lovestRekcorns Jerimaih's advances. Jerimiah isst ith Sele, but is
adverse to Pela's hero-worshiping love for him.renjust kinda floats around not understanding ltha triangle and

trying to keep Grimsha in line.

Grimsha: he's evil so there's any number of thiregsould do in an attempt to serve his 'masteirhin. Since
Jerimiah wants Sele...

Jerimiah: may cooperate with Grimsha to get Sele.

Pela: jealous of Sele, may try to kill the elf.

Sele: really wants Pela, but won't intentionallyedd to get her.
Thane: tries to keep everyone from killing eacteoth

This group's dynamic discord. lllustrates for P&spgcially argumentative, uncooperative PC grotliesjlangers of
discord. The intent is to have this group desttsgli as a morality play for the PCs.

BEGINNING

The PCs meet this group on the road... with Jeiirgpagainst Grimsha. Jer is accidently hit harthemnose and Pela
rushes to aid him.. fauning over him and clums#pnding his nose in her excitement to get closeno Jer snaps out at
her .. "Would you STOP touching me!" Sharp rebuke ok of "I'm gonna cry" should evoke sympathynfrthe

PCs.. but not Jer who has dealt with this incoiligdalfling too often.

Jer tries to get Sele to heal him.. which she dog®ut concern.. but PCs should notice he triestand too close to
her. Pela gets jealous when she sees this and sgijt#n angry rebuke at either Jer or Sele. (8titrting from her
repeated rejections by Jer.)

Sele tries to go over and comfort Pela, but thélihglvisibly pulls away from being touched by Sele

Grimsha offers to wrestle a PC for a small bagleés Thane tries to discourage the PCs. Dwarf @stell that
Thane is a flamer.. but no one else can.

Much dynamics during the introduction of these tyroups... PCs should try to make peace with everyout they will
not be able to do this. Some dialogue would entlitdd®Cs to understand the backgrounds of thesaiaihus
demihumans.

The two groups are going to the same location.Hénmay, the hour is getting late and they seemmahfause ahead
with the lights still on. It's cold and rainy sorpaps asking to stay the night would be a good. ifldae NPC group
thinks so at any rate.)

This house falls victim to the story.. "The monkgyaw".

Plot Summary of one variant.(This story is not rine



An adaptation of a 1902 Gothic tale by the sameenaith altered characters, setting, and ending.plég now takes
place in 1815 just after the battle of Waterloa:g8ant Donal Morris, a veteran of the battle anastoof Herbert
White, returns to England with a war souvenir he gizen by a dying soldier: a monkey's paw. l&igigo grant
wishes. Morris gets Herbert, who has a drinkingofgm, drunk. He then presents the paw to Herlteri'sear old son,
Daniel. Daniel wishes for 200£. The next day Daar his mother, Agatha, are informed that Herbastbeen killed
in an accident at work. They are offered 200£ sstdement. Three days later, Daniel tells his mo#bout the paw
and

wishes that his father were back from the graveld8ualy, there is a loud banging at the front deos@meone--or
something--in a rage tries to get in. Agatha cothetuthat Herbert was not killed but has returnethfa three day
drunk. Without thinking, she wishes that Morris teebn killed at Waterloo. Everything then becons@mand Agatha
lets Herbert into the house. He does not seenslisecthat he has lost three days. Agatha tellsébant to speak of
it--that drink will do that do a man sometimes. Biiten Daniel cannot find the paw or the 200£, veeleft to wonder:
was Herbert drunk, or did the paw send Morris kacttie at Waterloo?

The story as | read it:

The Monkey's Paw
BY W. W. JACOBS
( http://mmw.bnl.com/shorts/stories/paw.html )

The only changes I'd add are to have the paw dissagiter each wish, winding up somewhere elsereTiseno
mention of a limit to the wishes, but the paw labé found after each wish. Each wish is, of cqupeeverted by the
paw. Hopefully, the wishes granted by the paw ateflashy - obvious ones. Thus the paw's effeatsbea'disbelieved'
for awhile then slowly accepted.

The additional trouble starts when one of the doagbup detailed above (and further describedvgetets their
hands on the paw.. an event that destroys theweagome starts making wishes to get what they want.

Pela: "l wish Sele were a rotting corpse seven daysl.. (said in an angry tiff)"
Effects: Sele will later be killed in an accidemtiried, and reanimates.

Jer: "l wish Sele loved me" (said in aimless drewghi
Effects: The 'Dead' Sele begins to love Jer akerdéanimation with an obsessive compulsion. T lis grotesque
and dangerous to Jer's safety as the undead Setgdat power.

Sele: "l wish Jerimiah would hurt as he's made Ret&"
Effects: Jer becomes enamored with Pela. Howelierdeesn't see him as himself (see later wishi ratler a
stranger. Thus he loves her, but she doesn't ratarlove and spurns him as a nutcase.

Grimsha: "(Longing to be his own master) | wishdres Jerimiah!"

Effects; Duh, he becomes Jerimiah. Pela loves démbecomes Grimsha, Pela is repulsed by him. Tioeat Sele
now loves both the apparent Jerimiah (Grimshayitin} and the real Jerimiah (in half-ogre body)in@&ha (who knows
he's in Jer's old body) could do just about angthibut it's likely not going to be good. Howeuee;s mostly tormented
by the Undead Sele and has time for little else.

Thane: "(Fazzled) | wish all of you guys and yoraziness would just STOP!"

Effects: Group runs outside.. everone chasing everyn a big circle.. eventually the bodies arentbin the
surrounding land.. as frozen cold statues. Thegtgped alright.. but not cured. Each statuelig &wvare and still
gripped by their madness. Anyone who sleeps togchistatue will have fevered dreams inspired byrteanity of the
pertinent statue. Thane is grief striken over lisrfy chosen wish.

(Thane stays at the house trying to tend to a sjargen around the friends damned by his wish... )

Of course every wish doesn't turn out right, sonévaly the hand either isn't found, finds its watp a passing coach
and is lost, or the PCs get it and hold onto prevent further abuse.

You now have an adventure hook along the linek@#Yishing Imp to torment your PCs with. (Shouleytlever try to
use the paw.)



CAST OF CHARACTERS

Sele Gladsheilm

Race: Elven

Class: Cleric (healing, animal, plant)

Level: on Par with PCs

Magic Items: Cloak and boots of elvenkind, repleimg wineskin (fills 1/day but wine must be drunikagght from the
skin or it sours into vinegar quickly).

Potions: 4 x healing.

Misc: Bunch of Goodberries.

Spells: Sele's curative spells heal % of damageadsof points. Thus her CLW heals 1-8% of damagedThis
healing occurs over a time period of 1 round peredled. Her ability to heal via mundane means bk in all
respects. (Healing and Herbalism NWP).

Weapon of choice: Bow.

Secondary: Staff.

Note: Orcs are perverted elves twisted by a beinuyvw as the Darkling to serve his cause.

On Sele's world there are three major land baHesiib-races. Wilder elves.. CG. Fey (equivalémthe drow, but
white skinned with black hair and eyes).. LE, NEC& (predominant). Seldare.. LG branch of elvégeg£appear
feminine to human eyes (albeit prepubsent femaletheé men, and small breasted females for the wpme

Elves are the mortal decendants of the child@bd and a human. They are highly racist becaui@sfbelieving
themselves to be divine and humans to be mortaksy @re highly selective in their breeding, trytognaintain ‘pure’
bloodlines untainted by lesser blood. The Seldegdte most successful with this breeding progitauhall groups
have it. The King of the Seldar is chosen accorttintdpe elf with the greatest divine blood in theéritage. The Queen
of the Fey is a position taken by force, but ugualls to the purest bloodline due to the fact tha pure bloodlines
have longer lives. Because of this, half-elves envtorld are extreamly rare.

Sele is a Wilder elf, CG. Like all her kin, slsesirrogant and haughty, truly believing in the siguity of her race. Due
to the importance of bloodlines, an elf would (adt)aever volentarily engage in carnal relationthwine of 'lesser’
blood.

However, due to a peculiarity of the elves of thiorld, sex is defined as relations between a madea female. There
is no prohibition between same sex relations. Euslf woman and a female human can become vesg gersonal
‘friends’ without other elves batting an eye.

Sele feels a romantic attraction to Pela, whesdwe return this feeling.

Pela Willowbrooke (NG)

Race: Halfling

Class: Thief (MS, HS, CW, DN are her major skills)

Level: on Par with PCs

Magic Items: silver whistle (enchanted) (Audiabitdyato people whom she considers close persoraids.)
Potions: 2 x healing.

Misc: Bunch of Goodberries.

Spells: None

Weapon of choice: Darts.

Secondary: Dagger.

Note: Kobolds are perverted halflings, corruptedatiyeing known as the Darkling.

Other than their black footpads and hairy fealflihgs of Pela's homeworld look like young teeasgof 4 feet tall
and less. They are a magical derivative of humadsgaomes. (Distant unremembered past). When #ieynflove,
halflings tend towards hero-worshiping idolizatiintheir beloved. They are forever stuck in thatygar-old-girl-crush
phase.

The men, try to be heroic, thoughtful, providenstfeeir women, striving to become a 'hero' in thesloved's eyes. The
male halfling exists to please his female, the fersaists to love the male.



Pele was captured by slavers of her homeworld.v&ts taken to the kitchen to be a part of dinmeatrthe cook and
his friends chose instead to 'play' with the fobldey chose another (near-dead) human male to bédimmer-dish'. As
they were busy playing with the halfling, the suppdly dead human male managed to cut himself foge the table
and
slice the throat of the cook. The man (Jerimiabgdr Pela, who developed a hero-worshiping crudhiran

Jerimiah Folkswain

Race: Human

Class: Warrior (ninja)

Level: On par with the PCs.

Magic Items: Boots of kicking (+1-6 points of daregaer kick and +2 feet to leaps.)

Potion: None.

Misc: Tae Kwon Do book/manual.

Weapon of Choice: Tae Kwon Do kicking. As spectdighter +1 (‘off hand') attack with other leg. idage 1-4 per
kick + 1-6 from the boots.

Other weapons: Hand axe, throwing (specialized).

Note: Gnolls are perverted humans.

Jerimiah Folkswain is a member of a witch-huntingugp. His duty in life to eradicate evil spell-usespecially hags
and necromancers. He has no fear of or aversiaratpc or magic use so long as the users are gopdrpbse and
effect.

He was captured by the Slavers, beaten to deathpleyson with better kicking style. (He later kdlitnis man and took
the magical boots that he now wears off of the sefpNearly dead, he gave up fighting. He was tthedeast at the
dinner when, lying on the table, his bleary eyeg whaat he thought was 3 slavers molesting a yourigwjith hell-fire
rage, he managed to force his body into motionragai

After freeing the 'girl' he discovered her to béaPthe halfling that now has an undying crush ion. iHe cannot return
the emotion, since he sees her as a child. Pets &kery opportunity to touch him and it greattitates him,
sometimes prompting him to snap at her.

Jerimiah, himself, has a crush on Sele who is lifebbeyond words to him and has a gentle toucpassing any he's
ever known. He is enthralled by her healing skils.tries to prove himself noble to Sele, but gmies him. Sele is
not infuriated by his attempts to touch her, hedp, lor court her since she is not tempted in thstl® give in.
Jerimiah's problem is that he is tempted by Patadying devotion but it makes him feel like a petve

Thane Mythhammer (LG)

Race: Dwarf

Class: Warrior

Skills (Blacksmith, weaponsmith, armorer of Madtexel skill).

Note: Hobgoblins are perverted Dwarves.

Dwarves (LG) on Thane's homeworld are the creatidh&ilcan. They are a worker-race whos creatios a@ered by
the HighGod so that his favored children, the elggecifically the Seldare), would have suitablevaets to do menial
tasks and labors. Dwarves are hard workers, ligg thieator, and toil without complaint (truthfullshey are obsessive-
compulsive workaholics: keeping a dwarf from praieeclabor is akin to torture). They enjoy servigerk and being
praised for good performance. Indeed, failing @ige a dwarf for his services greatly offends thiems:as if you have
called their work rubbish.

The Dwarves have mind enough to resent their okgeavitors to the Elves, who don't seem to pithise enough.
Some Dwarves have broken away and started theirkovgdoms.

Dwarven craftsmen can fashion enchanted itemse@mmgly enchanted items) finding great ease irkingrthese
physical spell bindings. However, Dwarves havera tiane using any object not crafted by their ovamdts. Exactly
where this curse comes from none really know. Twepect a dwarf, trying to free himselves from iserto the elves



stole an item and used it against his creator.HigeGod (as is supposed) then cursed the wholeeo§pecies to
prevent something like this from happening again.

Dwarven men and women look alike in almost evepeat Some chide that the only way to tell the &fex dwarf is to
turn it over and check underneath. However, Dwakvesv one from the other on sight. Because ofitiygortance of
labor for this race, Dwarven male children outnunfeenale children by a factor of 10 to 1. As a teswonogamous
relationships are not in their vocabulary (wellytyed the generic word for 'stupid ideas'). Dwargeserally understand
nothing of 'romantic' feelings lauded by the otheecies. Females typically have many husbandsamdtmose them
as they wish. Males consider being in a harem ta pevilege and an honor. Despite this femalerggam of the
bedroom,

Males still rule. (The leader of the army becontesKing.. and women are too valuable to put ingimy, thus they
don't become king.)

Dwarves have an inborne abhorrence to the thoudtawing carnal relations with a female non-dwarhey are not
romantics and thus unlikely to ‘fall in love' ancer considers such actions. Relations with a membire opposite sex
in the Dwarven society is strictly for the purpa@deorocreation, not pleasure. However, these wuokes (like the
anchient greek soldiers) do engage in dwarf-dwattrmale recreation. Most humans have a hard taoepding such
behavior. Dwarves don't understand the problensgesit's simply a matter of logic given their soi@ktonditions. A
dwarf may cringe at Dwarf male non-dwarf femaleipgs, but has no strong restrictions against Dweale non-dwarf
male couplings. This lack of wisdom sometimes eaeaings when they come to human towns.

Gnomes (none in this party): Dwarves who are fasthaith magic diverged into the Gnomish Race. Mefeales
ratios have been magical enhanced.. race is biseS@mcan be a matter of choice as Gnomes havicahagys

to 'switch hats' as they say. (This generally imgsla ceremony by the Chief of the clan and ocoues 2-4 weeks.)
Note: Goblins are perverted Gnomes.

Gimsha (no last name) (CE)

Race: Half Ogre

Height: 7' (Race varries from 6'11" to 8)

Class: Gladiator (Warrior specialized with two haddword and two hander style specialization. DU&d large size,
the weapon speed of the two-handed sword is desteéapoints.)

Ogres are the smallest of the Giant-Kin. The sratfiéthe ogres are too weak to take an Ogre nmaterast settle for
human captives. Their offspring become half-ogres.

Half-ogres are unable to feel love or happinesarigrth, they are ignored by their parents butfege to roam the lair
for protection and eat scraps discarded by thetsdtier they are satiated. Half-ogres are onlysictared to be men
when they have killed their father. The rest agatied with derision.

Half-ogres are used to taking what they want. Garistthe same. Morality does not exist in theirdseanly
consequences for being caught. As such no one nsbDgre-kin.

Ogres get pleasure from causing pain and killingsdch some become mercenaries. If they sweay teadtleader (a
contract) they normally keep their oath. Half-Ogaes often made slaves, since if they swear obediena master,
they are excellent bodyguards. (If they don't swpeesumably they are tortured and asked agaihalfogre will lie
as he

sees fit to anyone other than his master or leader.

Grimsha was captured by the slavers and freedtayidé when he swore to follow Jerimiah. (Jeriméatin't try to
coax this, Grimsha merely stated his offer if J&ahmvould free him. Jerimiah was not going to filee Ogre-kin
because of a racial dislike of half-ogres.)

Grimsha is sometimes more trouble than he is waitite while Jerimiah is free from direct tormentthe Half-Ogre,
but his comrades are not. Grimsha has no resengagioout mixed race pairings. Indeed, Jerimiathhdsto kick him
in the face when he got too close to Pela.



Additional Notes: Ogres love to wrestle.. they fygavite others to wrestle. However, they tendstop down to a
loincloth before begining to wrestle and somehoeage is involved. The object of the wrestling sesseems to be to
pin the opponent on his belly. There's a lot obin involved, but anyone stupid enough to wrestieogre deserves it.

Robert Sweeney

AURADREL
by Stormonu

Prologue

Mordor (or one of your PCs name) shook hexdhte clear the awful ache, only to hear the safrahains rattle
nearby. Lifting his throbbing head, he could barabke out the rusted manacles holding him ag#uesivall.
Squinting, he made out that he was is a dark selfounded by stone of unknown thickness. Somewhbenes left,
someone else stirred. He couldn't make the shajpduat his attention was drawn toward the thickesedoor by the
sudden hissing sound behind it. Tensing his masbke prepared ... for anything.

PLOT
[ This adventure is best played with a group oh8racters between 5th - 7th level and is stagediew Domain. ]

The characters awaken from their most readwénture to headaches and aching bones. Whethieigthad too
much to drink after celebrating their victory a¢ local inn, or being forced to flee [perhaps ittt mist] a Disaster
(the crumbling of Castle Ravenloft into chasm beitwhe ripping of the land after stopping the @iaonjunction, the
explosion when Azalin's phylacercy was destroyedylmtever), the party awakens to find itself innaeles. They still
wear their normal gear and armor, but any obvioeapens have been removed and stored, out of réttoh far side
of the dungeon cell they are restrained withindlgahieves picks and other such easy outs haga pkced aside as
well.

In the hall characters can hear hissing areatmoving up and down the halls, and the clinkihgeys. At least
once they hear a door open and the frightened igad the other room's inhabitant. It ends withl@odcurlding
scream, and the loud crunch of bones.

It should be made obvious that the charaeters to get free, and quickly. Wizards or Priests/ attempt to cast
spells, but their material components have beaksthwith the other gear, just out of reach. #ytkdo have the
materials they need, they still suffer a 55% chaofdailure, -2% per point of Dex over 14. Otheetimods can be
attempted to procure items, from tying socks toge#ind then to a boot and latching onto itemssiogubelts as lassos
(this is where heavy characters are handy), tongtiieg to rip the rusty manacles out of the wadir(t bars/lift gates at
normal chance).

The characters will not draw attention until
1) they are about to succeed, or
2) they make a lot of racket.

At this time, the guards are drawn to the soundthadharacters have one round (they see the dtwbr $lowly turn,
before the door opens) and in will step 4 Advaricedrd men.

The lizard men bear scourges and long swarts at least one bears a red-hot poker. If théy the weapon pile
disturbed or the characters are free, they attatley only attempt to kill the PCs if they are frdéthe PC's are not
free, the Lizard men beat the PC's around (beingfulato stay out of arm's reach) to at least J2and then strip the
PC's of ALL their gear, adding it to the pile jb&yond reach. As they leave, one of the Lizard Blegidently drops a
key (the key to the door, not the manacles, unfately).

The Lizard Men do not make a second appeanamtiiehe PC's are free, and have collected thed@r. Until the
PC's rest outside the dungeon, however, they are2ato all ability scores, saves and THACO's ftomheadaches and
bruises. Though magic can heal the bruises, @styaan negate the headaches (and the penalty).

If the characters wish to do a little explgrin the dungeon, they find a number of cells haddid4 individuals
within each cell. If the party lingers, they atir2d8 Lizard Man guards, armed as above. If #peyt the PC's, they
attempt to alert the compound. If they escapecltagacters risk facing a force of 8d8 Lizard Mdrovarrive 4 rounds
later. They will be supplemented by 1d4 Lizard Mbem round until the PC's escape, or they are ovaméd.

The exit to the dungeon is straightforwarderay, curving hall about 100' long and 10" widattheads up a stairwell
to a two doors. One door leads out, the otherslegavard into a tower, but is magically locked, aodspell can dispel
it.



Exiting the dungeon reveals the charactelsetat the base of a 3 story black basalt towgr atarge bluff
overlooking the sea, with a thin, crooked and teeobs walkway back towards the mainland, and dfdpuodreds of
feet to the sea below. There appears to be ndavester the tower, and the top of the tower istgr(for now).

Characters can proceed slowly along thewkitkway at 1/2 normal rate safely. Any faster iieggia Dex check, or
the character slips (make it look close, but dkilt'them). If the character fails a Str checkire following round, or is
not dragged back up by his companions, the charedtéall, falling 100 feet for a nasty landinghdhe rocks below
for 10d6 damage. Note that the Lizard Men WILLs#héhe characters out along the thin walkway, aedarefooted
enough to receive a +4 bonus to thier Dex check&fware considered 14). If characters attempbtd the Lizard
Men on the walkway, Lizard Men archers set up attthwer base to discourage the characters.

Once past the deadly walkway, and into thg &aside beyond, the characters can quicklyddbe Lizard Men in
the surrounding vegetation, which thickens intor@$t deeper inland. The Lizard Men will pursuesH@r up to an
hour past the tower, and then leave and returhetio home, and report their master about the [6ke Gea Witch).

With the characters now away from the toweey encounter a wandering merchant with a wagohtd wares
heading for the nearest town. After hearing tredig,the offers the PC's a ride to the town, wisctihiough the woods.

The woods are dark and eerie, and the raataofides he is glad to have the PC's with thé knows of the
forest's dark reputation. Then, just ahead, fodahapes loom out of the dark woods to bloclptita ahead. Their
eyes glow malicously in the gloom, and the merclséops the horse short.

The four creatures are ogres - with an agagi standing invisibly behind the other four. eTdgres want the PC's
to pay a toll - a stiff one - of no less than 50(the DM should assign the toll at least equal/tbthe PC's total treasure,
possibly asking for some magic items as well)thé& PC's agree to pay, they are allowed to passydomed they will
have to pay the toll again on their return (whethey return or not, is up to the PC's). If thefuse to pay, the ogres
part and back away, seeming to clear the way. Waatyuntil the wagon is passing them, then use ttiebs to smash
the merchant's wagon wheels to splinters, and tire ®agi then unleashes a lighnting bolt down tath phrough the
PC's. The Ogres then pick through whatever isd@itl continue to smash anything that survives.

If the PC's manage to survive the encouttiey shortly reach the town. The merchant ketsrt off at the nearby
inn, and states he will be dropping his (remainiggds off at the local store. However, the vi#lemare less than
helpful, and extremely suspicous, rude and discatairy against the characters. They refuse tovdfl@'s to buy food
and lodging (which they always ask for up frontting that the character's foreign coins are westh The characters
should be driven to seek the merchant out, whaoffehelp find the room and board in the town.

After greasing a few palms with the locatrency, the merchant leads the group to a rickily inn at the edge of
town. Inside, they find the owner, a 30-year oluhwan, in distress. "It took my baby!" she criéfscharacters take pity
on her, she reveals that last night her little déeig- a suspicously familiar black-haired littlel gvith doe-like brown
eyes named Auradrel - was kidnapped in the nighhbyown werewolf. She has pleaded for help tithlocal sheriff,
but since he is already swamped with other disajppeas, he is of little help. She begs the meitctuatake the issue
up with the king, for the merchant is well-knowrddiked. He agrees, and asks the charactersridahjem.

Hopefully, the party agrees (if they do ribgy should slowly learn about the corruptiontef tocal enforcement,
and somehow be forced into a confrontation witht&ibas detailed later). The merchant immediapegpares to leave
(procuring another wagon, if need be). If the parquires about payment, the mother cannot offechm{about 50 sp),
but the merchant will be willing to supplement wi@ gp or 1/2 of the toll the characters may haaid o the ogres.

The trip towards the castle entails travetmce again through the woods. If the ogres wetelefeated, they
return, perhaps trapping the road if the PC's kgtdithem before. Their numbers should not be réigiled. Beyond
that, as the group is about to leave the woodseatet the plains leading to the King's castle uthexpected happens...

As the merchant is rattling off how he irderio approach the king, something reaches down fioe dark branches
and snatches the stunned merchant before he carded\@it a cry of alarm. Before the party canneblink, they hear
a gut-wrenching crackle of bones, and blood bewirflow freely from the branches overhead. A Rawoftroll has
just snatched the merchant, and is quickly devgunim. The troll gains a +2 bonus to its initithend is 75% invisible
in the dark branches. It attempts to make itsgscaseen. Even should the troll be caught afetkithe merchant is
dead, and mutilated beyond hope of raising. Nadsvitp to the PC's to talk to the king.

Luckily, if the PC's press ahead, they fijaihing an audience with the king a little eademtthey might imagine.
Within a few hours, they find themselves beforekimg, who listens to their plight. He promises'dom all he can”, and
then dismisses them, most likely leaving the P@wged.

The PC's are then quickly hussled from tstle, and told to return home, and that they shbakt do it before
dark. This means the PCs must again return thrthegdark woods once more. And with the sun sodretdipping
below the horizon, it will be quite close if theyake it...

However, on the way back, the charactecsime hopelessly lost. Without the merchant, ant thié darkness
decending on the forest, they somehow take a wiarmgthat leads them down a trail that fades irttthimg.

It's dark. It's night, and they are loshat's when they hear the growl of wolves, woliesclose for comfort.
Suddenly from the trees, a pack of vicous wargesizelfs springs out, attacking the PC's (thesesaHD monsters,
dealing 2d8 damage with their vicious bite. Thegmsand lunge at PC's, feigning attacks and drathied?C's to
overextend themselves. Their tactics give PCXxenalty to hit, and -2 penalty to AC. Likewisige wolves will



attempt to attack so one attacks from the frontenthie other attacks from the rear or side. Thbmild be at least two
per PC, plus four to attack the horse. In a bloadHing whinny, the poor horse leading the caeigmgtorn down first,
and the wolves threaten to do the same to theofése PC's. As more wolves leap from the wood®pdace any of the
fallen, the fight becomes grimmer and grimmer.oMithe wolves to whiddle away at the PC's for alfout rounds,
before Foxtail appears.

As the characters fight on, perhaps fightisgide the carraige, a humanoid figure, reddisimge in color, leaps
from the darkness, weilding a long sword. Theli@aded creature rips through the wolves, cleavitigesn with his
enchanted sword. The fight continues, with thiditah striking to aid the PC's. If the charactattack him, he tries to
explain he has come to help.

Once all of the wolves have been driverooflain, the humanoid turns to greet the PC'aanflFoxtail, a dweller
in these woods. You appear to be lost from yountowan..."

Foxtail is cautious about the characteus dttempts to be friendly. He reveals little ablois own past, but if
guestioned about a werewolf or the disappearaheegplies truthfully and grimly, "It is the kisgdoing." He
explains the king is a werewolf and wizard (butgtdeexplain how the king became a werewolf), aasl teen using
his magic powers to turn the creatures of the waatdshis willing slaves. Further, he has beemkjobing young girls
(Foxtail does not know why) and keeping them indaistle dungeon. He has seen and attempted tth&gmung girls,
but
the castle guards and escape route is too difficultiim to handle alone. He asks if the charactsgiidree the young
girls (he does not offer to accompany the charaaiatess directly asked). If asked about Auradued, she is
described to him, he responds that he does remesaberg her in the dungeon, along with her cat.

If the characters are willing to break ittte castle, they will find that once they get ghstpatrols on the outer
wall, the inner court is fairly vacant and poorlgtehed. Foxtail will either have given the PCtaap to the dungeon,
or will lead them to the dungeon. In either cdeegives the party his magic amulet, telling thé&vigu may need it
against King Stephan"

The characters find the dungeon fairly easg releasing the girls proves easy once theiglggpard has been
dealt with. Auradrel, and her cat, are among thnyg, scared girls. However, as the charactens be@xit, they find
that one of the nastier cells they passed eaxdibich had some hissing, snarling creation in it 8ratched at them as
they passed) has freed itself. The creature rdssmbyuan-ti abomination (11 HD, has the headadtaa and lower
body of a snake. Attacks by bite for 1d4 + poiaad tail for 2d6. On a natural roll of 17-20 oe tail attack that
hits the opponent's AC, Stephan's son has wrappedctim in its deadly coils and may squeeze fd8 8lamage per
round. The abomination is only harmed by magicpeea, and regenerates 1 hp/round), and is one d{itig
Stephan's accursed children. The thing attempiseteent the PC's escape, and may draw guardsmenliindled
quietly and quickly.

If the PC's escape, they may return tddia to reunite the families. If Foxtail was nattwthe group, he has
secretly alerted the townsfolk of the their childgereturn, and they are waiting in the town squéir@ny guardsmen
follow, they catch up with the PC's at the townd attempt to arrest them. If the PC's have expthimhat King
Stephan has been doing, the townspeople begimgick rocks and pelting the soldiers with themnéwally driving
them away. This leaves the PC's free for ther&astion - to take Auradrel back to her mother. Téenion should be
happy, leaving the PC's with no doubt they haveedeell. They are free to return to their inn, amepare for the next
adventure.

However, just as the PC's head to theimidbey hear a fierce scuffle from below. If theyestigate, they find a
four-limbed abomination clutching Auradrel and bat, the mother nowhere to be seen (in fact, thenitation took
the mother's form, and the real mother lies de@affesl behind the front desk). Seeing the PCtstlting hisses foully
at them, then flies out the door and into the-stiht sky, visibly heading south - back towards flea coast. If the
characters do not investigate, they see the thyrnogsst their window, holding Auradrel and her itaits clutches.

If they characters pursue, they are abtebgerve the thing fly south, just moving out dfittreach. After what
should be a tense race through the woods, obsettvinilying creature through breaks in the darldsds folilage,
illuminated by flashing lightning, the charactersezge at the sea coast. The creature contindgssouth until the
black shape of the Sea Witch's tower comes intw.vi€awing evily at the characters, as if urgingnthon, the creature
flies to the Sea Witch's tower, and disapears lasdts on the top.

As the characters reach the Sea Witchesrtdhey see an evil and unnatural storm brewirgglread. With a
swirling eye the color of blood, the black storness focused over the tower. Above, at it's toplmheard a chant
that booms over the gathering storm. Streaksgtithing begin to crackle near the tower, and fiavoel begins batter
the coast. The first drizzle of rain is alreadytlsgg in.

The characters will find they must revelsar course to reach the Sea Witch's castle. alliyeand armed force of
6 Lizard Men with bows stands at the tower's btsmjgh the wind gives the Lizard Men a -2 penathit. However,
the thin walkway is even more treacherous withviitel, causing characters to suffer a -4 penal®eg rolls while on
the trail (and normal Dex rolls are required forving at 1/2 speed, none for 1/4 speed). The daatihg up the tower
is unlocked, revealing a narrow (1 man) wide stsiecup and down. The central area of the towaeés to the sea



below, and though the wind does not blow fiercaljére, Lizard Men from the rooms in the lowerfetifarch up the
stairs to attack PC's. They are armed with 6 spa@iece, and each round 1d3-1 will start ascentimgtairs after the
PCs, throwing spears to attempt to hit the PCisy IAzard Man or character hit on the stairs masesvs. dex (at a -1
per point of damage over 4 hp dealt, up to -8 gghal fall to the sea a hundred feet below (8d@age, due to the
impact with the sea, instead of the rocks).

Once the characters reach the top of thertahey find King Stephan waiting for them, hieédsword at the
ready. Nearby, the Sea Witch has strapped Auraddreh, who is unconsious, and the cat hunches &ebkéat, hissing
at all that come near it. The characters haveudds before the Sea Witch completes her chanttheamdin the next
round, stabs Auradrel to finish the spell. King@Btan will try to hold the PC's on the stairs tevent them from being
able to save Auradrel.

If the PC's succeed in stopping the SemhVas she dies, she attempts revenge by stabbisglf with the
dagger (she can do even if reduced to negativeohits, but not if the PC's take the dagger, oucecher to -10 hp
before she can act), freeing the spellbound cegveal its true form - that of a Bebilith!!! Theeature shows its
gratitude by attacking the PC's. Note that it doatsattempt to harm Auradrel. The PC's can attempscape (the
Bebilith will run them out of the tower, but no faer), or destroy it. The easiest way to destrag/to put Foxtail's
amulet on the Bebilith, rendering it into the aatnfi (because it has been in cat form so long hiésbecome it's "true"
form), and then destoying it.

With this deed done, the PC's may retutiowmn. However, Auradrel's mother is now dead, stmel has no other
family. The PC's may choose to adopt Auradrel ttver more likely solution is that they take hettie local
orphanage. There, a thin man who somewhat ressritidanerchant the PC's met earlier, eagerly tideechild,
promising to care for her as he does for the otfadis. As the caretaker prepares to take Aurddsidie, the PC's hear
him whisper to her, "Don't worry child, | believewll like it here. We'll take good care of yoit'is then that a black
cat strides up to the caretaker, who bends dowaictoit up. Happily, Auradel cries out "Raven!" aedgerly clutches
the cat. Before
the PC's can do a thing, the caretaker glancesdiable PC's, a wide, mischevous grin spreadingsadris face, and
the two disappear behind the door to the orphanage.

Major NPC's

The Merchant - "Kelatus the book-binder, sellerasE tomes, exotic poetry and books mundane anddtiei’ O Ivl
human, 4 hp, Align: NG. His wagon is loaded withoks of all types, from poetry to disertations onlead. None

of his tomes are magical, though more than a fealspf supernatural events or items. He is alsm@eychanger, and
keeps a hidden and locked trunk filled with 100 10 sp, 25 ep and 250 cp of local coinage. Higeot cargo also
includes several leather and fleece hides, whidhasedraped as a covering over his books.

Foxtail - 5th level fighter, Werefox (male). hp:.3xlign NG S 16117 W 13 D 15 Co 15 Ch 13 CasréelLong Sword
+2 named Dancer and 2 potions of healing. Weaesraulet of Trueform (forces the creature to renmiii's true
form)

Foxtail is secretly one of the accursed sdrf ing Stephan. He has been able to remain dmsmduse he was not
raised in his father's household, but instead byrtather in the woods where he was born. His mdthe great
woodland skills, and his magical nature allowedt&ibxo grow with the creatures of the woods asftisids. He
abhors the unnatural and evil spawn of his fatbgpecially after they killed his mother, and coniygpatrols the lands
attempting to destroy them, little realizing he béti is one. He has faced his father on one oamasand discovered
the awful truth. Since that time, he has beenilling/to confront his father, but continues hisnkdn the woods, now
pitying what he must destroy. He longed to be &bléve in the towns of man, and once sought owtzard to purge
him of his animal form. For a month, the wizard lex, creating the amulet he now wears. But to Hoghr
consternation, it did not work, for Foxtail's trfeem is the half-form he is stuck in.

King Stephan - Human infected Lycanthrope, FigBtéwizard 9. Align CE S 15117 W 16 D 14 Co 16 Gh King
Stephan wears plate +1, and wields a broadsworflariestongue. He carries a special potion ofgemeent
(transforms him into his hybrid werewolf form irsengle round)

Memorized spells (can be cast in his armor becafikes special nature as a DarkLord):
1st: Burning Hands, Shocking Grasp, Change Sedf] @ Fog

2nd: Blindness, Invisibility, Levitate
3rd: Blink, Dispel Magic, Vampiric Touch



4th: Confusion, Polymorph Other
5th: Summon Shadow

King Stephan was the son and prince of éntyigrizard king. He grew up in the lap of luxurjthveverything he
could ever want. His father had always told hiwt tivhatever he wished, could be his. But whatl&tapvanted, was
not for him to have. Though his father tried héstito teach Prince Stephan to use his magicalisdaemore than his
own pleasures, Prince Stephan was spoiled. Anththg he lusted for most was not mere power, \healtfame. It
was his own sister. When his sister neared hégesith birthday, Prince Stephan plotted with hilefecousins to stir
up trouble in the manner of mischevous teenageus Stephan had on his mind darker plots that &mpeank. Using
their magic, the Prince and his cousins managéictothe neighboring duke out of much wealth vathillusion of fine
stallions. When the stallions vanished the nextning, and Stephan's treachery came to full lighiote the duke, he
was engraged beyond reason. Gathering his armmahehed to the King's castle, intent on teachuegroyal family a
lesson. At the castle, the King and his army gtteohto negotiate peace and reason with the duitd?rince Stephan
struck once again. Creating the illusion of anaspng the ranks of the King's soldiers, one oftle@ drew their
weapons, which flashed brillantly in the morning arhe duke responded, and war erupted on thek fiel

During the confusion, Prince Stephan masevhy to the Princesse's chamber, and there qadrith incestous
fires with her body. By the time he was discoveteslwas already escaping.

Alerted to his son's treachery, the Kisgdihis magic to track down his son. But his s@dthis own magic to
change his shape to elude his father - first tdostythen a swift wolf, and finally a cobra wheoroered by his father,
but it was all in vain. Angered beyond belief, iag cursed his son to animal form for four yeamne year for each
of his attempts at escape. Not only that, butureed his son to be female, and to bear a chilédch year of the
curse.

Prince Stephan managed to endure his,camsereturned home after the forth year a changsd- or it seemed.
Shortly thereafter, his father died, and PrincepBa® became king.

The years in his curse had not made hietger man, but had embittered him. He beganléohis people with an
iron hand, clenched in a velvet glove. Unknownti® populace, the King forcibly married his sisteinp now cows as a
frightened doe caught before a hunter in a brafbéh. Lust consumed him still, now more a objeaeotnge than of
pleasure. Young girls begain to disappear fromdbal towns, and evil monstrosities - in the shapsnakemen and
wolfmen began to fill the woods. Strangely, therge scant reports of a fox-like man, until one,dhis son of
Stephan faced his own father, intent on his desitnuc With cruel malice, Stephan revealed hissorigin, and the son
left in disgust, unable to face the horror of hiswdather.

King Stephan has joined the Sea Witchoipitng to be able to gain a wish or service fromtthasformed
Bebelith.

The Sea Witch - Conjurer 12th (witch kit) hp: 28gh: CE S 12 116 W 16 D 17 Co 15 Ch 9. The Bé&izh wears
black robes of the Arch-magi and carries a potibhnuman control and invisiblity. She wears a ridgrotection +1.
The dagger she carries has been enchanted astisefdo the spell to transform the cat into the iBibb

Spells:
none available, they have been temporarily lostgt the unbinding spell she performs at the ernbleo&dventure.

The Sea Witch's past is mostly a mystetys known that at one time the tower in which diaells was once a
lighthouse. Local villagers suspect that she hadsband at one time, who died upon the rocky amasthight when
the light of the light house went out. Since tiivae, she has slowly degenerated into evil, renptie ever-burning
bonfire from the top of the old tower to replacwith an altar for blood sacrifices. Many clainedias been attempting
for years to find a way to bring her husband baoknifthe dead, but has so far failed. Now an obchey tales tell of
stealing young children in a vain effort to regtia youth for the day she manages to return hdvamags Though her
reasons for wanting the Bebilith disguised as Rdkiercat are unclear, she has bent her forceaddlie cat, and
bargained with King Stephan to find the foul creatu

Auradrel - 0 Ivl human girl. Align: LG

Auradrel is beautiful little girl with ravellack hair and doe-like brown eyes. Friendly aadeagally unafraid, she
appears to be about seven years old, and is alkeagsnpanied by her black cat, Raven. Though shesigant to
speak about, she believes that Raven can talkgitlhne so numerous times), and often speaks l&sddat out loud,
sometimes even asking its opinion in matters, etgmding to play a game with it (Jacks are herrit¥game). Raven
has also taught her a song, which she can oftéoumel singing - "Ring-around-the-rosy". She hasds&a this poem
is actually about the black death.



Raven, transformed Bebilith (appears to be a btatk

The Bebilith is detailed in the Planescapgéplix. The creature was drawn to the servitudgtiethd a long time
ago, before the land was pulled into Ravenloftal®t kept the Bebilith in cat form in the crypthig disposal. When
the land was drawn into Ravenloft, Raven founddwddn't transform out of cat form, but managedgoape from his
imprisonment from Strahd. Though the vampire load searched the castle high and low for many yeathe
Bebilith, Raven has been able to avoid him withghéme shift ability. Because he cannot leave Riafg the plane
shift ability has been warped to only allow Ravertravel through the mists, somewhat unreliablpatiwas how he
found Auradrel, and lured the young girl to Ca&kvenloft, intent on using her to find the meanBde itself of the
accursed form.

Finally, Raven did find the tome that wibfriee it from its shape. Having Auradrel steal thme, he managed to
whisk her back to her homeland. From afar, héhetsecrets fall into the merchant Kelatus' stéeooks. Ogres took
the book as part of a payment to allow Kelatusatatioue to town (the Ogre Magi was the one whoipally accepted
the magic book). After finishing with the booketgres traded the book to the Sea Witch for soesh f(lizard) meat.
When the Sea Witch found the spell Raven had imerhebr to find, the hunt began. Promising powes,isvolved
King Stephan, who unknowning captured the girli;xdungeons.

Raven does not intend to fulfill any of ®mises it hinted at in the book it let the SeigcWfind, and intends to
escape Ravenloft once in its true form. It hadakisy believed it could not leave Ravenloft beeaofthe cat form,
but will quickly discover it cannot escape everitsrtrue form.

Stormonu

FOX HUNT
by B. Miller

Startup

At the beginning of the adventure, the PCs wilbbethe edges of a woods with several other mendfexs
hunting party. It is approaching dusk, and therguthis evening is fox. One of the hunters, a mamed Kinley, has
brought hounds, who whine and jump about nervoasiyjous for the hunt to begin.

Night seems to draw quickly closer after the thegins. The sky glows red with the dying sun sigkiowards
the horizon, a red eye that lazily watches the énsnt A few of the more superstitious NPCs makelimgrsigns and
make mention of the red sky being a bad omen.

After some time hunting, the hounds finally pigkascent and charge into the brush. A sleeky &hrape
darts off, the hounds in pursuit. The fox providdengthy chase for the dogs and the huntersfumlly the hunters
are able to get in there shots. At this poinpwalthe PCs to make their shots, allowing them tamnaothe fox, but not
kill it. Once the fox is wounded, it takes off agaihe hounds once again in close pursuit.

As the hunters follow deeper into the woods, dredsun disappears below the horizon to make wathéor
moon, in total fullness, the ground becomes thiskisouded in fog, partially obscuring vision desyite light provided
by the moon. The dogs are heard for a while bgrkirthe distance as they chase their quarry, tieynare suddenly
silent.

More of the hunters complain about ill omens avitiveinds, and some even threaten to turn backKiniey
won'’t leave without his hounds. Most likely, the $@ill want to press on. If not, they will becomtisoriented in the
fog and can be steered to where they need to veagny

The hunting party will wander through the eerilgist woods for some time, heading in the geneiralctions
they believe the dogs were headed. After allowimgne suspense to build, a large, wounded fox leapsthe woods,
attacking the nearest (NPC) hunter. The huntekisn to the ground with the fox biting at his asithe hunter tries
to fend the animal off, and a couple of the monvoes hunters take shots at the fox. Allow the RCske some
action. After a few minutes, especially if the fakes more damage (this time it should be madeém fatal), the fox
runs off. The hunters claim the fox has been nilgnieounded and take chase.

The woods opens up into a moonlit clearing, whiih lheavy fog clinging close to the ground along the
clearing's edges. The trees in this clearing dréead and twisted, evil-looking things. The fexup ahead, toward the
center of the clearing, lying on its side, motiasle

The fox appears to be dead, but its face is loakeda disturbing, baleful glare. Lying on itslsj only one
eye stares up, but it is wide open and seems te gtahe hunters. The fox’s lips are also cubadk in a perpetual
snarl, baring rows of sharp teeth. A pool of #ndlood surrounds the fox. The sight is partidylgruesome and
shocking, forcing onlookers to make a mild fearathe



The fox lies at the base of a dead tree stumphndiends about four feet high. On the side on hwtiie fox
lies, the bark has been stripped off of the stuntpan engraving of what appears to be an evil, aniace has been
carved into it. This sight unnerves the hunterthir. Even Kinley has apparently forgotten allosthounds and now
wants only to flee the woods.

The fox is truly dead, but the paranoid huntelskeiep "seeing" it move, causing the others tocobee even
more nervous. The hunters retreat, warning thetB@e the same in case they feel inclined to stirdund and
investigate.

Note: need a back-up plan in case the PCs do@émithvestigate. | need ways to convince thenoitld be in their
best interests to flee. | also need ideas on $hlirngn use for atmosphere, to build suspensengltiie slow parts of the
hunt.

The Adventure

It is a month later, on a day after a night ofilhhoon, and no one from the hunting party atdtaet has been
out hunting since. Whether the PCs realize ther® avfull moon that night is irrelevent at thismpbut this does mark
the beginning of a series of mysterious murdersabmprise the bulk of this adventure. After thesthave had half the
morning to interact with the town and some of isnbers, a woman comes in, wailing hysterically. eWhalmed, she
informs those tending to her that she woke to fiadhusband, Kinley, one of the members of theihgtarty, dead
behind the tool-shed behind their house. Anyomestigating will find that the circumstances of theath are very
strange, for there are no signs of how the mankiliasl. His face is locked in a wide-eyed maskroked fear and
pain, and his skin is unusually pale, but therenarsigns of injury. If questioned further, thesP@ight be able to
discover that the woman thought she heard barkiinig the distance last night. Several paw prinight be found in
the general area.

Encounters

- The PCs learned (hopefully) from the woman whassband was killed that she heard dogs barkingemight. The
night after this murder, one of the PCs is awakdoedome reason and hears barking in the distalide follows the
sound to investigate, he will be led to the housanother NPC member of the hunting party whereiillesee a dark
shape disappear into the woods. (If he pursuesijlheot find the figure.) Further investigatidarns up the hunter
dead in his home, perhaps appearing strangledatih ¢y powerful hands.

- On one of the nights, the PCs and the remainingehs, and friends and relatives, are huddledthegén a cozy
tavern, or someone’s manor. It is rather lategtithand the moon peeks in through a large wind8wddenly, the
faint sound of barking can be heard, and hopethlyPCs have realized by now this sound heraldswenmurder.

If they don’t, one of the NPCs will prophesize thevill be another death. Talbot, one of the huheCs, calls to a
serving wench to bring him another gobbet of wide returns with it, and Talbot greedily drinks tiguid to calm his
shaking nerves. Suddenly, he drops his gobldtingpthe contents. His face quickly turns grekis,tongue swelling,
eyes bulging, and he dies, obviously poisoned.oér dlams in another room. The PCs follow the danto the
kitchen, where they find the serving girl lying tive floor, her throat viciously ripped out, blocavering her chest. If
they peer outside, they will find no sign of thédd, but they may notice paw prints leading frdme toor. Searching
around the serving girl’s corpse will also turnarpitem which belonged to Jonathon, the NPC whobhitéen by the
fox in the hunt. Jonathon was with the group atttvern, but left earlier in the evening, justdsefthe barking of the
dogs was heard.

Note 1: what happened is that the spirit fox white one of the hunting party to leave, followinign until there was
no one else around, then she hit Jonathon frormdekhocking him unconscious and leaving him indle®ds, then
doubled back to the inn. The PCs should find Jmrathe next day, wandering back into town, appegadisheveled
due to his sleeping outdoors. He honestly hagoollections about what happened to him after fi¢He inn. The
NPCs will quickly deduce he is a werebeast, infédte the fox that bit him. Their further suspicigrthat it is the time
of a full moon.

Note 2: | need to figure out a way to try to det PCs to kill Jonathon, believing he’s a werecmegtor perhaps the
NPCs will kill him. More evidence, perhaps iteneddnging to the murder victims, will turn up at d¢imons house. He
will panic and try to flee.

- After a few nights of killing, after most of theinters have been killed, the PCs will discovertbibdy of a woman.
(Hopefully Jonathon was killed and the PCs and NB&igve the threat is ended.) The woman is Kisleyfe, her
body already in several days of decomposition. ditedlem is, they saw her earlier that day, alive amll. Earlier,



they will hopefully recall, she was supposed ty stee night at an NPC’s home, a man who was orteeohunters.
They should decide to charge to his rescue, figuniis in danger. They will arrive just in timewitness the man’s
death, the spirit fox just finishing the chore. iSfancounter could possibly lead into the next one.

- Eventually, the PCs catch the spirit fox in f6g/hybrid form and should chase it out into theods. The fox leads
the PCs back to the site where their fox hunt hretbd a month earlier. There, the fox has quienagdowers, such as
being able to use the surrounding vegetation, ngusiots and branches to grab and hold the PCs.fokhis too
powerful here for the PCs to destroy, but give tlogrportunity to handle the encounter themselvedgps seeking
escape. When all their attempts have failed, thikead dogs from the earlier hunt charge in to chlasen the spirit fox,
causing the creature to flee and forget about @& Prhe PCs will not be able to track or find fitve or the dogs after
this, but they might perhaps find a clue that eithdicates the identity of the spirit fox, or heevdestroy it.

Note: | need to determine what this clue will be.

Notes:

- The creature is a spirit fox, a malicious ertigt is similar to a werfox, but that can claimaaigty of different human
forms, as well as a fox and a fox-hybrid form. Theature can assume the form of any human ititied k

- The dogs’s spirits are stuck on this plane tinélspirit fox is dealt with. The dogs bark wheegrethe fox is about to
strike. The dogs are unable to leave the woodshleuspirit fox is tied to its grove (the carvedmsp where the hunt
ended), and cannot wander far from this placedng! The dogs pursue the spirit fox relentlessithe woods.

Conclusion

By now, the PCs should have some idea of whatrinep against. They can spend the day prepapediaps
trying to find resources on how to deal with theature. They, and any surviving NPCs will mostljkbe gathered
together for safety, waiting to stage a final confation with the creature.

What's Still Needed:

- NPC descriptions (especially names): 5-7 membfetise hunting party, so far Kinley, Jonathon, dadbot; Kinley's
wife; relatives and friends of the other hunteegjular town patrons; possibly NPCs who have their bidden agendas
and can interfere with the PCs, possibly seeinmthe some sort of threat.

- Ideas for progressive clues to provide the P@sder to lead them toward the murderer, or eveslightly mislead
them.

- Information the PCs can learn, at a local lib@rynystic's shop, on supernatural entities relatetthe PCs’s
problems, such as the spirit fox, the ghost houadd,perhaps information to slightly mislead theypts.

- Encounters and activities, either involved wite plot, or just for distraction. There shoulddm@ugh going on that
the PCs will have a difficult time pinpointing exiyovho the killer might be. 1'd like to see thieatacters really starting
to mistrust everyone, perhaps even each otherfjrotidg clues that contradict other clues untilytimeight finally have

a chance of discerning the truth by the end oftheenture.

- Determine where the adventure will be set (Mordesuggested).

- Information on how to conduct fox hunts, and infation on any actual myths, legends, or suspidibatscould be
suitable to incorporate in this adventure, would/esy beneficial.

Brenton Miller

ALONE IN THIS WORLD
By Stormonu

Prologue

"l don't understand it," Norrick shook his hedte was here just a moment ago."

Jaelce shook her head, and placed her hahbwitk's shoulder.
"Norrick, you haven't slept-"

"No, | haven't,” Norrick retorted, shruggioff her hand. "Every time | do, | wake up, and some's gone."
Norrick stepped away from Jaelce, fumbling with desk where the professor had been sitting a fewtes before.
"First Nimblethumbs, then Derrick, now even protes$ackard is gone."



Norrick turned to face Jaelce, but there avlight brush of wind that carressed his face, taedorief whiff of fetid
death filled his nostrils.
Then he noticed Jaelce must have stepped ouewbtim. Icy fear ran through his veins. Was Istnlp his mind?
Norrick cautiously stepped out of the study, callitdaelce?" The hall beyond, heading towardg$ayer, was long
and empty. Not a sound filtered through the staipty hall.

Main Plot

This is an adventure that can be placedpraatically any domain in Ravenloft. It centersund the slow
disappearance of everyone around a single PCreefér as the Focus. Whenever the Focus turrattieistion away
from people, they seem to disappear. This stanisculously with NPCs and strangers the Focus baslationship
with. For example, while in the local store, the Pay bump into an old lady, and after stooping miéovpick up her
dropped fruit, he finds she has vanished. If aryisrasked, even other PC's, they never saw higer geveral of these
vanishings, those who the Focus has a minor rekstip with also start to disappear. This might leomcontacts,
distant friends of the Focus, or minor NPCs thel@€ become accustomed to seeing - perhaps theblmeadid, the
local sheriff's deputy or a well-known town guarésm Once again, other PCs and NPCs don't recalltewe seeing
or having met the said NPC. At this point, non-nwid creatures seem to have vanished. Birdsesodegs and
other animals appear to have utterly vanished. é¥ew everyone seems to insist these animals rewer been in
town in the first place.

After a few such disappearances, the Focuemtm the next level - major NPCs start to vaniéte innkeeper
("You can check in, but you can't check out"), Henen, contacts or close NPC friends. As beforenaseems to
know who the PC is talking about. The ring of dedhe Focus has access to should slowly get snaailt smaller.
The PC should get suspicious at this point asdbal lpopulation seems to take a sharp drop, alessteveryone were
evacuating the city or town the PC's are staying in

In the final stage, even the PC's friendg stamishing - at an alarming rate. Within 24 hoofrthe last stage setting
in, the PC finds himself completely alone. No otfaéng thing besides Focus remains. Of courseyygone always
seems to vanish while the PC is distracted, nddifmp or dozing off.

Once the PC gets frantic about the disappeasaand is totally alone, the true menace behiadiidappearances
strikes - A Spirit Naga.

What has really been occuring is that theiSgaga has charmed the Focus, tricking the P€lelieving that the
people around the Focus have been vanishing. r&@uagsis this magic that the PC is being drawn afmsuedo-realm
that matches the "real" world (though devoid ofgdepwhere his beliefs are being made real. Naw e Naga has
the Focus believing he is completely alone, itckisa It also ensures that when it attacks, therd®Cs are not present
in the corresponding area. If, at any time thettitks to disbelieve the illusion, the DM shoulasaly roll vs. spells,
at a -4 penalty. Success means that the lastrp#isd®C saw returns to sight in 1d4 rounds (aey Will be able to
help the PC in the last fight). If the charactentinually saves, he might be able to get the whpalty back to face the
Naga. The Focus can utterly break the charm damesuccessfully recall to his mind the first paradno vanished (the
PC must remember a valid description of the perand,then succeed a save vs. spells at -4). siktiiceeds or if the
naga is slain, the psuedo-realm shatters like mrfomirrors, dropping the PC(s) back into the tomrere he had
vanished, with everyone returned.

If the Focus PC dies, the Focus's body willgynibe found mauled in some dark alley or otheraftthe-way area.
Any accompanying PCs will be shunted out of theepsurealm, but may become the next target, urgiNbhga or the
PC's, one by one, are destroyed.

Skey-Sha (Spirit Naga)

Chaotic Evil

HD: 9 hp: 64

#Att: 1 THACO: 11 Dam: 1d3+poison

Current Scetch: Skey-Sha was an evil and savagguee in her own land, far from Ravenloft. She teken up
residence in a large city, within the foul sewénsier home realm. Using her charm power, she bigkcret society
dedicated to overthrowing the city and replacirgttiwn leadership with her own foul rule. Her ched slaves treated
her as a god, and made dark and bloody sacrificeieaise her foul humor. However, a group of pittedventures
ruined her plans, penetrating her dark network,@mdronting her in her sewage-infested lair. Katg with her charm
gaze, she tried to force the adventures to forgeekistance, but the plan backfired when the gsomage struck with a
Gaze Reflection spell. Caught with her own gabe,was struck with far more than amnesia. Wherctiaem finally
died off, she found herself in an unfamiliar, thbuipmewhat strangely familiar human settlementvalt abandoned,
but intact. After exploring, some of Skey's meresfegan to surface. She could remember onceasha god, and
that ...people, yes, people - had bowed and scragfede her. Where had they gone? Skey couleimémber. Had
they infuriated her and she destroyed them? Shetdinow. Concentrating on her prediciment, stegltto remember



what people looked like. As she concentrated tishieght she saw ...something slip down a sidesimgbe vacant
town. Slithering after the shape, she kept conaéing. After chasing the fleeting shape throughwthcant streets, Skey
finally rounded a corner to find a human coweringhie corner. Suddenly, all the memories came batthe power
she had held, the humans who bowed before hen-stie remembered the humans who had come to fightlh her
rage, she attacked the cowering form, strikingragad again, until it fell over, silent. As theaple of the human faded,
Skey, to her consternation, felt the glory of hastdife and her memories slip as well. When tsaddhuman was gone,
Skey could barely remember her name. She kneunsiseconcentrate to bring back the memories, aoasfog on the
strange memories of those who worshipped her seeasdst.

Since that time, Skey's "remembering" drawsi@an into her psuedo-realm, drawing her into hegrhory". The
act of remembering keeps her sane, though onhhbafdée more the person has been pulled into éwnT, the more
she remembers the ancient glory of her former liéhen the human is drawn compeletly into her realm has all of
her memory, and by the time she faces the mohlgtemory of the adventurers who destroyed herdwelso
present, and she goes into a killing frenzy.

Beyond her ability to draw people into hergxborrealm, Skey does not have any special abibtiese and beyond
a standard Spirit Naga.

Skey's spells:

Wizard (5th level casting ability)

1st: Detect Magic, Light, Magic Missle, Phantasiaice
2nd: Invisibility, Forget

3rd: Lightning Bolt

Priest (4th level casting ability)

1st: Blight, Command, Cause Fear, Fearie Fire
2nd: Hold Person, Silence, 15' radius, Spirituatnireer

IN THE SHADOW OF THE WILLOW
By D.J. Bandera

Preface

This adventure is set in the domain of Tepd, sets the characters against the three hagsdisat rule the land. It
is designed for 3-5 characters of 5th-7th levehe Pparty should contain at priest, but should wot&in too many
spellcasters. More than one mage and one prigstintzalance the adventure. A bard, while not reszgsfor the
adventure, will receive a bonus near the end ofthenture.

Theme song: Witch's Ride, from Hansel & GretelHwmperdinck.

Background

Drax, a ranger, while wandering the forestS@pbest, came across a hag who had imprisonedregyeoman. The
young woman's name was Elizabeth, and she commsafrmoderately wealthy family that lives on thestiirts of the
village of Kellee. Drax rescued Elizabeth from tiag's cottage, killed the hag and set the cottageex Merrie the
hag, was a child of Laveeda, who days later camoa tipe ruins of her daughter's cottage. Laveedaesvevenge on
the one responsible but at first she did not kndw v0 blame. She soon learned. When Drax killenirid, he
unknowingly picked up a hag's eye gem set in a thedawhich he now wears as proof of his bravelhrough this
gem Laveeda discovered his act, and keeps watbimowhile planning her revenge.

Now Drax and Elizabeth are to be married. yTdwe staying with her family. Though Drax preférs woods but
believes it is too dangerous for Elizabeth. Dia&d in a cottage recently built near home of Hegh's family. As the
wedding approaches Laveeda makes her first attaggibst the two lovers, at the same time the clensabappen to be
traveling through the area.

Part 1 - Introduction



The adventure begins with the characters lirayéhe road from Liara in Nova Vaasa, to Kelleks the party
approaches the village of Kellee, a shout for lielpeard through the woods.

Though the day dawned clear, like is has edagythis week, in the early afternoon, clouds bagagathering in the
sky. Now the overcast sky blocks out the sun's, lzeml the strong wind that has picked up remimmstihiat autumn is
in full swing, summer is gone, and soon winter Wwél here. Pulling your cloak tighter, you presslown the road.
The forests grow thick to either side of the roddhis road is one of the few passes through then8imountains.
You don't know what awaits you on the far sidehef tnountains, but you hope to find a way home.oBeyour mind
can wander too far to thoughts of home, your attaris draw to a rustling in the underbrush toghie of the road.
Something is coming.

You ready your weapons for an attack, buedtof some hideous monster, a young woman rustrestifie forest
into the road. Breathless she holds out a hanabtion for you to stop, while her other hand cletsher heaving
breast. She is dressed in a simple white dreasigislightly disheveled from her run through thieest. After taking a
few deep breathes, she asks, "Help me. Pleaga) iiave kindness in your hearts, please helBasething is wrong
with my finance. Please you must help him. |l is dying."

If the characters refuse to help, she fallsapknees and begs them to help her. Once thiactbes agree, if they
don't the adventure ends here, the woman askstthétiow her to a clearing a short distance irite forest. Along the
way she introduces herself as Elizabeth, andttefiparty her finance's name is Drax. She and exe enjoying a
peaceful afternoon alone by the river when hegaiapsed. As she watched he began to convulsesanes grew all
over his hands and face.

His face became a sickly green color and he se¢mledse consciousness.

When the characters reach the clearing neanithr, they see Drax lying on the ground as diesdrby Elizabeth.
The sores ooze puss and some have burst. Hissskideep green, and he appears to have throwdagkaed vomit.
A priest or a character with the healing proficigan determine that Drax suffers from the advarstages of a
magical disease.

A cure disease spell or a paladin's abilitguce disease will remove the pox. After a fewnas) Drax will regain
consciousness, and thank the party. After an Bboax will be fully recovered from the experiencehe couple will ask
the party to accompany them back to Kellee, anthig® lodging at Elizabeth's family's home. Theytarbe married
in three days, and ask the characters to staythetiteremony and experience their hospitalityeasrd for their
actions.

Elizabeth and Drax lead the party throughviiage of Kellee to her father's home on the easside. There they
characters are introduced to her family, whichudels:

Her father, Wallace, an easy going widower, agec80ds immensely protective of his daughter, ipgraves greatly
of Drax. He will show the characters every curtésging their stay.

Her younger brother, Stephen, 14. The boy lookg reich like his father.

Stephen will become infatuated with one of therggrighters in the party and pester that persdeltstories of his
heroic acts and to teach Stephen to fight.

Elizabeth's older sister, Anna, 30, Anna's husbaad,(It's a Scandinavian name, pronounced Yu&nargl their
young boy Cordell, 5.

Anna looks very similar to her mother, much momntiElizabeth, but her mind is not all there (sdewe Perhaps
because of this, Wallace did not approve of hefaghof Jan as a husband. When Jan was forcedde bis tailor
shop a year ago, with out a word Wallace alloweshttio move into Anna's old room until he could fesidady work.
Now Jan works for Wallace, doing odd jobs arouretbuse.

Cordell is a quiet child who is in awe of hiscle, Stephen. He follows the teenager aroungi#eStephen's
protests until Stephen yells at him. Then he gdesy himself to sulk. Due to complications wh@éving birth to
Cordell, Anna cannot have anymore children. THisféct" unsettled her greatly, and often she has/tus attacks"
when she become greatly distraught and has to ymqalily restrained. When six months ago, she madher attack,
Jan bought her a puppy. This eased her mind, awdshe has adopted the puppy as her "baby.” Newwtlppy, a
collie, named Ophelia, is almost fully grown, bethuse Anna spoils it the puppy has grown overhteigd has a
nasty disposition.

The House
(In place of a map, | offer the following descriptiof the house and surrounding land, in the hbaeytou can use it to
reproduce a map yourself.)

The family estate sits a couple of hundredigdrom the road. A path leads from the road éotétp story house
which faces east, towards the village, of Kell@&e house is approximately 70" wide and 40' long.



The front door opens into the family room, whicn@ins some chairs gathered around a large firemadhe north
wall. To the south is an archway that leads ihtodining room. On the back wall, the west wadamthe fireplace is a
door that leads to Wallace's study, which takethemorth west corner of the house.

Across from the front door, a hallway goes deeptr the house. Between the hallway and the dotirestudy are
stairs leading to the second story.

The hallway goes all the way to the back eflibuse leading to the back door. Before readhiagloor on the left
is the entrance to the kitchen. The kitchen costaabinets and a cooking stove, as well as difted, and drinks. A
door in the east wall of the kitchen connects thwhe dinning room. Across the hall from the kéo is a door.
Behind the door is a small storage area undert#ties s

The stairs lead up to a landing, at whichsttaérs reverse direction to continue up to the sédwor. The stairs lead
to a hallway on the second floor traveling westast. There is a door on either side of the hglatahe top of the
stairs. The door to the right leads to the masteiroom, where Wallace sleeps. The door to thésl¢fie guest
bedroom where the characters will sleep. Therévewdull size beds, and cots will be set up inthem to
accommodate all of the characters.

The hallway continues to the front of the hmu$ here is meets another hallway running botthremd south. To
the left or north, the hallway leads to the bedre@hStephen and farther on to Elizabeth's whictt the end of the
hallway. Both bedrooms are on the left-hand siddd® hall, and the right side contains windowskiag out the front
of the house.

If the hallway is followed to the right or gbuyit leads first to Anna and Jan's room. Ateéhe of the hall is
Cordell's room. There is a door that connectstitisrooms together. Both of these rooms are emight side of the
hall, with windows to the front of the house on &g

From the backdoor a path leads 40 feet tollh Wee area between the house and the well hais bleared of trees.
Near the northeast corner of the house is a pBghind the well a large willow trees stands, vitishbranches drooping
down over a large area. Behind the willow is theshirts of the forest, which grows thicker thetlf@r west one goes.

To the southwest of the house, about 500 ytlwrdsigh the forest is the one room shack that Desxconstructed.
He has cleared the forest in a fifth foot arearate a small clearing around his cottage.

Part 2 - Under the Willow

A. First night

After the characters have been introducedl wf ¢he family members, dinner is served in tleirtg room by two
servants. Note that the servants do not stayedtdhse, but live in the village and travel bactt fonth each day. By
the time that dinner is finished, the storm that baen building all day erupts. As the downpoterisifies, Drax says a
hurried goodnight to Elizabeth, before making atawards his cabin. The rest of the family retii@she living room,
while the servants clean up. The family may askdaracters to tell stories of their exploits eWallace serves
drinks from a small bar. Before long, the famidjires to their rooms after making sure the charaawill be
comfortable in their room.

As the night continues, the storm builds ghtliing flashes and the booming crash of thundakeshthe house. Roll
a d6 for each character.

On aroll of 5 or 6 that character is having treusleeping because of the storm. Of the charastevsare awake, pick
one of the characters and tell him that he heacseam, but that he is not sure where it came frecause of the
thunder. The other characters who are awakedtidatice, and if asked by the character, theynatesure if they hear
anything or not. The scream is not repeated.

Being unfamiliar with the house it will takeet characters a couple of rounds to find and lightsmall oil lamp in
the room. Once the lamp has been lit, and any cti@racter aroused, the party can leave their toanvestigate the
noise. When they open the door to the hallwayy gee Wallace, dressed in his nightrobe holdingralle. He has just
left his room and is calling to a figure at theastlend of the hallway, apparently Jan.

"Jan is that you."
"Yes, it's me."
"Good. O you're awake as well," Wallace says aiires and spots the characters. "That screanit\aag of you?" he
asks.
When the characters respond, no. He turns torddasks, "Jan was that Anna who screamed?"”
"No, and not Cordell either. We should check andthers. Come," and he monitions with his hamdHe characters
and Wallace to join him.

As the group heads down the hall the firstrdbey come to is Stephen's. Wallace knocks onitiee and asks,
"Boy. Are you all right in there?" He gets a muetbresponse. Causally he opens the door. Thefligm Wallace's



candle, and any light source carried by the characbrightens the dark room. On the far siddefrbom is Stephen's
bed. The covers are drawn up over him, so nogfdnim is showing. Wallace turns a concerned tadhe party, and
then turns and slowly walks to the bed. He reacls hand to draw back the covers.

Suddenly the covers are thrown back. Stephengeseimeone crouched over his bed, screams. The swgam
startles Wallace, but once he recovers, he sitsidowthe bed and hugs his son, asking again & hé right.

The boy responds that he is fine, but was scardtégcream that he heard, and was hiding underotvers.

After comforting the boy, the group moves orcheck Elizabeth's room. Wallace again knocktherdoor and calls

out, "Elizabeth.

Elizabeth are you awake." No response.

"Elizabeth, it's your father, are you all rightStill no response.

Finally, "Elizabeth, this is your father | am comim." He slowly opens the door. The light thgills into the room
shines on Elizabeth's empty bed. Wallace entersabm, and calls out, "Elizabeth?" The room is gmiif the sheets
are checked there are a couple of drops of wh&slbke blood near the headboard (Note: Neitherl&¢al nor Jan will
do this.)

A search of the entire house ensues. Thepiinson to check the kitchen finds Elizabeth. SBegl in her nightgown,
and holding a goblet of wine, she is quite surptise all the excitement. If asked, she says stehaaing a glass of
wine to calm her nerves. The storm was keepinghvake. When she heard the scream, she was dtantiespilt her
wine. So she came down stairs to refill her glass.

"But girl, I've never known you to drink." "Oh,dta habit that | picked up from Drax, besides ogeds it on a night
like this."

"Ai. | wonder what other bad habits he'll be giyiyou next?" "Oh, daddy," Elizabeth responds andhw#s.

(Note: This is false. Neither Drax nor Elizabdtink. The characters will have to specificallk @ any meal if they
wish to observe the two, to verify this.)

None one seems to know where the scream aame fThe family comes to the assumption that theam came
from outside and is therefore none of their busindéthe characters want to go outside to sefmcthe one who made
the scream, (perhaps it was one of the servantsnsisattacked on their walk home) the family wdicame very
concerned and try to persuade them not to, tefliegy monsters and spirits rule the night.

"It is not wise to go out at night, especially onight like this."

If the characters are persistent, Wallaceteillthem that if they do go out he will lock tbeors behind and will not
let them back in until morning. He does not wamy avil spirits coming into the house with the gart

What Wallace does not know is that evil igatty in the house.

Laveeda entered the house with her two sisterkiamap Elizabeth, who managed to let out a scregifioré they
silenced her. Laveeda has now taken Elizabetftsepby shapechanging into her form. She plaasttas Elizabeth
until the wedding in two days. Meanwhile, the rEfizabeth is held captive by Leticia and Lorindaisecret place.

Note on playing Laveeda. Because of her [siark with her sisters, Laveeda can play Elizébeatry accurately.
The only weakness she has is sunlight. Contabtdifiect sunlight only harms her slightly (1 hprity but it negates
her shapechanging ability and returns her to hterrabform. Thus "Elizabeth" will discreetly trg avoid sunlight,
staying in doors, but remaining active, planning wedding with her sister.

B. Second Day

This day there are no events. The charactrspend the day as they wish. They may war fotg town, after
all they will probably need to buy dress clothestfe wedding. If the characters do go into totke, DM could spread
various rumors, perhaps leading to other adventufég characters will also get different reactifmosn the villagers
about Wallace and his family. Some people likefttmaily, and claim Mr. Wallace helps out many ie town. Others
are jealous of his wealth and claim he is an ewihay grubbing man and a womanizer, and making esileler claims
such as he communes with devils, his daughtersigches, and that the ghost of his dead wife hati@gamily estate.

The family members been making plans for teeding. Elizabeth and Anna spend most of the dggther
planning the wedding, in doors.

Stephen will follow the characters around, as lasghey stay on the estate. Cordell tries to folktephen, but
Stephen quickly gets angry at him, and pushes biwndtelling him to go away or he will tell thetlé beasties to take
him away. Cordell spends the rest of the mornirgirsg, and most of the afternoon playing with Olgdne

Drax spends the day at his cabin. While ttierer of the cabin has been finished, he is k&l work to do to the
inside of the cabin to make it livable for his netfe. He does come by the house for dinner, aadds soon after.

C. Second night



The DM should choose one of the charactemaite the following nightmare. Note what transplegsr in the
adventure when choosing which character. He shoatithe the most suspicious player, but not necigstfze most
gullible. A paladin would also most be a good ckoi
For the rest of this section, the character whotlasiream is referred to as the rescuer.

"You are outside. It is such a nice sunniag, thot as cold as it has been over the past feakksveYou are seated
under the large willow tree in the backyard of ltoeise, resting in the sun after a large lunch.
Elizabeth is there, and so is Anna, and CordellStegphen. The two boys are playing a little waysvih the puppy.
Quite surprising, the puppy seems to be in goodtspoday and has not bitten either of the boythepast five
minutes. You look over at Elizabeth and she snaitegou.
You smile back realizing you like her attentionyau.

Suddenly, the sky turns black. Dark cloudbngin and cover the sky. A strong wind swirt®and you rustling
the branches of the willow.
Lightning flashes over head, and dark rain begirfalt. You see the two boys, Cordell and Stepleenput. The rain
is burning them. The two boys run for the houSerdell trips and falls into the mud. He doesg®tup. You turn to
Elizabeth and see she is looking at you with aifiedrlook on her face. You look to Anna, wonderiwhy she has not
rushed to her son's aid. You see why. You staAmaa's feet swaying back and forth three feanftbe ground. She
has been hunk from one of the tree branches. ‘¥ntsee the branch wrapped around her neck beloblditzd face.

You are pulled out of your shock by Elizabggtream. Turning you see she has been grabbsahi®y of the
willows branches and is being lifted off the grour@ne of the tree's slim branches is coiling adolier neck. As she
trashes about, you try to go to her aid, but soimgthrabs you. The willow's branches have coileniad your arms
and chest and are lifting you up. You strugglé¢e yourself, but the branches are too strongu féel one of the
branches coiling around your neck, and try to soreblothing comes out though, and you feel the divagetting
tighter, tighter, and tighter."

The character awakens suddenly, to find heehtengled himself in the bed sheets. The charadienot be able to
get back to sleep. If the character gets up, part@look out the window at the night sky, to gelrink from down
stairs, or simply to take a walk to calm himselfvtho run the following. Note that the window in tblearacters' room
looks out over the backyard towards the willow trées he passes a window, he sees a white clacefigunning from
the house behind some of the trees in the badkeffiouse. (Note: the figure does not go by thiowjlbut into the
tress on the southwest side of the yard.)

If he goes out to investigate, as the charagiproaches the large tree which he saw the fidisappear around, he
hears a growl and then a scream. As he roundsetse he sees Elizabeth with blood on the fromienfhightgown,
surrounded by 5 wolves.

5 wolves THACO 19; Dmg 1d4+1; AC 7; HD 2+2; hp MV 18; SA nil; SD nil; MR nil; SZ S; AL N; ML 9XP 65.

During the battle, people in the house wiljibeto awaken, lights thrown on and people rushuabtf any wolf
receives 1/2 of its hp in damage it will flee. @ribe last wolf is gone , Elizabeth with fall irtter rescuer's arms.
Breathing heavily and shaking physically, she wiisp”l was so scared. Thank you. Thank you. ¥aued he life."

She looks up into the rescuer's eyes witlctifie. Then people are heard rushing up, and ghbreak away from
her rescuer's arms as they arrive. Crying that\gtgetrying to see Drax, Elizabeth will be leadhey sister back to the
house to care for her "wounds." Wallace will théwekrescuer greatly. Before returning to the haos#eck on his
daughter. If any of the characters claims to He tbheal the girl, Wallace will wave them awagyisg her sister can
take care of her. The wound was not as bad askel.

D. Third day

The next morning when Anna goes to check ohel@, she is missing.
The "little beasties" are blamed, and everyonggeti No sign of the dog is found. Observantattars may notice
that Cordell is very depressed. If asked, he daorhave had a bad dream last night, in whiclkithg of the "little
beasties" came to his room to get him.

What happened to Ophelia. Last night Lavegdav hungry. She grabbed the dog from Cordelésrcand snuck
out of the house to feed.
Cordell saw her in her true form, but when he takimother what he saw the next morning, she toidhe must have
been having a bad dream.
Outside, when Elizabeth saw the rescuer approackitgsummoned a pack of wolves, and threw theinsno&the
puppy to them. She then had the wolves attackhheacter to make it look convincing.

Elizabeth spends most of the next day "redngérmore from the fright then from her injuriebler sister looks
after her, nursing her.



Drax hears about the event, and rushes over iadtg afternoon to see Elizabeth. After spendingestime with her
to ensure that she is all right, he seeks outdkeuer and thanks him warmly, saying if there iglang that he could
every do to repay the rescuer he need but ask.

Since the wedding is tomorrow shortly afteomothe family is busy cleaning the yard and priegathe food. Again
the characters can do what they like, and any®ffechip in on the preparations will be most apjated.

E. Third night

That night, as dusk falls, Elizabeth will some She is in her room, which is dimly lit by agle candle. The first
character to answer her call will discover a ditleasty" threatening her with a dagger. The pésg&illed if attacked
in one stroke. Once it is dead, it can be idesdifis a goblin.

Shortly after this event, the rescuer discever has a scarf that belonging to Elizabeth, amst trave accidentally
picked it up when he investigated her scream. Wigegoes to return it, he discovers Elizabeth lygtiad in only her
nightgown. She embraces him saying she fearsdasties. "l was foolish to go looking for one withurage so far
off, when there is one so near." Expressing hare'l, Elizabeth kisses the rescuer, and triesrmefboim to spend the
night, a prisoner of her affections.

That night, "little beasties" will be discoeerthroughout the house.

At one time during the night, in each room of tleei$e, one "beasty” will be seen. The "beastiert @ttack anyone,
but they do snatch items, throw things around ¢leens, and try to frighten the family more than héinem. Only if
attacked, will one draw its dagger and attack.

11 "little beasties", goblins THACO 20; Dmg dag@e4/1d3; AC 7; HD 1-1; hp 4; MV 6; SA nil; SD InMR nil; SZ
S; AL CE; ML 7; XP 15.

Any suggestion to search the entire housertight, will be rejected by Wallace and the resthef family. "The
beasties do not like sunlight.
Best to lock your door, and wait until morning."élbharacters need not take this advice. Howelvigrey do search
the house, they had best avoid Elizabeth's roormeyrwill expose Elizabeth and one of their conipiasi in the act of
adultery. If the rescuer is so caught, he is piajtsi thrown from the house by Wallace in a fitrage.
The rest of the party will need to do some fadtingl to calm him down or they will be forced to \eaas well.

F. Fourth day

The next morning, a search of the house tupnsothing, and the preparations for the weddirgjrbe The wedding
beginnings in the early afternoon, and all of #w@ify members are busy up until then.

As the ceremony begins, the family and a sgethering of townfolks form an aisle from the he@ladackdoor to the
well in front of which stands the minister. (Ndte is a civil representative, not a religious onerax proceeds from
his cabin with two companions. After they takeitipace next to the minister, Elizabeth, veiled afothed completely
in white, appears in the door way and proceeds dbemisle to the well.

The ceremony is similar to that performed by aigesof the peace, and is over in five minutes.

At the end of the ceremony, Drax lifts Elizéiie veil to kiss her.

The following describes the scene that follows:

"| pronounce you as one, both husband and wifeu ay kiss the bride," the minister directs Drax.

Drax reaches out and lifts Elizabeth's veilj aunlight strikes her pale face. A ripping sofillslthe air.
Elizabeth's pale complexion turns dark black. 8bileak out across her face, and the skin of lvergaems to loosen
and droops down. She grows in size. Too smaltstappear on the wedding dress that strugglesntaio her new
form. She stands almost eight feet high despéddct that she has developed a hum in her baciképto hunch over.
Razor sharp claws burst from her hands.
A mangled dark mop replaces the former auburn dbktrwas her hair. She smiles down at Drax. |afge jaws too
big for her mouth, turn her smile into an evil grin

She bends down and "kisses" her new husbétimty Brax viciously in the face. As Drax falldhesraises her head
to the sky and cackles hideously, as blood dripsfher gapping mouth.

Fear and Horror checks for everyone. Allref wedding guests fail theirs and either flee hicsadly, getting in the
characters' way, or remain frozen in shock. Tlseuer should probably fail at least one of his kkec

Laveeda next turns and attacks the ministerfatly wounding him.
Next round, she heads for the forest to the wétsicking and killing one of Drax's companions. ©sbe reaches the
treeline, Laveeda flees to the west. Remembeisti@takes 1 hp per turn when espoused to diratigkt) so she is
heading for the shade provided by the dense foté#ite characters try to chase after Laveedapi@rement rate of 18
allows her to quickly outdistance them. If onefw characters uses magic or has some magicalediaatwill allow



him to catch up with her, Laveeda will turn backl attack. She should be more than a match fonedbaracter and
will kill him unless the rest of his companionschahe area to intervene.

Drax survived the attack (he received 9 hdavhage from the bite), and will want to set outraltaveeda
immediately, believing the hag kidnapped Elizabetbrder to replace her. Since he is a rangerx Daa track the hag
and will not loose her trail. He does not asksdharacters to come with him, though he hopes wikky

Part 3 The Chase
A. First night - The riddle test

The pursuit last throughout the rest of therabon and into the night. Laveeda's trail leadsghly west. Shortly
after night fall, it turns southwest towards theumiains of lower Tepest. Two hours after nightfathen it looks as if
it has become too dark to follow the trail, Drad|finally agree to stop for the night.

During the chase, remember the hag's eye pDrax. Laveeda and her sisters will be usirig keep track of the
characters. The DM should allow the characte®abance per attempt to detect the scrying.

Mages or priests should have a 10% chance. Bdhgng is detected, the characters will see ortaehag's image on
the hag's eye medallion. Any divination spell aasthe medallion should reveal its powers, as aglts potential as a
weapon to be used against the hags.

That night, allow the characters to post actvathen select the smartest player (player, nataztter) and run the
following encounter when his character takes a stinwatch.

Laveeda has been keeping track of the chasapt®gress through the hags eye. She circldsdwaing the night to
their camp to engage one of the characters in dlylgame of wits.

You stare out at the night, straining to $eything approaches your camp. Dark clouds dlesihe sky, robbing
you of the light from the moon and the stars. Yealize the night sounds have grown silent, anatthe sound you
hear is the rhythmic breathing of your companions.

A voice suddenly pieces the silence, "Look, lookiK. What tasting morsels we have hear."

Turning to the sound, you draw your weapon, butregbing. From the other side of the camp a vejmeaks, "Well,
well, well. It looks as if this one thinks it caafe itself from the stew pot." Twirling aroundféxe the other direction,
he strain to see the speaker, but there is notame.t

"Yes, this is a feisty one, and may think it cacegee the pot, but lets see if it can think. Hmm."

>From another direction a voice says, "No, noly$ijirl, you should not talk to you food."

"We will, we will. Go ahead and ask it. Yes astoisee it thinks," responds another voice fromtler part of the
camp. All of the voices are female and have timeesaaniacally tone.

"I will ask it. Yes I will. Then we'll see if itan think like us.” Finally one of the voices spe#kyou, "What do you
say dinner, do you think? Can you play the ridgene?"

The voices all are Laveeda's. She is not glaise to the camp, and uses ventriloquism to ritalqgear that her
voice is coming from different places around thepa If the character tries to wake any of the gthke finds them
fast asleep and cannot be aroused easily. lfg®tty vehemently to awake his companions he chuidl.aveeda will
attack him before he can do so. Laveeda has cseping spell on the characters, making it diffifor them to wake.
If combat does break out, each sleeping charaletedd roll a Con check each round. If the charaaiis less than
half his Con score, he awakens. For each subseruerd of combat, give the characters a one gmmnus to their
rolls until they all are awake. Laveeda flees drmthan 3 characters enter the fight.

If the character accepts the riddle challetigeerules are as followed. Laveeda asks a ridailé the character has
10 minutes to answer it. Then the character chhageeda a riddle. The DM then has 10 minutesngwer the
character's riddle. XP points should be awardeddorect answers and also if the character cangsthie DM. Even if
the DM is stumped, Laveeda will not admit to besiog If the character misses two riddles Laveetiglked and carries
the character off from the camp site, so she charki eat him without waking the other characters.

Laveeda will ask the following riddles in tlieder. The DM should feel free to replace thiklkes with others, but
should not make every riddles very difficult to ames.

1. "What walks on four legs when young, two wheatume, and three when old?" ( A man)

2. "Blue mirror of midnight's soul, sometime hlalft always whole." (The moon)



As Laveeda tells this riddle the ventriloquispell ends, and her voice only comes from onetimeathat appears to
be about 50 yards outside the camp's fire light.

3. "A box without hinges, key, or lid, yet goldeeasure inside is hid." (An egqg)

When Laveeda tells this riddle she is onlyafds outside the camp's fire light.

4. "Thirty black horses upon a red hill, now tleyamp, now they stamp, now they stand still." (téeth and tongue.)

When Laveeda tells this riddle, she is onetige of the camp's firelight, and she can baredplseen. Her face is
high lighted by the fire's glow, and the DM shoaldphasize her large and powerful BLACK teeth, agdh@ps imitate
her as she runs her red tongue across them.

Sometime after Laveeda tells the above ridate, before the she answers the character's netk rthe sleeping
spell on the other characters wears off. Onee@ttiaracters may mumble in his sleep, to alerthiaeacter on watch
that the spell has worn off. Now with a shoutche awake the entire camp. If he does so, Laviéeesinto the night.
In he does not, and has gotten any of the riddiesagy Laveeda attacks as above, after answerentasht riddle.

B. Second day - the graveyard

The next day, the characters travel deepertig mountains, the hags have had enough furtheétparty and decide
to destroy the characters. Laveeda's trail Idaelsharacters to a small graveyard.
The graveyard is surrounded by a small wooden feargt is overgrown with weeds. It appears to lmeen abandon.
Many of the tombstones are so old the names agible and some have fallen over. There are twallsmausoleums
in the graveyard. A short distance into the cengetee characters come across a large hole inrthend. The hole is
12 feet deep, 5 feet wide and 2 feet across. oleis fresh, but there is no sign of who dunktibk or where the dirt
went.

The hole was caused by a grave elementaingpigelf from the earth. The three hags have soineth the creature
to destroy the party. It has concealed itself betune of the mausoleums and will attack the pastthey investigate
the hole.

Grave elemental THACO 9; Dmg 4d40; AC 0; HD 1g;84; MV 6; SA 1/hour sink at 12th level; SD +2lmst to be
hit; MR nil; SZ L; AL N; ML 15; XP 7,000.

C. Second day- the cave entrance

From the cemetery, the trail leads anotherrhiles to a cave entrance. The cave is twelveHiggt and five feet
wide and appears to slope downward. The charastkisave to carry their own light source or theil not be able to
see as they travel deeper into the earth.

While there are no encounters in the tunnel, tbaschot mean it is empty. Near the entrance spalers cast there
webs. Flying insects flutter about. Bats roogtifithe ceiling. Deeper in, worms and crawling étsescuttle out of the
characters path.

D. Optional encounter

The following encounter is optional, and carbn as the party approaches the hags' lair, areward once they
have faced the hags and are returning to the surfac

As the party continues down the tunnel, amy tiotice a small side tunnel and a flickering ighming from it.
While Laveeda's tracks continue down the main tlrthe characters may wish to investigate the sidael. The side
tunnel, which a side from a few twists and tureadis 200 feet to a small chamber. Inside the chamsla slab of
granite, 2' x 2' x 2. A sword's hilt protrudesrfr the top of the block, and gives off a goldemgldttempts to pull the
sword from the stone will fail no matter what theacacter's strength. The stone is resistant tepalls such as
transmute rock to mud, or transmute stone to flesh.

If the sides of the stone are examined symbatsisting bars and dots are found. The barslatglrepresent
musical notes. A bard or character with a mugpcaficiency will recognize the symbols on a suc@dgwoficiency
check. If the character then plays or sings ttmg sahich requires another proficiency check, tersl's glow



brightens and it admits a humming similar to thees®@f the song. If the singing character, ang tré singing
character, attempt to remove the sword while sipgfre sound, it comes free from the block easily.

The sword has the following powers. It idaarfetongue sword with +1 to hit, +2 vs regeneratit®yvs cold, and +4
vs undead. The sword is intelligent and has a Ngarment, however it can only communicate througipathy. The
sword is a long sword why considering size and dgamalls, but is considered a short sword for sgeetbr and
weight. Anyone proficient with a short or long sd@an wield it.

The sword is a holy relic of the sun god, Pelgrom the Greyhawk campaign setting. The DMIdsubstitute
another suitable god, which could be Apollo, orhzatder from the Forgotten Realms setting.) As sleetsword can
be used as a holy symbol by a priest or paladthatffaith to turn undead, or can be used to keegmgpire at bay. The
sword enhances all cure spells cast on the wield#rsuch cure spells heal at least the mediumpdpspell. Thus cure
light wounds does at least 5hp, cure serious wo@hgdsand cure critical wounds 14. If the wieldeNG, the sword
reveals all of the above powers to its wielderth# wielder is any other N or G alignment the si®functions will
have to be discovered. Evil beings holding thergvior more than one round receive 1 hp for evewgl the have in
damage.

How the sword came to be hear, and what &ty is will be a mystery the characters will hawa&liscover at a later
time.

E. The castle

After traveling two hours underneath the maimtthe tunnel opens into a huge chamber over&005s. The
tunnel opens 40 above the surface of a dark lakitls the bottom of the cavern. The dark watsrthe lake look
ominous and prevent the characters from telling teep the lake is. The ruins of a castle perch precipice that
rises from the middle of the lake. A narrow ledgans the distance, over 100', from the tunneheog with the
castle's island. The span is 10" wide near theuece but narrows to only 5' near its middle. Ftbencastle's one
remaining tower, a light glows just bright enoughbtrely illuminate the entire chamber. The chamachave reached
the hags' secret lair.

Leticia will meet the characters on the lethga extends from the wall to the castle grounfiisthe center where it
is only 5' wide, Leticia waits invisible. Roll 1dn a 1-2 the lead character hears a cackledekfticia attempts to
push him over the edge.  Otherwise the char&eter -4 on his Dex check (see below).

As she appear Leticia will use her death gaiee, before wielding her long wickedly curved dag Because of
the treacherous footing any successful hit caug®sxacheck or sends the person over the edge pad&ex check
could allow the person to grab the edge, othertvisplummets 40' to the lake surface, taking 4défrgamage, and
unless he can swim he'll drown. Once Leticia thuoed to 20 or less she is knocked from the ledddfalls into the
lake.

The ledge leads directly to the castle gateisiwlie open, the wooden doors long since rotigdya The castle takes
up the entire island, so it is not possible for¢haracters to walk around the outside walls ofcttle. Inside the
castle walls, the castle looms across a small gargdt The castle looks ancient and appears awill icollapse into a
pile of rubble at the slightest touch. The cadters are shut, and the doors look newer thenetteof the castle. The
walls of the castle connect with its back, thusdtis no back entrance.

The castle doors require an open doors rdbriwe open. When the doors are opened dust aalll gieces of
plaster fall from the ceiling, emphasizing the Eastruined state. The doors open into a largeaeot hall. The glow
outside is not present inside the castle and théstdark. A large staircase to the right leags@ a balcony which runs
the width of the hall on the second story. Ligbtnes from down that hallway. If the charactergfisthey can hear
two people arguing, but at this distance cannbted or over what. If the characters explorefttrst floor, they find
nothing but empty rooms, filled with dust, rubbéed cobwebs.

From the top of the stairs the characterssegnthat the light is coming from under a pairadlile doors, down the
hall. If they approach the door, they can heardivihe hag sisters arguing. Lorinda and Laveedarathe room,
which is where Elizabeth is held. They never expéthe characters to get this far, and are argueg how they
should handle the situation. Lorinda is blamingéeda for Leticia's "death" and threatening to ¢éeand let Laveeda
handle the mess. Laveeda is threatening her siteranding that she not leave.

The room

The room was the grand bedroom of the ceetie,has be restored by the hags. The room ise2@é&zp and 30 feet
long. Against the right wall is a canopied bedwdrich Elizabeth is bound and gagged. On the dppusll is a large
fireplace where a large fire currently is burning.
Two cushioned chairs are pulled close to the fiaeg Directly across from the doors is an archtlay leads out onto
a small balcony. The balcony protrudes from thekla the castle overlooking the lake below.
There are no other doors besides the doors the guaters by.



The two hags are standing in the middle ofrdzan. When the characters enter, the sistersfigfiofing immediately
to face the characters. In the ensuing battleh#gs fight viciously, but because of their arguntnnot coordinate
their attacks. Laveeda tries to stop any chardigier reaching Elizabeth and freeing her, thoughinda will not. If
the hag's eye was discovered and is how smashedgdhds the hag who goes blind. She will turmiatbat, and
abandon her sister.

Also, if Lorinda is reduced to 50 hp before anyh#f characters are down, she retreats in the saye w

Laveeda is left to fight the characters aloiibe battle ranges all over the grand bed roombpthe end of the 6th
round, or when she has only 20hp left, Laveedaheilbn the balcony.

On the beginning of the 8th round, Leticidha lake below, shapechanges into the form of ait aeld dragon, and
raises her head to the level of the balcony. Bdracters must make a fear check upon seeing déigenlr Those who
fail run screaming from the room, which happenbddhe smartest think to do, as Leticia will brefathinto the bed
room on the next round. Damage from Leticia's thr@geapon is 12d10+6. Characters who do not &iltell what she
intends to do and take what ever acts they deeessary. Note that the characters have all of reigid to act and
can act in round nine if they have initiative.

But take note that the breath weapon initiative ffiedis only +1.

A possible course of action is given in thiample. There are three characters in the part, £. One of the
characters, C, has already fallen in the battldnelM_eticia rises out of the water, one of the abtars, A, fails his
saving throw and runs at his top speed out ofdber At 12 MV, A can easily escape the room amddown the hall
far enough not to be affected by the fiery bredthe character who made the save, B, rushes frerbaltony and lifts
up his unconscious companion.

At the same time, Drax, who made his save, rush&tizabeth and lifts her from the bed. On thetmexnd, both had
better have a lower initiative roll than Leticiadrder to make it out of the room in time.

Leticia's breath weapon will blow down the doto the room as well as a 5 foot section of thé to either side.
Leticia will attempt to claw her way into the castut will proceed to destroy the castle. In ir& found the balcony
breaks off with Laveeda on it, sending her plumngetd the lake. In 5 rounds what is left of thett=acollapses into
the lake. During this time, if the characters #@eoss the span, Leticia cannot see them as sietliee other side of the
castle. The party can then make it to the sunfatteout being pursued.

Aftermath

In the aftermath of Laveeda’s failed plan, disters will be very angry with her, and will pedidy not regenerate her
for a few weeks out of spite. Lorinda and Letiaifl not seek the characters out, being contemettthem go their own
way. After all, it was their sister who got entietwith the characters and then fouled everything Once they do
revive Laveeda though, she may come looking forctieacters. Until then the characters will hatevaweeks of
peace and should be able to leave Tepest for tathds.

Appendix
Hags

Laveeda is an annis
Annis THACO 9; Dmg 1d8+8/1d8+812d4+1; AC 0; HD77MV 15; SA spells; SD spells; MR 20%; SZ L; AL CE
ML 15; XP 6,000.

Lorinda is a Green hag
Green hag THACO 9; Dmg 1-2+6/1-2+6; AC -2; HDVY 12; SA spells; SD spells; MR 35%; SZ M; AL NE;LM
17; XP 6,000.

Leticia is a sea hag
Sea hag THACO 13; Dmg dagger 1d4/1d3 + 6; ACO;3MV 12, Sw 15; SA spells; SD spells; MR 50%; 4;
AL CE; ML 11; XP 975.

Drax is a 5th level ranger

THACO 16; Dmg long sword 1d8/1d12 +1 and daggkt/1d3 +1; AC 7; hp 34; MV 12; SA nil; SD nil; MRil; SZ
M; AL NG; ML 15; Str 16, Dex 15, Con 13, Int 14, ¥/14, Chr 12. Hide in shadows 31%, Move silen@l9o4
tracking (15).
Equipment: long sword, dagger, leather armor.
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HAUNTING MEMORIES
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Introduction

This adventure is set in Falkovnia. The charaaegdraveling through the forested center of dam. There
they must face a band of ghostly raiders who temeahe local communities. Unless the charactensunravel the
secret of the ghosts, which leads into the pasitefegion's Dark Lord, the characters and the lesidents are
doomed.

The adventure is for 3-5 characters of 5th to @i#el. The party should not contain too many spsters.
One mage and one priest would be about right ®athventure. The characters will be more challetyethis
adventure if they have only one or two magical veeepof +2 or greater. Since the main antagoniste®aly hit by +2
or better weapons, this will require the characteise creative in battling them.

Adventure Theme Song: Carmina Burana, or some otfenting music.

Part One - It Begins
A. Day 1 morning

The adventure begins with the characters travelingugh the central region of Falkovnia. As forywthey are
there, it is best that the DM create a reason basdis current campaign. Some ideas are, thecteas run afoul of
Vlad Drakov's men, and have fled to the less pdpdlareas of the domain to hide out until the ptidias down, or
the mists could have transported them there, ichvbase they will have to determine where theyoartheir own.

The interior of Falkovnia has no large settled sreghe terrain is heavily forested, and hilly. eTihhabitants
gather in small village communities of 20 to 10@ple. This communities are unusually gathered saeh other and
are less than a day's travel apart. No roads cotime villages, but trails wind their way throuidpe forest between the
communities. The corrupt members of the localteryi very rarely travel through this area, as thegbe are few, poor,
and have little to steal. Characters hiding otit,lve quite safe from the roving patrols that glitve main roads of the
realm. The characters left the roads three daysiad traveled north into the forest, heading feillage called Sibl,
where they have been told they can find sanctuam #/lad's troops.

"Having traveled through these dark woods for thdags, you were looking forward to the safety aflam
civilization again. But it seems that you will leato wait a while longer. The small village yowagust entered has
been burnt to the ground. The remains of abowizanl buildings lie spread around a large clearirtyé forest. You
see the bodies of more than a score of people dfiogit. There is no sign of any survivors, angiga of the village's
attackers."

A search of the village uncovers 47 corpses seattdroughout the clearing. A few have been bloynt
flames. Many more show signs of violent deathd, @uof the victims have had their throats slit whitanding against a
tree, as if executed. The attack looks as ifdaktplace no more than one day ago. No sign oattaekers is
uncovered, and their trail disappears in the thickst surrounding the village. After the partg fimished searching
the village, they can press on northwards towardssillage of Sibl.

B. First Night

That night the camp is set up on a rise. The &oples downward at a gradual angle, allowing ttegadters to
see a good distance to the west. After nightfellights of a small village appear far in the @iste. If the characters
want to travel to the village instead of camping, ¢eil them it will take them a couple of hourstdveling in the dark
to reach the village, which is out of their way.



Around midnight, the village is attacked and degtth The characters are alerted to this as tselfiildings
are set aflame. Read the following to the charamtewvatch at that time.

"The silence of the dead of night is interruptedvbices. It sounds like singing, coming from farag. You turn to the
village in the distance and realize the wind isyiag the voices across the distance from thegdllaAs you listen
closely, it sounds more like rhythmic chanting tlsémging. It strikes you as strange that the entitage (and it must
be the entire village for the sound to reach yoojill wake in the middle of the night and gathechant.

The chanting begins to fade a few moments latet yan see one of the small lights of the villagddanly
brighten. Another house suddenly grows brighted, #ien two more. You strain to see what is cgugie lights, and
then you see it. The houses are on fire! Thagdlmust be under attack!"

As the party races towards the village there i8% increasing chance per turn, that they come aagsatrol
of 4 swordwraith scouts. If the wraiths have sisgthey will track the party and attack if possiblf they are
surprised the wraiths will attempt to flee and Iéael characters away from the village.

No matter how quickly the party responds the tosvddstroyed and the attackers are gone beforeathigg.

If the party destroyed or chased away the scoublien 10 refugees escape east towards the ¢beradf not, only 1
scared young boy, David, makes it away.

If the party meets any refugees they must appéar aad unthreatening to the villagers or they wilh away.
The villagers will not talk of the attack, and osliare mutely at characters asking about it, boteththe party that the
next village is a day's travel northeast. It isechSibl, and is where the villagers will head.

Part 2 - The Enemy Attacks
A. Day 2

On the afternoon of Day 2, the party enters Silfiey can see that the village is preparing forldaffhe men
of the village have gathered in the center of tovamrying crudely made weapons to practice withe Town's
defenders are led by Lieberman, a strong lumberjabk wields one of the town's few real weaponrarge ax.
Lieberman drafts every able body man and any stimoigng woman in the defense of the village. Tést of the
town's inhabitants, women children and the eldaré/being sent north to another village, called.Gol

When the characters first reach the clearing, divihe village's men stop them, and demand to kitveiv
names and purpose. If the party are traveling aithrefugees from the other village, they will gebdor the
characters. Otherwise, the five men question liaeacters extensively. The characters are thess@dento duty.

The villagers have built a 4 foot high wooden veathund the village. There is only about 50 yarddearing
between the wall and the surrounding woodlandswattig an enemy to approach very close before bepogted. From
survivors of other attacks the villagers have ledrthat the attacks come at night, and from the. wiesberman place
most of his 35 man force on the west side of tHage. The villagers will not send out a patrolass the characters
suggest it. The patrols have a 50% chance of disow a 4 wraith scouting patrol that night. Othiee, the second
night passes uneventfully, as does the next dayind this time the characters can help the viltaggepare defenses
in any way they wish.

B. Day 3, night - The attack
About an hour before midnight, read the followinghe characters.

"Late into the night, you stand among the defendé®&ibl, waiting. These simple peasants griprthaide weapons
with determination to defend their homes. But gan see they are nervous. A middle-aged man toright paces
back and forth in agitation. The man to your &ires out into the darkened night, not speakinwgrd. Others
mumble conversations, but no one talks loudly. yTiheeve lit many torches to light most of the vikadput their light
does not penetrate the thick darkness of the fasash as short distance away.

The silence of the night is pierced by the chantihmany voices. The chanting is low, but stiltidle, and is
coming from the woods on the west side of the gélaThe villagers gather nearer, straining totseehanters, but the
darkness of the woods reveals nothing. As you gaeehe darkened forest, you think you see regliffies. But the
small red lights you see don’t move erraticallffiesflies do, and they travel in pairs. Suddethly volume of the
chanting increases greatly, and the tempo increasesore of figures, with red glowing eyes, bréan the cover of



the forest and charge.”

The nature of the attackers, while not apparefitsat quickly becomes clear as the twenty swordthssattack
the west side of the village. After 5 rounds ghting, or if half of the swordwraiths are beatemd, the attackers
break off fleeing into the woods. Twenty-one ¢ thillagers pursue the fleeing figures into the d®oThe characters
can join them, or remain in the village. The ftegivraiths lead their pursuers into a clearing artgu of a mile from
the village. In the clearing an ambush has beepgyed. On one side of the clearing are ten nwoedsvraiths. These
swordwraiths are mounted on undead horses, andelv#o the villagers. Once the ambush is sprtir@gfleeing
swordwraiths turn back and attack as well. Thesping villagers are all killed. At the same tinehty more
swordwraiths attack the town from the east. Theyfiee to buildings, and attack the remaining defers of the village.

The village will be destroyed, unless the partyamilously manage to defeat the entire band of swmiths.
For the party to remain alive, they must eithee tiee village to either the north or south, or Hiden the attackers. If
the characters do hide from the wraiths, they oo a group of the attackers back through thredgb

C. Burial mounds

The wraiths’ path remains visible for three houtsrathey have passed. After that it begins tefahd by
morning, it appears as if the path never existeallatFollowing a group of swordwraiths, the cleess are lead to a
large burial mound in the forest, ten miles towsst southwest of the village of Sibl.

As long as the characters remain hidden, they @ohathe swordwraiths gather in a circle and spbadest
of the night talking and boasting about the nighttle. Before dawn, the swordwraiths retire itft® mound, sealing
the entrance for the night.

The burial mound is a man-made hill, 50’ tall, ahchost 100’ in diameter. There is only one enteainto the
mound, blocked by a granite door, 1’ thick. To piee door requires a knock or more powerful magi@ combined
strength of 50. Behind the door, a short narroliwiag leads deeper into the hill. The hallway leaad a circular room
at the center of the mound. The room’s ceilinddemed and made of marble blocks, into which isedwvarious
epithets and slogans praising the valor of fallanriors. The walls of the room are earthen, aedwenty
swordwraiths lie in small niches carved into thetea

During the day the swordwraiths are vulnerableeylimust rest during the day, to heal any woundg hlaee
received. During the daylight hours, the swordtissaare vulnerable to silver weapons or weaponrd air better.
While not harmed by sunlight, swordwraiths will &l@xposure to it at all costs. If the characterdo block the
entrance to seal the wraiths inside, the wraitlisbeitrapped in the mound for three days. It satkeem that long to dig
out another exit.

Part 3 - Final Stand
D. The Village of Goli

Twelve miles north of Sibl, is the next village, IGavhere all the surviving refugees from the degéd
villages have gathered. Goliis the last villag¢he area. The men here expect an attack arsbiddéng defenses
including (pits, spikes to slow a charge, buildirsgt to explode if they are set aflame, rope srtardismount riders.)
There is a total of 60 men and women waiting tbtfigThose people who cannot fight will be sentimanto the hills to
hide.

Since the characters have already faced off agdiesittackers, the villagers will be grateful &my advice the
characters can give them. If the characters abk a-charge of the village’s defenses, the toalksdgree, and will
follow the characters’ orders.

The village of Goli is the largest in the area.rédthe people have cleared some of the land arthendllage
for farming. The fields are on the south and veéd#s of town and are not very large, but theyigle the defenders a
clear view of attackers coming from these directioAny attackers would have to cross the 300 yafdtearing to
reach the village.

The characters have the rest of that day, andekieto prepare the villagers for the attack. Gnrilght of day
5, the swordwraiths will attack the town.

E. Day 5, night - The Battle of Goli



An hour before midnight on the fifth night, the atiag begins. It comes from the southwest, andvdithe
defenders into the fields. Unless the charactedserother arrangements, 1/4 of the force is lefibwn, and the rest
await the attack in the fields.

The attack comes from the south and west. Whatirenof the cavalry attacks from the west, andtesta
south. A group of twenty swordwraiths on foot ekt&rom the south and try to drive the defendets the path of the
cavalry. The ten remaining footsoldiers enterttven from the east and attack the defenders initlzge.

The men in the field are all lost, but the menhi@ town manage to hold out for a little while. Bagding on
where the characters are, they may be fightinghfeir lives. If they joined the men in the fieldiey will be hard
pressed on two sides by the swordwraiths. Howélveirey remained back in the village, they facéydrO
swordwraiths. The villager occupy half of the wtinaj leaving five for the party to attack. Aftey founds, the
swordwraiths in the fields finish off the last bEtdefenders outside the village, and join thetfigging in the village.
As the battle rages on, most of the town is desttoyOne of the swordwraiths will be seen stoopliogn to examine
the tracks of the refugees that fled the day bef@m the next round the rest of the wraiths ftee the night.

Eight of the defenders will have survived the dtathey will have seen the swordwraith studying th
refugees’ trail, and will wish to rush off to protehe refugees. The party can travel to the eduzamp, or can pursue
the fleeing swordwraiths.

F. Pursuit

The wraiths’ trail is just as visible as the praxdmne. However, the swordwraiths will prepareush for
anyone following them. Five swordwraiths will spgifrom concealment and attack. If the PC’s acovious they can
continue down the trail. If the characters fléeytwill lose the trail and not be able to find gwveordwraiths’
destination. Otherwise, the characters can fotletrail to another burial mound.

Part 4 The Good Old Days
A. Burial Mounds

The trail leads roughly west for fifteen miles. eltharacters will not reach the end until after mlawhe trail
ends at a collection of burial mounds. Three efdHificial hills are grouped in a clearing in theods. The opening
of each of the mounds faces the center of theinlgain the clearing’s center is a pedestal, lleeedead would be laid
out with honors before their entombment. The pdiésoccupied when the characters arrive. Lyingt, dressed in
full armor, with sword and shield, is the body of@d man. If approached, the dead man speaksat\afie you
youngsters gauging at? Don'’t you know how to slour respect.”

The “dead” man is Mircea Buchen and he is not ddgemigh he longs to be. Mircea Buchen was a Irearte
in Vlad Drakov’'s army when it first entered Ravehlover 50 years ago. He fought with the troopthifirst two
invasions attempts of Darkon as well as attemptsenaan other domains. He has been retired for rpeass now.
During his retirement Buchen tried to forget thangeof military failures spent in Ravenloft, and/diieamed of his
youth when victories were common and death indatts honorable. He is disgusted with the lackaibries of the
falkovnian army.

As he grew older, he began to wish he had diedchénad the many victorious battles of his youths Hine
desire was to die honorably in combat. To avoidiie considered the pitiful sight of the falkowvn&oldiers, he took
to wandering in the wilderness, where he lost hifiisemaginary battles from his youth. He als@isly hoped to be
attacked by some wild creature so he could dieenfighting. One day he came across the burial meimthe forest.
Over the years he had forgotten, but upon seeem tie remember their purpose. This was wheregathdrom the
first invasion of Darkon were buried. Most weretgs Drakov’s original army and had been friendidircea. Here
they had been buried with full honors after thalt in combat.

Mircea’s dreams and desires for the good old deskaned the spirits of his former comrades. Eaghtras
he lays sleeping, his former friends arise as swwadths, and instilled with dreams of former glast out to recapture
those dreams. The wraiths set out for the Darlaarder in an attempt to invade the land againdsaiovered they
were unable to travel more than 50 miles from wiMireea lay sleeping. Unable to fight their hatgmy, they
attacked the only people they were able, thoskemearby villages. They see these battles asrtgaior a warm up to
their planned invasion of Darkon.

Mircea will converse freely with the characterskiteg about the good old days, honoring those wineeh
fallen in combat, and even the history of the darll, Vlad Drakov. If the characters listen patigmo his stories,



Mircea will take a liking to them, and ask thenrégount stories of their feats.

If impressed by their accomplishments, Mircea wdhfide in the party, telling them of his desire d@ath in
combat. He will challenge one of the fighterstia party to honorable combat to the death. Refumgbatronizing
(“Sure, why don't you fight the wizard. We'll evéie one of his hands behind his back.”) will irishim greatly.

If any of the characters accept, Mircea asks femaminutes to prepare himself, before meetingobisonent
in the middle of the clearing. Mircea is stillkilled warrior, but his strength has waned. Bedgigron the fourth round
of combat, he begins to tired, resulting in a -hitpdamage, and initiative rolls. Every otheumd after that, subtract
another 1 point as his exhaustion builds. Mircdbbe& grateful if he is killed before the tenthurtd ends. After that he
will be so exhausted, he will see his death asrayneélling, and not honorable death in combatkilled before then,
he will see his death as honorably facing a moweepiul foe and being defeated.

Once defeated, the swordwraiths will no longer aisdusk to terrorize the land. However, the cttara must
bury Mircea with honors. This means lying him ba pedestal and paying their respect to a fabides for the rest
of the day and night. At dawn he should be entamb@ne of the burial mounds. If this is not dokkrcea will rise
as a swordwraith in ten days, and will re-animbhtdther swordwraiths, and lead them on raids titout Falkovnia.

Mircea Buchen 6th level fighter THACO 15; DmgWwgapon; AC 2; hp 35; MV 9; SA nil; SD nil; MR nbZ M; AL
LE; ML 14; Str 10, Dex 9, Con 8, Int 13, Wis 14,rfs. Equipment: Longsword 1d8/ 1d12, shield, plade malil
armor..

B. Failure - the assault

If the characters do not defeat Mircea the reshefswordwraiths attack the refugee camp on thiet mijthe
sixth day. The remaining the footsoldiers chatgedefenders on top of a small hill and attempsteted the refugees
into flight, while the cavalry waits to run themwio. Unless the characters can defeat the remagwngdwraiths, the
refugees are slaughtered.

Appendix

40 Swordwraiths THACO 13; Dmg by weapon; AC 3; AChp 35; MV 9; SA 3/2 attacks per round. Eadtdhains 1
Str from victim; SD Immune to sleep, charm, andeottmind-affecting magic. Turned as vampires. #Beiter to be
hit; MR nil; SZ M; AL LE; ML 20. Equipment: Longeord 1d8/ 1d12, spear 1d6/ 1d8, battle ax 1d8/ ad&nce
1d6+1/ 2d6.

The swordwraiths are the spirits of Mircea Buckdallen comrades. Their spirits have been draawak Iho
their bodies by Buchen’s intense memories of tts. pRuring combat, all of the swordwraiths perfarwar chant to
inspire themselves, and send fear into their ereniidae chant, which is spoken in an ancient laggud Kyrnn,
causes all creatures with less than 1 HD to figjht #0 hit and morale due to fear. Any creatupesater than 1 HD can
make a fear check to avoid this affect. The swoaitivs do not quite understand what has happemedda not at first
realize they are undead. As such they are noteaofaall of their abilities and do not take advagetaf them. While
the wraiths are immune to weapons of less thanhe2swordwraiths do not realize this and will deféhemselves from
all attacks, and may even retreat from someoneisvadetter fighter. Gradually they will uncovkeir potential, but
until then their tactics do not take into considierathe fact that they are immune to most formdarhage, and are not
aware of how little a threat the local townsfolkspdo them.

While the swordwraiths can be defeated in condmatpng as Mircea is still alive they will reforma weeks
time. Thus only by granting Mircea his request tencharacters lay the swordwraiths to rest. Hewdf any of the
characters should take something from one of thialomounds, be it a sword or a shield, the bodgmtit was stolen
from will rise as a swordwraith and track down thief. The swordwraith will not stop until the éfiis dead or the
object is returned. If defeated in combat, anosiwasrdwraith will animate and seek out the thief.

10 Undead horses THACO 18; Dmg 1d6/ 1d6/ 1d4;7A6D 3+1; hp 16; MV 18; SA nil; SD immune to sleep
charm, hold, and other mind controlling spells, aottl. Turned as wraiths; MR nil; SZ L; AL N; MLO2

Daniel J Bandera

A BIT RIPE THIS SEASON



By Skippy <wclarke@PDQ.NET>

"A Bit Ripe this Season" is an AD&D Side Trek adutee for any number of characters of any levethasresolution
can (and should) be met with no combat. DMs coskel this adventure to help younger players witkr thele"-
playing skills, or to give older players a breadnfr"hack-and-slash." The party should consist afdgaligned
characters, and at least one character who hagearst in nature and its creatures (elf or ranger)

The module should be placed in a wooded area ofeangerate climate where there was no frost theigue winter or
where fall has arrived late. The adventure cagsdbén any gaming world (this could even be rua Ravenloft
campaign where there has been a recent encourtteweiie-creatures).

Thelntruding Bear

The characters are entering a small logging towoyk as "Logston.” They enter through the southead, known as
"Trade Road." The town is a small logging towrs thAe party enters the town read the following:

As you enter the town you see a quiet little totat tseems to be laid out with an exact design. lIQwiiages dot
several side streets on the left and right. $jtiehind one of the houses to the right you seebtwys about ten years
old. They are sitting around a large basket ofibgr Their faces, necks, and hands are red fadmgethe berries.
They laugh very loudly at some private joke andttrg to quiet themselves after one of them fallsrdoackwards.

Upon reaching the "Y" in the road, read the follogvto the players:

The silence of this small town is broken by theeaan of an obviously terrified woman. The screame®from the
west end of town. You all immediately turn youats, only to find that buildings on the main streestruct your
view.

This last year has been an unusually warm oneefeittere was no frost last year or a late fall yleiar) and the fruit
trees have not shed their bounty. In fact, thi# fras actually fermented while hanging on thegreausing any
creature whom eats them to become intoxicated. nidtber bear who has caused the commotion in t@srbken
feeding herself from this food and is now somevitiatxicated. As the heroes round the curve inrtizel read the
following to them:

Upon rounding the corner you see a crowd is begito gather in the street. The distraught worsastanding in
front of the inn and is being held back by two rasrher screams turn to sobs of distress.

As you move closer you are able to better determvimat is causing all the commotion. A brown ba&anithe middle
of the street, and it is hovering over a toddleowtas playing there. The bear is not being agyessd is simply
sniffing the child and nuzzling the child with iti®se. Every so often it will turn its head towstde gathering crowd
and looks at them. It seems confused

The woman continues to try and break free frormtlea, pleading the following: "Someone, help my balBlease
someone do something...
Don't let it hurt my baby..." Each one of thesie<is interspersed with tears of desperation.

Then one of the men holding her offers a resporite Wust wait it out... The bear hasn't hurt@my yet... It always
just leaves... If we don't startle the bear, ittivburt the baby."

Bear, Brown (1): INT semi; AL N; AC 6 (3*); MV 126¢); HD 5+5; hp 28; THACO 15 (12*); #AT 3; Dmg 1-68*)/1-
6(+3*)/1-8(+3*) (claw/claw/bite); SA Hug, Intoxicatl Rage; SD none; SZ L (9' + tall) ML 10 (15*); ¥XR0; MM
*The parenthetical values represent the bear inrttexicated state.

Any provocation will cause the bear to enter an@sipe rage, much like that of a berserker. Therlieintoxicated
and is protecting what she thinks is a cub, th&very deadly combination.

The mother bear has two cubs of her own and hasitlgdound two orphaned cubs, which she has takemer own.
She has not been able to kill enough food for lieasel the four growing cubs. She feeds the culmapily off of the
kills, while she has resorted to natural vegetasismer staple food. Due to her current intoxacgther inhibitions
regarding humans have greatly diminished. Sheveaslered into the town, once again, confused araddaf




If anyone attempts to talk with animals (or anyikimactions), success is guaranteed. The beguite in the mood to
talk, but its speech is slurred, making it inconmenesible. The bear will understand anything saiid, tut it will not be
able to respond in a coherent manner.

The mother bear is not combative in her curreriestad currently is thinking that the baby is ohber cubs. She is
currently trying to figure out whether the "cub'really hers or not.

It should be impressed upon the heroes that tamuglith a bear is a bad thing to do, and that caoning the bear will
assuredly bring harm to the child. If the childhh&med, the town will turn against the heroeghéfheroes leave the
bear alone or simply speak with her, she will socealize that the baby is not hers and leave the.tow

When she leaves she walks in not-so-straight li@sce she reaches the trees she will begin ttomards her grove.
Once the bear leaves the town, people rush ardwnohother and child, impeding the progress of greés out of
town.

Over Hill, Over Dale

The real fun of the adventure now begins. The se@raking no attempts to hide its way throughwoeds, and its
weaving path could be tracked by even the most iadypenturer. The woods quickly grow dense, arahakiough the
bear is moving at a reduced rate, this is it's hankit can easily outdistance the PCs. The PGement rate with no
backpacks, flowing clothing or accessories would pgeneral movement is slowed to 4, and movemihtlarge
animals or horses is a crawling 3. This slowedepaaot intended to make the PCs lose track ob#ae, but to give
them an opportunity to gather clues as to whahbaapened.

Any ranger or elf PC should be given a chance tkenaa intelligence check to notice that there dliebgrries hanging
from the trees, much later in the season than rioritze berries grow wild in the woods and are camiy known as
"wild berries." They grow on trees in bunches likapes, and are very commonly used for wines,,jant preserves.
Any character from the region should also be altbteemake an intelligence check to remember thiaeefall is late
this year or that there was no frost last year.

Along the way the PCs should have several encaamtigh wildlife that have also partaken of the matwine. Several
bird encounters are outlined here as an examplkeer@ncounters could include chattering squirtesikaze
chipmunks, or other native forest creatures. (Wplaegptesting | randomly rolled a pixie that workedll. The pixie
was intoxicated and did nothing but "buzz" the yparast dancing lights, laugh, and then fall obefore flying away).

Bird, Small Songbird (d3+1): AL N; AC 7; MV 1, FL68B); HD 1-2hp; hp 2; THACO 20; #AT 1; Dmg 1 (beakA
none; SD none; SZ T (6" - 9"); ML 8; XP 15

Eating just a few of the alcoholic berries provegejintoxicating for these small birds. Theircgans to their
inebriated state should prove comical and inforveati

Hanging Around: One small bird has passed out wgiiitang on a low tree branch. Even though heois hanging
upside-down, his feet are still clamped tightlthe branch. The bird is fine and can't readilabaken. Poking the
bird may elicit a small flutter of the wings or viaée; but it will cause it to swing gently underrieétte branch.

Crash Landing: While one bird is perched on a loanbh another one comes in for a landing and missasark
totally, plowing into the seated songbird. The esslilt is much like "Hanging Around" except tha bird is awake
and can't seem to convince itself to let go oftttench.

Buzzing the Tower: One or more birds may begirytwéry low over the party, trying to get the pairtyolved in some
sort of childish play-time. The birds will not aelly run into party members but will fly close ey to where the
heroes will seek cover.

Bar Room Quartet: One or more birds will beginit@s song that is quite off-pitch, often taking $ong to places it
was never intended.

Other birds will join in the festivities and beginging. Soon the quartet will begin to sound Bkieunch of drunken
sailors enjoying themselves at a local tavern.



Any PC that attempts to talk with the birds withdi them full of chatter and quite excited. Thelbidon't have the
vocabulary to correctly explain their drunken stétgt will try to express how they feel with mom@nemon expressions.

Home Sweet Home

After the PCs track the bear for several hundredsyehey reach a clearing in the woods. The itigas about 10

yards across and is flanked by a tall, rotted $teep and it's broken trunk, leaning next to ihefle are also a couple of
large rocks in the area. The PCs should be algettolose to the clearing without drawing the stispi of the mother
bear, she is not very alert in her current st&ten the PCs approach the clearing, read the foitpw

The mother bear is lying in the back left cornethef clearing, next to a tree stump. There are lbear cubs in the
clearing as well. Two of the cubs are playing vétith other. They are fighting as cubs do, thahgi are missing
each other widely with their paw swipes, oftenifgglon their faces or backsides in the processoti#er bear is trying
in vain to climb a tree. He can never get oveeeho four feet off the ground before falling. Tast cub is lying on it's
back. If you aren't mistaken you would swear thi last cub is smiling, and is actually laughimg what you think a
bear would look like if it were laughing.

Bear, Brown (Cub) (4): INT semi; AL N; AC 10; MV 6{D 1+1; hp 6; THACO 20; #AT 3; Dmg 1-2/1-2/1-3
(claw/claw/bite); SA none; SD none; SZ S; ML 6; X85; MM

If asked the mother bear will tell the PCs that tiidhe cubs are hers, the other two were orpharexh a hunter shot
their mother. She is unable to fully hunt for ledfrand all four cubs. She has supplemented theis with the "wild
berries." The PCs should be near a resolutiohigpbint.

Possible Resolutions

Though there are many resolutions to this adventbey can be as simple or as elaborate as thevikBsseveral are
outlined here.

--The least desirable is that the players killthegher bear and possibly her cubs. This optiomishoot be taken if
this adventure is run for the proper party.

--Another option is for the party to help the mathear and cubs get drunk and pass out on theebeamd for them to
then clear out the berries in the region. Thislddake some time, but is possible. A similar optwould be to trap
the bears and then clear the area.

--The party could offer to help the mother supplebteer food supply by hunting for her or with her.

The townspeople will help with any of the abovesisiethey may also be inclined to process the tseimte wine and
then have a festival in a week's time and invieeghrty back. It could even become a yearly event.

Experience points in the adventure should be awlfalegood role-playing. If the PCs intentionaiyl the bear or her
cubs, impose a penalty of twice their XP on each Fthe PCs attack the bear while it is nearlibby, impose an XP
penalty of ten-times the bear on each PC, for ##'® and the child's lives. If the PCs accidgnkdl any of the bears,
during a non-lethal plan, award no XP for the b@dner cubs. If the PCs complete the adventurggusiplan that
placed the bear or her cubs in possible dangerdativam twice the XP of the bears. If they resdhesissue without
ever placing the bears in any harm, award themtimes the XP of the bears, along with role-playlrmguses.

THE HAND
By Matthew Barrett <furndr@ TENFORWARD.COM>

I combined three ideas from the original black bé#dck is Back, The Beast, and The Hand) to ctéae
The PC's arrive in town somewhere in Nova Vaadeam about a mysterious strangler who has recbety

victimizing the townsfolk, particularly--but not elusively--young women. The townsfolk tell thenatlthe stranglings
are the result of a curse, and the PC's learrottaing story:



About a century and a half ago, the ruling famibé®Nova Vaasa were taking sides in a bitter posterggle that
eventually led to almost thirty years of war. Hsthe custom of battle to capture the enemy'softg upon their
surrender, and this could never be by force. Tdgewas then taken as a trophy and a sign of féaltiye conquering
house.

One family's warriors committed a heinous act afaalice while fleeing the battlefield, siezing #tandard bearer
during their retreat and commanding him to giventtibe flag or they would kill him. He cursed thé&mn cowards and
traitors, vowing to retain the standard in his tsadtil they found an honorable way to take it. ddere that though
they would kill him, they would never remove tlegffrom his hands nor gain the respect they tioetdke by force.

Kill him they did, only to find his words were allo accurate: even in death his hands grippeflagstaff and refused
to let go, even tightening their grip. With thpirrsuers close behind, the wretched soldiers eutgin's hands off and
rode off with the grisly trophy they had forfeitégeir honor for.

The rest of the prophecy continued to bear out: hilnds could not be removed, having seemed taistogthe wood
and become part of it. Instead of rotting, thegame dried and mummified, and their presence itetbethan-noble
family's vault became a sign of shame and scom tather houses. Nobody would take the flag frbemt, not even
the family that it belonged to, who had buried tls¢andard-bearer with honors, if without his handibe treacherous
house quickly began to decline in respect and Weaitd it began to be noised about that when giariamber of the
line fell in disgrace, the hands would release, thiatl they should be buried with their owner thelast.

The PC's arrive just after the last member ofitifamous family is about to be married. She wdwddhe last of her
name, and the curse would be complete, but thatlmyand, one of the growing middle class, agreddkie her name
when they are married. His family gains nobilltgrs gains a chance to continue, and it would gbatrboth sides
benefit.

When she is found murdered in her bridal bed, Beea-faced new-husband-turned-widower describeserad hand
waking him up in the middle of the night, and tmgnio see her strangled corpse lying next to Hiweryone begins to
speak about the hands coming to life, angeredegbitbspect of having to wait another hundred ye@tsen the groom's
mother is found dead, and then another woman,t@tbtvnsfolk realize that the terror has only begun

Naturally, the PC's will investigate, and mostlad teports are consistent with the legend anduimers. But at some
point, they will confront the hand themselves, ahthat point, they will have to separate trutinfriegend. Although it
stays in the dark most of the time, they will ewitiy see that the hand they are chasing belongsSN¥®MAN, and that
there is another story they must discover on thein:

The groom in this adventure has had many affansutihout his short life, and one in particular mgagrs ago with a
young, beautiful servant girl who was hopelesslgdiyn in love with him to the point of obsessionis lfhother told him
to do something about the girl before she startechadal that would prevent them from gaining tbieility they
sought. So, he arranged to be rid of her. Telieghe was going to marry her and run away with e told her to
meet him by the river at night. He gave her a,rtogk her out in a boat, and pushed her in. 8lgged to get back
in, and he drew his sword and finished the jobly@pon returning to shore did he find her hantl glinging to one of
the oars, neatly severed just below the wrist Byblade. He tried to get the grisly thing off, butind it was gripping
the oar too tightly, as if still exibiting the despte need to live that she had when he finishedffie Slick and smooth
from the trip in the water, clinging tenaciouslytke oar with rigor mortis, the hand defied histleorts to remove it.

After a while he was forced to leave thadthere and go back for it in the morning. Thght) he regretted not
using his sword, which he had avoided using for galamaging the oar and arousing suspicion. He awake most
of the night, and went early the next morning tepdise of the hand properly, only to find it gone...

The groom was the one who committed thet fiturder, after his new bride found out aboutdfiigirs on their
wedding night. She threatened to have their mgeramnulled and cut his family off from nobilityr&ver, and in a
rage, he struck her. Drunk with rage and wine ftbenwedding, he passed out and awoke to feelfrggainst his
cheeks, caressing him. He turned and found his eéfad, and the hand that he had cut off his logside him in bed,
still wearing the ring that he had placed on ie $¢reamed in mortal terror, causing the hancetdhd the servants to
come running. He was stammering about a handtteaydinferred the rest.

The groom is the truly evil one in this adture, having embraced evil on a number of ocoasidhe hand is
killing people to win his affection again, and adifealousy. It kills his mother because it thirgkee made him stop
loving her, Kills two of his other lovers out oBjeusy, kills a few other women because they apiuelbe getting "too
close" to the object of its affections, etc. lesds a lot of time around him, but never triesttack him. He is trying to



destroy the hand without anyone knowing the trbothwill try to keep the "standard bearer" rumoring@s much as
possible.

Iffwhen the PC's expose him, he flies mt@age, and swears revenge. | hope to make héougring villain in my
games, as he tries to get even with those whoduiima. | can see him living deep in the woodshmy tiver, having a
few special "gifts" from the Dark Powers for hisrfdishness....

Here is the order the murders will proceed in uokkd. A "g" refers to someone killed by Martin @smere. An "h"
refers to someone killed by Marta.

Day 1--Aladrine Greysmere (g/h) Killed on the wedghight (Night 1)

Day 2--Martin is horribly shaken, people begindtktabout the hand coming to life for revenge. | P&'s the above
story. That night, Martin's mother dies in heegl¢h)

Day 3--Matrtin is still inconsolable, especially hiied after the death of Bess Averea. [(h) Killédring the day, after
a tryst with Martin, where he explains he wishesdatinue their "arrangement"” later, perhaps sgtidate, or delaying
things if the PC's are already close.] He blamesélf, naturally, and the villagers begin to assuhat anyone who
befriends Martin will fall victim to the curse. YAefew of them actually begin to avoid him, butytere searching for
an explanation.

Next deaths, spaced according to DM's taste:

4th--Telli Voracon--servant of Martin Greysmere Killed for her proximity to Martin (she holds tip@sition formerly
held by the hand's owner.) If he is bold enoughptay have made some advances to her. This gglvdiile serving
Martin's dinner, hopefully with the PC's aroundnitness that Martin isn't responsible. After thesath, the villagers
refuse to help defend him, convinced tha justidakig its course.

5th--Pwenton Robb (g) Manservant of the Avareasled&by Martin with Marie's help because he disa@d Martin's
cover-up of the tryst with Bess. (Day 4)

6th--Marie Heliand (h) Kills herself while waitirfgr groom to arrive at their tryst, as she seestre approaching.
After participating in murder #5, she acts diffahgnbeing wracked with guilt. (Day 4)

7th--Vors Umisteed (g) Little boy who works for MiarGreysmere. Killed because he noticed the rimghe hand at
Telli's death (Night 4)

Hand spotted often, trying to get near Martincta@ms that it is making attempts on his life, this is false.
These encounters are interspersed with the deithein will try to reinforce any explanation aswy the hand does
not kill him, as his repeated survival becomes tjoeable.
His most likely course is to lament that the harténds to punish him for extending the Greysmenreendy killing all
those associated with him.

Marta can be laid to rest in a few ways: by 'takiMartin into the river with her (her ultimateap by
destroying her ghost in the river, by sealing l@enpletely in the river, or by having her "marriage"Martin anulled.
This last two methods are most favorable for ma&agons: first, they allows Martin to face justisbjch lawful PCs
will prefer, and second, they are as easy as rergdhe ring from her hand and throwing either ihg pr hand into the
river. Throwing the hand into the river forces Ni@s original prayer into effect, binding her teetriver forever--
though she will have one last attempt to take fineiis nearby. Throwing the ring into the rivexds her delusion of
being married to him, and she leaves.

Matthew Barrett

FIVE DEADLY HANDS
By R. Sweeney



Deadly Hands

Activity Cycle: Nocturnal

Diet: None

Alignment: CE

MV:9"/3" jump 10'

HD:1+2

#A:1/round

Damage/Attack: 2-8

Special Defenses: Immune to Turning, Charm, Slelefd, +1 or brass weapon to hit.
Special Attacks: Spells, (Charm Hands, Create Hiags Wizard Mark)

The hand originate from an Egyptian land, perhapktépot's. They were the hands of 5 former slaves mad worked
on a royal tomb. These slaves escaped and platteitfeér the royal tomb of it's treasures. Instethey were caught,
their hands dismembered, and these hand mummifieéglaced within the tomb to act as it's gaurdians.

The 5 deadly hands regenerate one hp/round. (@#rets created by them regenerate on hp per nigtaestroyed’,
that is reduced to less than -10 hps or 'killedfitfgyor acid, they reform in one hour. If a crehtend is reduced to less
than -10 hps, it is permenantly disabled.

Magical weapons, fire, silver weapons, or holy wigeequired to harm them. Holy water burns thedhior 3d8 points
of damage and represents one of their great wesésieSurther, they cannot cross a line of coppérass, nor can
they touch copper items. (They were originally éeean the Age of Brass, not the Iron Age). Evéima of copper
coins prevents them from crossing on that surfageroping over the line. However, they can crawhvells like a
spider.. and thus can walk across the ceiling @aod down inside the circle provided the ceilingidest 10' away from
the copper items on the floor.

The 5 original hands may work a few magical spmigfical effects. By tapping their claws togethea iythmn, they
can *charm* the hands of any opponent unless thpborent makes a save vs spell. Charmed hands bessmtient and
telepathically linked to the remainder of the cglaf hands.

They will attack their possesor as if they weredighands severed from the body. They also seektithemselves
free at the earliest opportunity. Once they haveedbis, they scuttle away to join the group.

The victim normally bleeds to death shortly theteaf

Note: each of the victim's hands save separatelyelsaving throw for a given hand is made, ttotimi need not fear
losing control of that hand for the remainder & ttay, but the 5 deadly hands can tap out thelksspav the next
nightfall.

The 5 deadly hands can also remove the eye ofianémd cast an enchantment over it so that thdendicthe group
can see through it. This eye can be left unatteadedstill provide the group with clairvoyance.
In all aspects, it functions like a "hag's eye" lgeiks like a dismembered human eye.. still moist.

The 5 deadly hands can also scribe a wizard maependantly of each other.
Each of the original 5 hands can move silently, laideé in shadows with 95% probability.

The hands were each placed in a specially scrizmdssone box. This box would open and releaseahdshwhen any
items were disturbed in the burial chamber or wés@inscription on the boxes was read aloud.

(Comprehend Languages Spell, Tongues Spell, offlyiRead Langauges skill). Note, however, readimgihscription
aloud will only open the box if the words are pranoed in their native language (egyptian).

Five such boxes, one for each hand, were created.

One day, looters robbed the tomb. The hands wérased and fought the looters. The hands, howesxsg easily
dispatched.. and the tomb looted anywabh.

The hands, of course, reanimated one hour afteglsgstroyed and pursued the looters. Since theirstrength was
not enough to defeat the looters, they charmed didueds.. severed them.. and added to their githghands came in
a deadly swarm.. slaying any looters they couldrcap with. Some, however, scattered to distarddaA few, by
serendipity, managed to trap a severed hand iarteeribed boxes.. the hands immediately went tissta



These boxes, with the hands locked inside in steesie sold by the looters. The hands sought oubitter, avenged
their crime, and then proceeded to search for tifacts taken.. especially their 5 enscribed boxisout which they
cannot rest.

Notes on Ka:

Ka is a philosophical belief akin to Chi, Karmehdma, Ying/Yang, or the Rule of three. Basicalgace, balance,
kindess earn positive Ka. Rage, Anger, Hatrediatoderance/bigotry build negative Ka. One grouggyptian style
sorcerors were basically people who learned toldpweegative Ka. The undead, according to Ka pbjby, represent
and unnatural accumulation of negative Ka. Thidoglthe lines of "use the force, Luke".

Event 1:

Otick Feelam recieves a package from art and setiggglers. Not wanting to endanger his family égding the box at
home.. he rents a room at an Inn where the PCstaying.

"As you eat your evening meal, you see a slightigrweight balding man huff and puff his way inbe inn with a box
tightly clutched under his arm. He goes to thedyater and quickly drops down money for a room..
picking up a key and immediately scurrying upstairs

Play:

Otick will go upstairs and try to decipher thmes on the box, He speak the heiroglyphic languagsich they are
written (egyptian).
Thieves listening at the door, familiars eavesdiogpfrom the windows, or clairaudience spells wéveal his words as
he recites the inscription as he works on it. Hea&g in a forigen language, but can be understg@@omprehend
Langauge spell.

Upon reading the words, of course, the box pggEn. Otick leans timidly forward to see what'srieter. He will be
immediately attacked by the hand. Other hands, irgathe city in pursuit, begin making their way s their
brethern who has just awoken. They will climb thalgvoutside the inn to get to the window outsid&Ek)s room.
Familars or Thieves clinging to the wall will beawrled over by the hands, but not attacked unlessittitiate a
conflict.

Otick starts choking and thrashing around. Muké the Professer Vale Druij story from a few morags, but the
time the PCs break into the room.. locked from imitthey will find Otick choked to death. If theyamine the wound,
they may notice he was choked by one hand.. astespg and powerful hand. Unlike the Professor \é&bey, no
blackening of the flesh or other poisoning will acdThis is a low-level adventure].

They will see the box lying open.. but no sigrilaf spidery hand.. which has moved to hide undebéd. Of course,
those searching the room will find the hand.. damdll attack. Meanwhile, hands outside the windeil start trying to
claw their way inside.

There should be enough hands to challange thelR€snly one of the original mummified ‘deadly Hah

The scene should be a basic slaughter fest.. ittutive Barkeep and other Patrons of the bar whe ltame up to see
what the comotion was being attacked and slainei®¢thands try to grab the box.

The hands move by crawling on their fingertips amdping, but cannot drag themselves along ther #oif by magic.
Thus, to take the box, two hands grasp it on egfd® and lift it off the ground with their bloodyumps of wrists. Four
other hands crawl underneath.. and rest the bow thgar bloody stumps. The original two hands tfignover and
stabbing their claws into the wrists of the handderneath.

The whole looks sort of like this:
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There will be a pair of hands on each corner.. thasonstruct takes 8 hands to lift and carnjive away.. however,
they can climb walls like a spider and still mainta hold on the box.

The PCs, of course, should be able to kill a fethefhands and keep the box from being taken allayhands then
flee, intent on vengence for their 'slain' members.

There should be enough hands present do somedgmeaie to at least one PC. The encounter shotikehdauntil at
least one PC has been reduced to 25% of theirhpsseif not less.

Event 2: The cops

Of course the town cops are going to want to cbynand question the PCs at length. PCs that exfilairthey heard
words in a forigen language coming from the otliée $o the door will be, of course, asked why theye listening to
the door. The PCs will be asked how they knew #eedsed. When the PCs tell their tale of severadshaheir state
of inebriation will be questioned... but eventuahey will be believed.

(Especially if they have severed hands to showkerce.)

If any PC is foolish enough to go out alone ahhigsay to burn down a church.. they will stumtniéo a small nest of
these severed hands. After they run back in feaghanror to the Inn, they should lock the door &mdo get some
sleep. Use as many hands as necessary to imprasshegpPCs the danger they represent.

If possible, the DM might want to 'show' the handig their claws to tear away the hands of a gebstitute or
beggar that they've murdered.
Thus, the PCs returns to the Inn with some momnétion than when they left.

Event 3:

The PCs will have nightmares. Evil, rageful, ietaint, biggoted PCs will be strongly pulled by Berk Ka of the
severed hands. Their nightmares are filled wittotlp stumps and hands running around like spideat over the
room and all over them. Their own hands start hgrigainst them.. leaving them helpless in the édi¢cke onslaught.
They are tortured, their flesh rended, torn, peayle have hurt them or angered them in the pastargp the dream to
taunt/goad them.

Good PCs also suffer nightmares, but to a lesgent Peaceful, Kind hearted characters are hdodé&ark Ka to
corrupt.

The Descriptions should get the PCs to suspedihevill have them wake to find severed hands sealawling all
over them.. and this fear can be used to credétsa alarm' (a common horror tactic). The wakeugdenly feeling
something crawlign over them.. but it's only a.rat.a few cockroaches. Not one of the unholy hands

Both groups face the morning tired and fatiguedl ECs can only 'rememorize' half of their speG&od PCs have no
such hinderence. This of course, has no effebeiRCs don't need to rememorize spells. (Half gpsils don't vanish.)

Note: Good and Evil may not directly correspongdsitive and negative Ka. A rageful, but noble haight still
exibit behavior and personality more strongly adigrwith Dark Ka. | find it hard to believe a peadefnd harmonious
evil PC.. but it could happen.

Event 4: Day in Town

As the PCs go about their business in town, theylsl find a crowd of people gathered around. Amyauis PCs
discover that a body of a prostitute has been fo8he was murdered and her hands removed. (Th@stappear to
have been chewn off by a wild animal.) The guahds &rrive with a cot look sick and grumble, "Gaitisit's the 4th
one this morning!"

The PCs are free to do with their day what thdly Where is no sign of the crawling claws. The teyg box has been
taken into the possesion of the guards and theaRCasked if they can decipher the writting onltbe. They may or



may not be able to.. and they may or may not atinbeing able to. If they can..and do.. deciphenthitting on the
box, they discover a bit of the history of the haidM descretion). None of their powers or weakessse listed.

If the PCs have used holy water, and seek sortteéodvater to battle the hands should the comenagay will find a
priest in town with a few vials to sell, DM desdoet

Event 5: Nightfall.
The PCs really, really, really should be insideightfall. Everyone else in town will be.

If the PCs are in a bar/inn/resturant at night takey will hear a young girl in the kitchen beiagacked. The can enter
and drive off the hands, but they will see the gidb up a great big copper pot and smash onedfahds flat.
Depending on the situation, they might also discélat fire can damage the hands if there is aagae for one of the
hands to fall into the fireplace.

The hands will quickly leave with an ornamentafé&nThey drop the brass knife into a cloth andrfra piggy back
arraingement. One hand rests on top of the kniflevaaps its fingers around the other hand withkitiée resting
between them wrapped up. The bottom hand ha@igsrs pointed towards the ground and scurrys aéskly.

One can explain what this looks like by claspimg back of the left hand with the right with a amdwitched between
the back of the left hand and the palm of the right

The knife, of course, is brass. (The hands candlt it.) The owner of the bar, who collects knjwesiently purchased
the knife at the market.

The owner of the market shop was sold the knifa HByief/smuggler. He says the owner of the baraslkector of
ancient knives. (The party learns his provided tteay ‘convince' or charm the owner of the shopilbthe beans.
Bribery, threats, or 'Charm Person' spells can wiétpthis.)

Back in one corner of the shop, the PCs find drsehdstone box.. yes, another heiroglyphic bor. Sitop owner
admits to selling such a box to Otick. This borjen and empty.

All of these events, however, cannot happen figistrunless the PCs go outside and try to trackrdthwse people.
This would leave them open to ambush by the haadsd.they should be afraid of them by this point.

Event 6: Indoctrination/Invitation.

The PCs will be attacked in their sleep, if posiblands have moved into their rooms and hidereutice
floorboards. They will wait and creep up when tfesgl the time is right. Of course, the PCs havé thightmares
again.

A watchful guard should help, but it's difficutirfthe PCs to sleep with a light on. They tossy then, and they get
slowly grouchy. If the light does not go out, theiyl not get enough sleep to memorize spells inrttegning. If the light
goes out, the hands sneak about very stealthfully.

PCs who the hands sense are open to Negative Khawé a upside down ankh scribed on their forehtaghpears as
a bloody scratch wound but can only be removedeas pWizard Mark spell. (ie, cure light wound atpsndo not
work.)

PCs so marked will be pulled towards the Dark Kzey must make wisdom checks when frustrated oattas or be
affected as if by the wizard spell "Emotion:Ragitiis effect also happens when they engage in battle

wisdom check avoids. PCs who do not wish to ‘fititi§ 'gift' do not need to roll a wisdom checkt Wil incur a
powercheck for their embracing Dark Ka.

Removal of the 'brand' removes the 'blessing'.

Adventure threads from Event 6 onwards:

Investigating the shopkeeper allows the PCs toodisr who reciently purchased egyptian artifacts eover them. If
the PCs give the artifacts to the hands, the hasltisot fight them.. but will take the artifactad leave. (However, the
PCs don't know if the hands are returnign the seticthe looted tomb or gathering the relics foesihceremony to



summon a greater mummy, a demon, or whatever.ethdethe party befriends the hands in this wagjrtown
‘charmed hands' will return to them.. even magiaalattaching to their former owners. Such reattddiands are
infused with Dark Ka, however, allowing those pa#sg them to attack with their fists as if they werl enchanted
weapons. On the downside, however, the hands acgilead with the upside down ankh, and the perdtinsuch
regained hands suffers as described above. lutieis removed (as per Wizard Mark spell), the kdose their
special powers and become normal again.

Note:until the rune is removed, the hands are llbyecontact with holy water.. just as the sevédradds would be.
Anyone washing their hands in holy water.. andrigk0 points of damage.. will have washed off tier However,
magical curing would be needed to restore fundiotihe hands without great scar tissue forming.

The hands will want the boxes.. and they will éktanyone possessing them. In this adventure hibigkeeper and the
town guard each have a box.
(The town guard holds Otick's box as evidence.)

The boxes can be used to contain the hands. Amy Wweestled into the box goes inert. The box canlbsed, sealing
the hands in stasis. If one of the 5 deadly hatigsi{ands that appear mummified and can tap quelats ‘charm
hands') are trapped in a box, they hands can miarast 'charm hands' and lose the ability tee®e their number. So
long as they do not recover their imprisoned felltdvey will be easily hunted down by attrition. Hewer, the stone box
can be opened by the touch of another mummified Iflant not any of the lesser hands created frommnvig.

The hands move across walls and other surfaaes,tthcking them' is difficult. However, magicchuas 'locate object'
on the brass knife might allow the PCs to roottbatr lair during the daylight hours. The handsri¢opor during the
day unless disturbed. Sunlight, however, does aohhihem. The hands, of course, have recoveregthiee boxes.. and
the PCs could then trap the immortal mummified Isandheir own box. Once all 5 hands are so trappkdther
severed hands become inanimate. This does naachdtands to the PCs if they have been severedm@m need to
contact the Vistani in this case.

Perhaps by divination or other methods (such asudting the Vistani) the PCs might learn thathoges can be
burned in a great fire.. hot enough to melt satal ghass.. with the hands inside. If this is dahese hands will be
forever destroyed.

If the situation arises, the Hands will ambushRi@s and attempt to slay them. Any 'slain’ evillDi&a PCs will be
dragged back to a secluded location. There, thiywitortured for days by the Hands. The ragefamgtration of such
tortured PCs will grow and fester. At the end 6§ fheriod (unless rescued by other PCs) they \ailiehilearned' the
NWP of "Dark Ka Manipulation". (If they don't hageNWP slot open, the next availible slot will lestt when they
DO gain the opportunity for a NWP slot.)

Particularly peaceful people, full of "positive 'Kaill also be captured.

The hands will attempt to torment them into leagribark Ka" but the PC gets to choose if they hétris NWP or
not. Despite their most horrible tortures, the Haadnnot corrupt a victim unless that victim cheabe path of
darkness. A victim that resists this temptation4&86 chance of learning "Light Ka Manipulation'edio his choosing
the path of peace instead of aggression. This NWiiHdibe gained "free".. that is at no cost.

Note: This means only 'middle of the road' typeschfear death at the "hands" of these particulamées. (Ain't |
punny.)

NWPs:
Dark Ka Manipulation: (Wis -5)

One who has 'learned’ dark ka manipulation madtena wisdom check to avoid flying into a rage whesvoked
(DM's descretion). However, once enraged, theynsake a Dark Ka Manipulation check (wis -5) to géia benefits of
a luckstone for any Rage filled, hateful, or bigbbehavior.

However, any attempted actions requiring peacefotentration (such as picking locks or pockets)adfiected in the
reverse fashion until the rage subsides. In oméréak free from his rage, the character must reakisdom check at -
1 for every round they have been enraged. (A "Wags passes).

Using Dark Ka tempts the Dark Powers.. a 1% pokesk each time the Player chooses to invoke the gfifDark Ka.



Each time the Dark Ka practitioner goes up a letelir NWP score increases by one, but their wisdheck to break
free of their rage is penalized by one as well.sThwith time, one will become consumed by the "D@ide".

The only way to escape this path of decent intl&rdess would be to learn "Light Ka Manipulation”.

Light Ka Manipulation: Wis -8

The PC will have to remain peaceful and free géran order to use Light Ka. Every time they aneaged or behave
in an hateful or bigoted manner, their Light Karscis penalized by 1 until they atone, make ammemida month
passes. Even magically invoked rage causes suehaitp unless the practicioner makes a save visspajht Ka is a
demanding path and if not actively roleplayed &y BC, the DM can assign reductions in the scorerdig to their
descretion. Once someone's adjusted LKM scoredalksgative number, the 'lose’ the skill and meistarn it from a
Master of the Art.

One who manipulates Light Ka can make a NWP chedause any peaceful, noble, or kind hearted rstioey take
to be affected as if by a Luckstone. They can rajti® to invoking Light Ka once per day per level.

Unlike Dark Ka, which comes easily, Light Ka carlyobe improved by Devoting additional NWP slotghis
profficency.

Someone in the grips of Dark Ka that learns LightManipulation ceases his decent into Darkneds @ath passing
level.. provided he completly renounces his Darkpi§avers. If, at any time, he falls back on manipogaDark Ka.. he
loses his ability to manipulate Light Ka and muedearn the skill from scratch.

As a person formerly in the grips of dark ka risetevels, he suffers a one point reduction inDésk Ka NWP score.
When that score drops to less than 5, he or sha@tonger manipulate Dark Ka and have brokenfii@a it's grasp.

Treasure:
Any number of egyptian relics can have been cakby the Hands. PCs who destroy the hands cgntkeeelics.
However, since this amounts to looting a tombkemping the artifacts from a looted tomb.. a 1% grveck applies.

The value of this treasure is left to the DM's deson.

Robert Sweeney

THE HARPIES' NEST
By R. Sweeney

Preface

This adventure idea involves little more than sienfighting, but there is a cursed woman, a gileet, and some
interesting scenery (300" mound of compressed @attie middle of a field). As a minor adventutagives the PCs a
chance to kill something, but can still be a tesdeenture. (fear of falling, etc..)

Rumors:

Seven years ago, a harpy was spotted in the ldswigtth by northwest of here. She claimed onda$e hills and
cursed the land around it. Her singing closed thi¢hrroad between here (Clamond) and Richtone.

A woman scorned and jilted some years ago gavelfign® anger and murdered her lover and his rewd love in
their sleep. The dying husband cursed his lover befitame a harpy cursed to haunt the land weretbegé&issed each
other for the first time.

Tis no harpy, but a hoard of banshees that dwetkth

The harpy killed a passing band of warriors inKlireg of Ekbir's employ.



The sole survivor of that band tells us that theples are not one.. but a dozen or more.
The earth split one day and steam issued forthreAtdill no lies there.. giving the harpies anaebode.

The harpies are witches.

The adventure hook:

The PCs are hired by a governor of the territoryrydo drive out the harpies. He offers 600 coisth of local goods
(gemstones of low to moderate value OR foodstuftsfament).

Alternate, they don't know where they are going studnble across the harpies' road.

The monsters:

Skya, the leader. Harpy with 8 hps/hit die. She alsars a "ring of earth elemental control". Repeatse of this item
allowed her to create the mound. Currently, a tavfe€ompacted dirt rises some 300 feet into thelés base is only
50 feet around. Only the magic of the ring permsitsh a structure to be maintained. At the top,thesharpies in their
small cubby holes.

Other Harpies: 4 hps/hit die
The danger:

The harpies, while living together, have neverdedrto get along. Indeed due to political infiggtithey often refuse
to come to the aid of their sisters.

When the PCs approach, the Harpies start singiagdBshould sing a countersong to negate thisteffacs allows
communication, where as the wax-stoppers-in-the-alao helps, you can't talk to each other.

Elven PCs are "made" for fighting the harpies. Thégh Elven MR renders them strongly resistarthi singing and
touch-charming effects. Since they have forewarriagds should be able to 'inspire’ their fellows.

Harpies, who notice the PCs will come to invesggad-2 per round. (1d4 - - 2, negative #s beiagtéd as 0s). No
matter how much noise is heard, the arrogant afiticatly divided harpies will not come more quigidhan this.

Harpies should continue to come until at least®@es reduced to Ohps and/or charmed.

At this point, while they defeat the remaining hiagpand snap their buddies out of the charm. (Reéseenharpy charm
simply means they don’t protect themselves fromcktaand/or move towards the sound of the singidagdod slap will
do it once the harpies are no longer in sight.

At this point, the party should heal themselvebest they can before climbing the tower. The geabi course, to have
the party use up all their curative magics befbeytreach the top.

Now, someone would have to climb the ‘tower’ motmdjet to the remaining harpies. As they climb here harpies
come out. These harpies try to dislodge the clinalper cause them to fall to the ground. Once thed&patched, the
climb to the top is unimpeded. (Thus, it would haeen a good idea for some bow wielding PCs toatahe ground
and cover their allies climbing the mound).

When the party approaches the top, they hear sgeawking and shrieking.
A cloud of harpies flies away from the top and @aoels the horizon. (They have decided that the peas/unstoppable,
a political battle resulted in a new harpy leadeing chosen and all harpies who can still do tindlaway.)

There will be just one harpy left up there. An &tlwoman harpy who can no longer fly. However, sfilehave the
ring of elemental command and know how to usesiee(DMG).



The PCs will also find 10 male prisoners, partigéten (unnecessary parts like arms and legs)rabddded in the
rock. (Harpies reproduce by having sex with a humate. These were the breeding stock of prisoners.)

The only other item of note is a large oak trednifTroll embedded in it's roots that grows from Yery pinnacle of
the mound.

If the old harpy is slain, the party has a few m&inf warning... impending doom approaches. The tome&tonger
maintained by the holder of the ring, starts tdaggse. They party has to climb down a 300 foot toefeeompacted
earth in 9 minutes or (basically) be crushed tdldea

Of course, anyone taking the ring and wearing litgnefit from "feather fall'. The ring (should yone look at it, has a
picture of a person drawn to appear ‘'falling' arfelsther.)

Only one safe way down. Several PCs up top. (T ri

PCs can safely climb down 30 feet of tower per tburaster than this takes a dex check or theydidimg (30 yards
per round).. taking d6 pts of damage per 20 fegtttiey slide. They have to make a save vs pattadyzi order to
stop sliding and continue a controlled decient.

(10 feet/round). Sliding PCs must roll a dex cheekry third round or fall uncontrollably off the onad (treat as if
falling the full remaining distance).

People with tumbling skill and dwarves or gnomebdls -4 AC benefit vs giants, I've allways assucmues from a
sort of tumbling) take half this damage.

Another option is for one character to "Hug" anotibile wearing the ring and do a "geronimo" le@pe feather fall
affects the first guy, but since he’s holding teeand, both make it to the ground safely. (But wowld REALLY have
to trust the enscription on the ring....)

Explanation: (From captives or Old Harpy if herremder is accepted — possibly no explanation at all

The first harpy (fat woman) was the cursed jilteshwan mentioned in the rumors. Her singing brougém no her and
she had children by them (a lot of harpies). The above was the tree that she and her lovekigstd under. (Sans
the troll). The troll was drawn up later... compellagdthe harpy charm. They fed off this creaturedahile.

A party of adventurers came to fight the harpied ware slain shortly after the harpies were fiistdvered. One of
them, a magic user, had a "ring of feather fallinpich the lead harpy took because it was pretty.

Later, when a Xorn came into her chambers to st@ak of the collected gold, she fought and charinad
(Eventually killing him). This however, activateuetring and she was able to use it to it's fullgmial. She slowly built
up the mound. She embedded the troll in the reek the tree.

Slowly, as time wore on, the tree continued to fefédhe regularly enchanted earth (repeated ‘neasgh’ power to
build the tower). The regular killings and trolbbld that often spilled upon the ground gave the Bame evil vital
energy. It began growing it's roots into the Tradlowly developing a symbiotic relationship wittettroll.

The Troll's vitality aided the tree resist diseas® grow/heal quickly.

In return, the tree gave some glucose to thetivddeep it alive when the harpies didn't let it #e scraps of their
victims. When the troll did feed, however, the tteek some blood from the troll and feed in a piagshion. When
victims were scarce, the great tree produced enfsugland food (for the troll, who was then nibthlen by the harpies)
to support the group.

The harpies generally preferred to eat the tre8itiland those who could fly would leave, charm/samhumans or
animals of any kind, and feed them to the trolleiifthey would eat trollflesh until satisfied. Atli$ semi-magical troll
flesh and blood consumed greatly increased thilityi and fertility. Allowing them to quickly in@ase their numbers.
Over crowding, however, led to severe politicaighting.

Resolution:

The last scene should be a tense-feeling one dfridbesl correctly.



Characters are capable of a noble scene where#tely another PC and they feather fall togethes{iping the ring
onto another's finger and taking his chances wagheap themselves.

The ring only functions as a ring of feather failiantil the wearer slays a creature of elementdhe®ther treasure
should be rolled up normally from the treasure tiygted in the monster manual for the Monster T\garpy."

Note also, that if the PCs slay the Lead harpytrgh, they won't have time to save the other gaptil0 men come
crashing to the ground with the pillar of rockusined to death. DON'T LET THE PCs FORGET THIS.

Therefor, if you've been tempted to use failed Rotecks to give your PCs added spice, don't. Desigurse for them
(with an escape clause of some kind) that the dyiag cast upon them.

Also, there are other Harpies around.. not nealyany as this area had, but they may take upanitsarby domain
lord for mutual benefit (and remember the PCs).

Robert Sweeney

THE WOLF HUNT
By Stormonu

Off through the new day's mist | run

Out from the new day's mist | have come

We shift, pulsing with the earth

Company we keep

Roaming the land while you sleep
Shape shift - Nose to the wind!

Of Wolf and MaiMetallica

Kartakass - a land synonymis with the wordfws the setting of this adventure. Three nightsceeding the full
moon of the autumn harvest, characters take lodgiag seemingly restful and comforting inn. Dgrthe night's
respite, one wolfwere per PC, each armed with feladated with sleeping poison (save vs. poisef at be
unconsious in 1d4 rounds for 2d8 hours), slip theoPC's rooms and attack the PC's. The wolfwagttempt to lower
the character's guard before attacking, eitheepdihg to be servants delivering food or cleaniggrooms, having
purchased a bed in the room with the PC's, or @la@aking into the rooms while the PC's sleeps.

If the PC's manage to fend of the wolfwetlegy may still learn about the hunt (preferablstjafter it starts), and
attempt to save the other NPC's from their homids. In this case, the DM should adjust the gtreaf the foes
(perhaps 3 wolfweres and 6 dire wolves per PChatarize the greater firepower available to the PC's.

If the wolfweres manage to subdue somelafdhe PCs, they spirit them to the adjacent doaed warehouse
and hide them in the basement, devoid of armorpaesiand most of their gear. They are kept druggéitithe night
of the full moon, where they are then awakenedtaken to the deserted streets of the city.

There, the PC's are tossed together widtgdag group of other folk who have been captimetie previous
nights. There should be at least 1 NPC per PGptesSurrounding the group are snarling wolfs laal-men half-
wolf creatures, who delight in making sport of theracters. Each of the other NPC folk who haentwaptured
shake in fear, crying for mercy, to which the vigacaptures ignore.

As the were's prepare to descend upon timedhnocent to make bloody sport of them in tivajpatience, a
thunderous boom brings order to the chaotic hdhbse who turn their attention to the source neeghze of a tall
(almost 8 foot) werebeast like, yet unlike the breh surrounding the PCs. This half-wolf beast®eassilver sickle in
one hand, and wears a coat made from the skirsqfdst (human) victims. He wears a skullish cagerieom the face
of a man, and he carries a gnarled staff in hisrdtland.

This staff is decorated with carvings of wolvessihg and devouring men, and is capped with theethimage of a
great wolf's head, its eyes made of tiny, glowinigies.

The great wolf-man greets his "brothersY aolf and wolfwere bow in respect (but keepingitieges on the
prisoners). The wolf-man then addresses the tu&tt telling them how they should be glad thaythave been
picked to provide their brethren with glorious gg@arthe name of their god (named Nobius, it iseagwolf who hides
behind the moon and conspires to swallow the stin)show their devoition to Nobius, the PCs andNCs are to be
hunted throughout the night, and their carcassik®&vleft to rot in the sun to the glory of Nobius



The wolf-man tells the simple rules to thamcters - run, and try to survive. The wolved aolfweres then back
away as they break into a bone- chilling assortro&hbwils, hoots, and racious, anticipated laughfére howls are
echoed by howls even farther away, in the wildsg, @hoes further outward like ripples cast upoteardake.

With his eyes glowing in anticipation, thelisman bids the PC's well.

"Run and live. Stop and die." The PC's and NR&given five rounds to start their flight, thée pack takes after
them.

There are several things the DM shouldsstimmediately. 1) If the PCs stay to fight, théye chopped to
hamburger. 2) Most of the NPCs don't stand a@haifi surviving the night without the help of thed 3) PCs won't
get any help from the locals - they have barred theors and windows, and PCs will likely be toonshreds before get
into a house 4) With almost no cover, remaininthatown/city/village is suicide - the PCs bespéwvill be the
foilage and natural obstacles in the wild.

The PCs should be stripped of almost alhefr gear - no weapons, no armor, and the onlthek they wear are
simple white shirts and burlap pants the wolfwérage dressed them in. Their shoes are little rifwne rough sandals.
Any scrolls, tomes or other such items have belegntaand rings, amulets, bracers and other sudraliee items have
been confiscated as well. These items have b&en ta the shaman's hovel and hidden, and if theacters survive
the adventure, they can attempt to retrieve thiesesi (minus any items the DM may feel the charachould no
longer keep, having been sold to purchase slavieg o simply traded for silver).

In the initial hunting pack, there shoulddideast one Wolfwere and two dire wolves per HGese initial
wolfweres, as followers of the god Nobius, are immto silver weapondry, but are vulnerable to gd\tlleast 1
Wolfwere per three PCs should be using one of @& \Weapons or magic items that can be used aghérst if taken.
For every two hours the PCs survive, an additidvalfwere and two more dire wolves join the hunhe$e additional
wolfweres have the normal vulnerabilties to silv&ach NPC is hunted by a dire wolf, plus one Welivper three
NPCs. For each additional hour an NPC remaing aéim additional dire wolf joins the hunt, and thiera 10% chance
another wolfwere joins as well. The wolfs and wafe latecomers are attracted by the hunt in pssgend may come
from opposite directions as the hunters, perhafi;gof PC's attempts to escape (the "grenaddtesdable [pg 89 of
newest book] from the DMG could be used to deteemihere the opponents come from, treating a leaditection
the character is traveling).

The greater wolfwere shaman, named Sharzédes not join the hunt, but instead awaits itsouie in the town, in
the hovel where the PC's equipment is kept. HeMlwabilities of a 7th level fighter and 7th lepelest. He will be
guarded by two lesser wolfweres, and three dire/@gl
If forced into combat, he may use some of the BQU8pment against the party. Sharzulas, and ldgdwards, as
followers of Nobius, are immune to silver weapdng, are vulnerable to gold ones. Sharzalus canadly be hit by
weapons of a +2 nature or better. Weapons of €¢hariment can harm the two lesser wolfweres.

Here are some tips for making the wolf hulittie more tense:

1) Don't give the players time to think. &ithem about 10 - 15 seconds to state what theyaing, visibly timing
them with an egg counter or other device

2) Ambush - The hunters don't simply folldwe tPC's. Some may race ahead to cut the PCtwr atfp them
through deadfalls to slow or delay them

3) Numbers - the hunters outnumber the PIEthe PC's break up, there will be fewer huntdter an individual; if
the PC's stay in a group, the hunters attempt éwravand take down one PC/NPC at a time, utterlyvavelming them.
Try and make it clear the best chance the PC's dilaserviving is to split up and draw the hunteffs o

4) The NPC's count - The DM should do hig begnsure the PC's attempt to save the NPC'sy 3tould be
played as more than a cardboard collection of.stBt®ugh many are helpless, and a few make gaddkfoto scare the
PC's into acting appropriately, the DM should gty on the PC's sympathies, forcing the PC'sstothieir lives to
save the NPC - for that is a mark of a true hekppropriately played, when the PC's finally ture tbles on their
attackers, they destroy the former hunters to aveegtain NPC deaths - NPC's who they hardly kné&weahours ago.

Pacing Techniques:

To increase the drama of the hunt and thseH suggest using both individual initative ttee PC's and random-
rolled movement rates. Walking PC's move at aghgu6 + 6. Jogging PC's move at a rate of 2d@&,+and running
PC's move at a rate of 4d6 + 12. The wolves moeevalking rate of 2d8 + 8, move at a canter r@te of 2d8 + 14,
and run at a rate of 3d8 + 14. Encumberance subtoae full dice per category of encumberanceférlight, -2 for
medium, -3 for heavy). In any round that a chamaist jogging or running and rolls the same nundweall dice, that
character must make a save vs. petrification oniske and fall. Hunters who roll the same numbealbdice
temporarily lose the character's trail unless theycessfully save vs. petrification. A character walk for 10 rounds
per point of constitution without fatiguing. A dala&ter can jog for 5 rounds per point of constitativithout fatiguing,
and a character can run for 2 round per point obtitution without fatiguing. The endurance priiccy doubles the
allowable time, and the running proficiency likeevdoubles the allowable time. Possession of bo#uiqples the total



time allowed for walking, jogging or running. Chaters who have reached their safe limit must naag&ving throw
vs. death for each additional increment of timéerome too exausted to continue. This resultshtenus to AC and
THACO.
Characters who force themselves to continue pasptint (with a CON check at -6) continue to saveach further
increment. Failure of the second saving throwltesa the character being too exausted to do amyth
Please note that combat should be treated as dhiducter is jogging.
A character who is attempting to hidetrésl must move no faster than a walking rate .olféa character

attempts to throw an attacker off his trail, he thas/e at least a lead of 6, and make a save ongld6
intelligence against a 4d6 roll by the hunter. Hehgnter rolls individually and is consider to havskill of 15 (not
actually intelligence, but a combination of skitt&t grants this number). Whomever rolls highehwauit exceeding
their skill roll is successful in either evadingtfie hunted), or snooping out the character @ffibnter).

A hunter who has lost the trail of a victian attempt to pick it back up by not moving sat@ greater than 6. If
the hunter succeeds a 4d6 roll vs. a skill of hé&,Hunter may resume to track the victim. If atbufails three checks
in a row, he has lost the trail completely. Ifethhave picked up the trail, he may follow theowéver.

Wolf Attack Tactics
To simulate "wolf-pack" attacks, the followingles are suggested:

1) The Feint: When surrounding a foe ( a prefenethod of attack), wolves on one side of the Rg'®tdraw their
attention to allow the other wolves to strike tdinel. To simulate this, the feinting wolf snapstet PC, and if the PC
fails a WIS check, his guard has been loweredwatip a wolf to the rear of the PC to attack witlhdabonus to hit.
The feinting wolf gains a +2 bonus to AC. Notettifithe PC turns next round to face the attackat struck him from
behind, the wolf that was to the rear (and now daittacked) will likely feint so the wolf now todtback of the PC can
strike at +4, keeping the PC off balance. Charaatéo specifically state they are wise to thecktgain a +4 bonus to
the WIS roll (they still can be fooled).

PC's cannot perform this attack without all PCiagpénvolved taking a weapon proficiency slot tare the
coordination required to perform such a feat.

2) Heel Nip: Wolves who are close to running cheses may try to bring them down by nipping thelseg the foe,
severing the tendons in the foot and cripplingfdee This is a called shot at a -8 to hit (nott fAC's heels will be AC
10, modified by DEX defensive adjustment, unlés&ytare wearing hard boots [AC 8], chain mail [A®Bbplate
mail/full plate [AC 2], and since most PC's wordivk their armor...). If the wolf strikes with aghaip, the victim must
save vs. petrification, or have their movement hatilwed, rounded down. If the heels on both ofRlés legs are taken
out, the character can only crawl at a rate of 3.

3) Knockdown blow: Used either on fleeing opposent those simply standing still, the wolf leapshe opponent,
making a called shot attack at -4 to hit. Howetlee, wolf can ignore armor (but not shield), ancti still gains the
use of DEX defensive adjustment to affect AC.hH blow strikes, the victim must save vs. petrifma (at -2 if the
victim was jogging, -4 if the victim was running, € if the victim was not moving at all, and at #4#he victim was
suspecting the attack) or be knocked down, losiingands for the current round and automaticallyithg initiative for
the next round.

If the attack fails, the wolf falls to the grourefunned for 1 round (+4 to be hit, cannot makeattgcks next round).

Pulldown: Essentially an overbearing attack, onsore wolves latch onto the PC and attempt to tiram to the
ground to rip them to shreds. Each wolf involveakes a to-hit roll vs. AC 4 (modified by DEX). tHey latch on, the
victim must save vs. Strength on 4d6 while the walfes vs. a score of 14 + 1 per additional wdlirsgito the attack
(up to 6 for human-sized creatures). Whoever foter without exceeding their target number has.wif the wolves
succed, the PC is dragged to the ground, and rithst spend a round regaining his feet (and naching), or fight
from a prone position at -2 to hit. The successfd of this attack is often followed up with a ddir Strike.

Throat Strike: This is a vicious blow the wolveaymse to quickly dispatch with a foe. Once ttetini is in a position
where the wolf can reach the victim's throat (uUgyadone or on all fours), the wolf can make améittroll at -8 to
strike with the throat strike (note that most arsndo not protect the throat; chain mail, plate fhdilplate being
exceptions, so the attack will be against AC 10}he attack strikes, the victim must save vsrifieation or has
suffered a grevious throat wound that _triples_dhmage from the bite attack, and stuns the vifdginrid4 rounds.

Obstacles in the Hunt:



What would the hunt be if it didn't offer sonmgique terrain features the PC's had to cope wiilePe are some
suggestions:

1) The ravine: Lined by thick brush at its edtpe, steep ravine is difficult to see until one gtias through it. Anyone
jogging or running who encounters the ravine mases/s. DEX (at -2 or -4, respectively) or tumbi®ithe ravine,
taking 1d4 points of damage as they tumble intcBtfeot deep, 5 foot wide ravine (it runs about 48€ds in length)

2) The forgotten homestead: Surrounded by overraive ruins of this three room house contaivaddds and ends
that can be made into crude clubs or knives. Thdhg structure is rickety, it can help provide satefense against
the wolves (though the wolfweres will likely be alib break down or circumvent any barriers) Hiditeone of the
rooms is a silver butter knife that inflicts 1d2iggs of damage, but will be useful against the welles, but not the ones
faithful to Nobian.

3) The cold ford: deep in the woods, a swift, fisaer runs. Characters brave enough can attemptrdoit or hide in it
(roll depth randomly on 1d20 + 1d12, and roll widiin 3d20). The water of the river is icy, and thedo linger in it
must make a save vs. CON each round or sufferrit pbhypothermia damage. If characters use thetfoattempt to
throw off the hunters, the river reduces the huntdance to find the trail to 6.

4) The bramble bushes: a section of the woodsagth tangled mass of brambles. Those daringgéroubrave the
brambles must make a DEX check at a +2 bonus éfping along (Move 3), DEX at no modifier if movistpwly
(Move 6), at -2 if walking, at -4 if jogging, and & if running, or suffer 1d2 points of damagenfrthe tangle of thorns.
The thorns reduce the wolves tracking skill to thé PC takes no damage and trys to evade therbuatef the hunters
lose the trail. If the PC has taken damage, timéehnis score to track increases to 17, becauséadtia has left traces
behind.

Sample NPCs:

Akkath: A stout, well-muscled merchant, he willt et his fears of the wolves overcome his own bdae If given the
chance, he would rather die facing the enemy heatian running himself to death.

Mauri: A middle-aged widow who has lost some af Yigor with the loss of her husband, she is dgdtightened by
the hunt. She has no survival skills of her owrd will surely die if not aided by the PC's.

Luis: About eighteen, the hunt frightens Luis. tdalizes how dangerous the wolves are, and how maee
dangerous the wolfweres are. He will bolt to shigeown skin at the first opportunity presentedhito. Luis is very
cunning, and will use this cunning to his bestigbib remain alive. His infamous quote about gitsation: "I don't
have to outrun the wolves; | just have to outrunlf'O

Viperous: An outcast of wolfwere society, Viperasis half-breed unable to assume wolf or half-f@iin, and has all
the vulnerabities of the other humans in the hdmtough he is powerless against the wolfweres in@wyould love to
turn the table on his oppressors. He will be ulinglto trust the PC's at first, but if they prawebe his friend and ally,
he will do his best to help the PC's, and knowsreltiee shaman is keeping the PC's items.

In the meantime, he will do his best to ensureshisival, even if this means abandoning someoreetelthe hunters

Malaki: A young farmer unwillingly drafted into ¢thunt, Malaki is sensible and plain scared. Thdwghas some
ability to dodge the hunters, without aid from B#@'s, this kind young man will likely die beforevsta His knowledge
of the woods (he has wandered in them many timag)ba of great aid to the PC's in avoiding pitfatlsl deadend
trails or leading the hunters into good placesafobush. He only has a 20% chance of knowing tbegtiton of the
forgotten homestead in the woods.

Stormonu
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ADVENTURE IDEAS

Heart of the Tarrasque
by R. Sweeney



Picture a barbarian / wildman who has found a wohmacan truly love. He is happy and contented. ¢l
a more civilized culture nearby raids his landsde them for their own. (Not an evil bunch, eyt need more land
for their people.)

His life is shattered, his wife killed (or captdjeln bloodthirsty rage, be begins murdering wonudildren,
cattle, anything of value to his enemies. He issumed by rage and commits endless atrocities witrilka tactics.

However, he cannot avenge himself against theabptople who killed his wife...

He willingly enters into a pact with a witches’vem for the power that is required. He is giveomriula for a
potion that will enhance his strength. He use9titeon repeatedly, becoming more and more monstrdthstime.
Eventally, he becomes a mindless raging monstie. Tarrasque.

The people the Tarrasque attacks however, haveeédow to avoid its wrath. A pure and innocerit gi
chained up to a ceremonial post, acts as a sactdithe monster.

When the monster sees the girl, it is toucheddnbleauty and takes her away (the villagers thindats her.)
In truth, it falls in love with the terrified womaand slowly changes back into a human form.

For awhile, the man is happy and content... liviiidp his new bride as a wildman would. She, mealayh
never stops being frightened of this terrible temps&entually, some minor failing on her part (dngty from burning
dinner to trying to leave) causes him to kill herage.

This begins an anguished period of self-hate whildirects to anything unfortunate enough to canrtess
his path (changing back into the Tarrasque.) Gtiraa, he remembers his first wife and those whd to@r from him
and again turns his attention to the civilizatiohp produces another ‘bride’.

After taking a new bride, there is a general Jednperiod of downtime where he is ‘happy’ andrttenster is
not seen. After this period, the monster wandezsstiiamps and outlands.. killing indescriminantlyt, ot in any
organized fasion. So long as people don't strayfdoat night, they are relatively safe. This |kt years. At the end
of this time, the monster remembers its origingerand directs it's attention against the town.

The natives cannot leave this land, because agdraal killer looking like the Tarrasque attackg ao try...
even during the monster’s downtime. The localskitiie monster steps forward from the mists eveByy2ars. They
will not willingly enter them.

Solution?: none, the moster is well-nigh unstoppab

Robert Sweeney

A Ghostly Bar
by R. Sweeney

A ghostly bar is not quite complete, but thesetheeplot lines | plan to use / steal.

Owner of an Inn / casino is cheated / swindledadtitis establishment by his nephew. He discovetttiis is
happening, but not in time to stop it. In dispaiephis loss, he kills himself (drinking poison guidying a baleful tune
on the piano while it slowly kills him. -- Thus thide, A Ghostly Bar, as in musical bar...) Tham is in a secret room,
unknown to anyone else.

He becomes a ghost, which haunts the casino.

Guests within the manor slowly began to die. Acoidemurders, madness, and poisons slowly takguésts. When
they finally think to leave, they find themselveapped within the casino by swirling mists. Thetsitsirn back all
trying to leave.

Only the nephew remembered what had happenedghtniee. Again and again he relived the terriblariieng. Each
time, he died at the very end, when the ghostlg smunded for the final time and ceased. Nothingdwd do changed
it. Nothing. For many, many, years, he relived tied set for him by his ghostly punisher. Vengesaserved.

The nephew painstakingly recorded the horror thdtthecome his life in a diary in his room. Thighis key to escaping
the prison.

Part of the key to survival is a PC’s bardic apitit play a counter song. This can temproarily &t haunting and
forestall doom. (Causing ghostly apparitions toseeahile he plays.)



The secret to survival, lies in being the ‘thregden investors’ who bust the house at craps. Mey tlo not get to
walk out. (So you've seen the Star Trek episodéfgyTare part of the story, where the nephew |de=sdsino despite
his treachery.

A ghost continues to haunt until a wrong thingasright. The secret to escape lies in winningcésino, finding the
secret room, and returning the deed to the originaler (or at least his corpse). Now satisfied ddino dissolves
back into the mists.

One of the trapped ‘players’ is a darkling vistaBhe tells the players (in a tarot session) theit inly chance

of escape lies in solving the mystery before thalfnotes sound. Once killed by the ghost, them®ikope of escape.
She knows, she has tried.

She can say no more, as the ghost has arraingetbatr at this time. (Along with a blast of musienf the organ a
window blows open, sending a gust of air to whip ¢lards up off of the table. One card, the delakles her throat
open.)

The vistani woman was part of the original cast ptavers allow her to vaguely peer beyond the afahe loop (the
fact that she can read the tarrots/tarokka andvea&s going on each time is good. Her powers aneesvhat
independent of the loop). Sadly, she has learngtdsthce she died in the first loop, she can't geaanything..

Warning: The PCs can be killed! If they are killgagy are trapped as regular characters in the.loamable to change
anything the next time through!!! (This is a onexobe thing.)

The counter song could give the PCs time to disctheediary and the secret piano room. Since tiphew is still alive
living this hell, he would recognize the PCs as mewhe loop, and attempt to get their help. Hdadill them in, and
the party will be aware that he’s different becauseeem to know everything that's happening befatees. Still, he’s
mad... mad | tell you. Not very helpfull. Findirfgetdiary will be more helpful.

Robert Sweeney

Plant 9 From Outer Space
by R. Sweeney

Part 1

PCs have to contact the vistani for some reasbey are told of a vistani camp that has been siatjofor
several days. During the trip, they see small mstél from the night sky. Local inhabitants (adgpiperhaps, or
someone else travelling the same road as the P@w people with whom the PCs rent a room fomtigét) tells them
that the meteors showers have been going on feraledays now... and that they are delightful teciva

The PCs get to the vistani camp to find themfiestive celebration watching the meteors. (Likechatg a
fireworks display.) The gypsies say that the mesbmwer is a good omen for them.

In truth, one of the first meteors contained apleganger seedling. It grew, took over the old&gtami
woman, and slowly dominated the entire group. Sehdays ago, the last few vistani figured out wiiats happening
and tried to stop the plant, but they failed.

The store of food and provisions are low becaleddod cart caught fire during the fighting betwelee
vistani and the plant's thralls. The Vistani wilbwever, happily chop up the corpses of their deparrethern to make
a soup for the PCs. (They have already eaten...)

Several of the gypsies are actually dopplegangestecs (not of the plant type). These monsterdygjath the party at
dinner.

The vistani woman (matriarch) will not be ableste the party this night, but they will get a cleattcspeak
with her on the morrow. During the night, one P@ieen over. In the morning, the old woman telts plarty that they
will have to remain for another day... for she tagake an item for them. They stay... anotheoigrolled. Odd
behavior by the vistani or their former party mensbghould alert them before the end of the secayd(@he
controlled party members try to convince the P@s éverything is ok.)

When it comes to blows, the vistani-podlings trgsplit the group up. Once split, doppleganger reyss
duplicate absent PCs and get their mark to lovigegitard. Then they attack -- or lead the PCsantuther trap.

If the party gets close to killing the doppleganglant, it will cause the remaining podlings t@pgito the
ground before it is actually dead. One of the degahgers (or a PC they don't know is controlledl)tvyi to tell them
where their friend's pods are so they can kilhi get their allies back.



Perhaps this doppleganger or podling pretende tf the original group... which escaped being raled. It
gives them good information about the dopplegaptgert and helps them destroy it. It leaves at leastpod alive,
however....and with time the plant will grow back.

This NPC doppleganger may choose to travel wighRbs... carring seedlings with it and plantingrtlie the
towns as the PCs leave.

The doppleganger plant's original intent was tovigani-slaves to spread its seeds to the farezsrof
ravenloft. But it will be just as happy to use #@s to this end.

Intent of the adventure:

Long lasting problem (wide spread podlings).
Control weakest PCs and show them cunning nevs tzayse their powers... especially in ways that
take down the more powerful members.

Part 2

In any case, Kino Rassio, vistani, rescues a sepdf the doppleganger plant from destruction seids it to
Dr Branson Kimble in 1l Aluk. The plant, too youangd weak to dominate, is starving to death. Dr BoarKimble is a
respected botanist at a university there. His feimin: carnivorous plants.

Dr Branson, an avid lover of plants, believes that and plant can be be fused to form a supéfgoform.
To save the plant's life, he grows it in a hydrdpamt of plasma. This way, the plant grows andspsss.

The Doctor has been using tissue samples fromejuidine name he's given to the doppleganger pfahis
experiments. While other carnivorous plants canenoene come near to the intelligence of the dagpiger plant.
Neural tissue from Audrey is integral to his expemts.

The PCs have discovered / tripped over an unstgh of carnivorous plant. When they enter the hen or
tavern, they hear two bards talking about varioosstrous plant stories. The tide of their discussions to selling
these stories to Dr Branson Kimble. The bards walehd that they had an unusual species of plaatdifsell to him,
for the university pays well for such finds.

Of course, they know where they can find/captuseitable strange plant...

Or, later, the PCs are hired to bring a strangatgb the Doctor...

Or, later, the PCs get into some trouble and hagm® to the professors at the University of Il to find the
answers. (Lycantrophy, curses, plagues, whatéver...

Unfortunately, not only has the doppleganger pégotvn large enough to dominate victims, the plag
actually dominated Dr Branson Kimble. With it's Grrs-level intellect, the research progresses hapjEven more
so, when Il Aluk's top minds are each dominatdtbwéng the plant to draw upon each individual'®hedge.)

A dangerous storm rages outside while the Professuite the PCs to join them in celebrating DaBson's
latest achievements. (Discovering a new GenuseoPtiyla Carnivasera.)

<Insert incounters with several walking plantsamihation of a sleeping PC.. and combat with vagiplants. Audrey
posseses a weakness in her instinctive fear of Tiree PCs are able to use this.>

Audrey has become mobile due to her experimerisramnages to flee.
She takes up residence in a carnival wagon.e.tfseadventuréhe Little Circus of Horror)

Robert Sweeney.

The Little Circus of Horror
by M. Harrison



Q'uellcinthalinash, the doppleganger plant mansamegt control of a circus ringleader (he is aghys). The
ringleader has the other circus members empty meiod the wagons, he doesn't give them any re@mng the night,
the doppleganger plant moves into the empty wa@kay, okay, that's not really realistic, Doppleganplants can't
move, but hey, I'm the DM. | like the idea of thapgleganger plant being like Audry 1l from Littlén& of Horrors)
The ringleader puts a large lock on the door, anbidls anyone to open it, this is backed up wigisychic suggestion.
The circus performers, being loyal (and hypnotizeeBpect his wishes. The Circus moves on to tketoen. The
ringleader falls ill from some sort of "wasting laiess" (actually the doppleganger plant consumimg.frhe
ringleader appoints someone else to take careedfithus. This new ringleader isn't controlled, hetshe has been
hypnotically suggested by the old ringleader topkibe wagon with Q'uell under lock and key.

Q'uell's tactic is to keep the circus moving, makcontrol of the townspeople they entertain rathan the
performers. The circus will notice a increase indsl because of "donations”. They will be able fgpsut more
performers and become famous. People will welcdraeircus into the town, even though there are raraba strange
"wasting disease" that seems to follow the circhens ever it goes.

Q'uell will have a pretty cozy time with the ciectHe is supplied with plenty of food, and he dms to deal
with the occasional newcomer in the circus (they'doave the hypnotic suggestion) who decideske gapeek into his
wagon. The PCs can be brought in in a number osway

1: one of the PCs relatives can fall under the svfay'uell while the circus is in town.

2: There could be an interesting powerstruggleémbBntlieu between The living brain, Q'uell, and Dumif the
circus wanders there.

3: If there are players that are Thieves or Batusy may want to join the circus.

4: Any PC priest w/ a plant diety will sense sonmhi'wrong" coming from the wagon.

5: Psionic PCs will notice the hypnotic suggestitaced upon the original members of the circusinmting an
investigation. Etc.....

Mark Harrison

The Pumpkinhead
by R. Sweeney

A farmer’s child is accidentally killed by the diggence of another (or a group of people.) In rdgegoes to a
witches’ coven and is told how to avenge his sakifig his son’s body to a cursed plot of swampldwedgives the
corpse to a evil plant. From his rage, the Pumpddahmonster grows.

The farmer later regrets his decision...but theapkinhead cannot be stopped. Pumpkinhead is tlaernation
of the farmer’s rage. Only the farmer is safe fiitgsrattacks.. but everyone remotely associated tivitke who killed his
boy are punished.

The farmer is an odd lord. A good man fighting dwen rage.

Solution:? A second pumpkinhead is created to geé¢ine deaths caused by the first.

Robert Sweeney

The Standing Stones
(short adventure ideas by R. Sweeney)

Stonehenge like ideas (stolen from various unknseurces).

a)

Exit/portal. Stonehenge itself has been rumordakta portal to other places. During a certain &sgical
configuration, the stones could become portaldfferdnt places. Ideas: An unselee realms, Bluetsimak, the first
plane of hell, or home. As a nexis to the otherldyaghosts and spirits would be drawn to it.

b)

Trapped/imprisoned. A "badguy” <insert badguy hesas trapped many years ago in a central stonafigus druid-
types. (They couldn't kill him). The druids couldlpkeep such a powerful nemies imprisoned foiag las they
maintained their concentration. Taking up positiarsund the 'prisoner stone' of astrological powery allowed
themselves to also be changed to standing staméisislway, they could maintain the spell down tlylo the ages.. so
that the beast might never be freed. (Of courgbgif stones are broken or tipped over -- or yumtn away by time,
their spell of binding will begin to fail.)



<This plot stolen from old Dungeon module | read® "Bad guy" was a vrock (demon).>

c)

Cursed forest of stone. The circle is a resultrodges old-curse. Anyone moving through the arghnginsert slim
chance here) become a standing stone themselvese Btones can 'speak’ to sleepers within <indsttaaty distance
here> during their dreams. Touching the stone rd®ace to free the imprisoned person and trap@e

<This storyline stolen from Greyhawk>

(Additional plot not found in Greyhawk)

Perhaps the circle of stones is trying to finishramomplete pattern. <Insert bad thing here>. Astrers should be able
to figure out something about the stones beingkagfical markers due to their placement.. and gestgain a glimmer
of a clue as to the pattern to be formed and thieipated effect.

d)

Empowerment: Sparks fly from a nearby stone, stgkhe PC and driving him to the ground. PC immiediyssuffers
one Darkness point of corruption (as if they faidledowerscheck). In their dreams they are tolchaddl thing they
must do to keep this 'gift'. Not horridly evil (Bsbe rejected out of hand) but a continuing thing.

This is the work of an evil creature trapped instene, forces from the other side of the portdielh, or a side effect of
the pattern being completed.

The werewolves hold this place as sacred, bectgserited them their shape-shifting powers. In otdeemain
werewolves, they must perform a 'hunt' at leaseanmonth.

Example: Talis, wandering aimlessly through Vekbspies the werewolf pack toying with a young \iearr
They strip him of his weapons and let him go. Thfiews of this game, they are the hunters.. hedstnted. Hardly
fair by any means. Pausing, Talis considers tratite might not think it particularly fair that T&hunts with a bow..
but quickly dismisses it.

"Not my problem," he says to himself as he seeytiung warrior's other companions still tied uphia circle
as the pack leaves to chase their prey. Knowinghthdacks silver or magic to harm the monsteréiswesely chooses
not to attack the pack, but rather try to freedumpanions.

As he wanders about the standing stones (tryisgatyp upwind of the remaining guard and still filee
captives), he brushes against one of thestones.

Fire engulfes his mind as visions of this plae#it history flood his brain with the suffering tifose the
werewolves have tortured here. Children, womergmarpleading for mercy, noble warriors slowly tasrpeices, the
brave and the cowardly feeding the monster's aggpetsome living... some dead. He cries out wighshock of it.

The remaining werebeast assaults him... invulder@abT alis’ best attempts at defense.

During the battle, Talis' head soundly strikes ofithe stones.. his vision blurs and he feelshenpint of
unconciousness. Looking at the stone, he has sthogkever, he is startled to see skeletal handmiitblding aloft a
blade of dull black metal. A skeletal head, shraliherobes, with a crown of black, thorny roseqears at the other
end of the arm. It holds out the dull blade hitsfito Talis.

The blade is of course magical.. and enables Takdl the werewolf. However, it also bears assiof some
kind. Perhaps it is the sword of Arak. Perhapseduires the blood sacrifice from an aware (consitiving creature
once per week to continue functioning. (This createed not die, but simply loses most of it's Gladich is burnt.)
Perhaps the sword imparts great skill with tortueaabling the PC to discover secrets from thoptucad. Whatever,
the possesion of the sword is evil and corrupting.

Other options:

Silver fangs: Can harm werewolves, but somewhtt@able to normal folk and if used in combat, the
possesor enters a bloodlust (haste). Bloodlust ends the user consumes 1 Ib of meat from anyorme bke has slain.

Gains the power to 'speak with dead'... a necréimapell which is cause for it's own powercheck.
Gains a minor curse spell power (also calls fppwercheck).
Gains variant of evil eye.. those gaized uporheyeye are -5% normal luck (-1 to any d20 die)rtil.order to

maintain use of the eye, the owner must intentlgridind some sentient creature once per weekuFeatio do this turns
the power of the eye against himself.



Can drink the brain-fluid of a member of his owaice to gain a Wild Talent Psionic power. PSPs alg o
recovered by drinking brain-fluid. (3 PSP per INGing of person slain to gain the fluid.)

Robert Sweeney

The Idol
by B. Trevelyan

1) Have the PCs go through hell to get the idakyll probably take a small group into the fonegh them to get the
idol (baggage handlers, guides, translators, eepeed Western travellers/hunters etc.) have masigroup killed
off by disease, the local wildlife, natives, trapgarding the idol and a hostile colonial preseddter grabbing the idol
from the clutches of the fiendish Belgians and lnglkaround some ruins the few in the group who rgarta make it
out (say only a quarter of those who went in) getldto where they came from (say New York).

2) The idol spends some time in the local museuring which several disasters take place (e.g.teukdlled, blamed
on thieves; small fire; display collapses on sois#ors crushing them). At this time the PCs restd@echaeologist (or
a member of the museum staff) manages to decipinee ;scriptions found at the ruin. These speira féte for
everyone who keeps the idol from where it was taken

Then the PCs discover the idols been stolen...
3) At this point there are two things are going on

a) A gabal has stolen the idol and the Evisdemind who engineered the theft is having it fgdrin the possession
of the group's foes who are being killed by therdizen creature (an Invisible Stalker would be gémthis). Naturally
he only directs expendable lackeys to plant amikket the idol so he doesn't touch it and isn'tédmown by the
Stalker (the lackeys, of course, are). For an addist the Mastermind could be the person at theenm who worked
on the inscriptions (and sent the PCs to get tb®id knowing about it's curse from the start?...)

b) The Stalker (after taking a while to warp) is hunting down all those who have handled du¢ (in reverse
order). So the various lackeys are getting killeduge people (at the museum) who handled the ftlthe PCs (if you
want to emphasis the point about the lackeys tia@e the PCs witness the idol's theft and later ttiredmashed up body
of someone they recognize as being the thief).

So the PCs are now all marked men (they'll figuut after a long enough trail of corpses - juakensure you tell
them who does what to the idol after they hit theseum). The only way they can redeem themselvyasttihg the idol
back where they got it from (yet more inscriptid'ng afraid). But first they have to get it backh@'stalker can be
killed but will reform after a while, it buys youme though. Destroying the idol will mean you enqdead).

4) The PCs then get the idol back. Perhaps sonmames an attack and goes to the PCs for hekaga of
attempted thefts, chases, foiled (& successfuBsssation attempts and frantic searches througpl@e wardrobes
follow.

Or you could make the PCs do it the hard way, dgasp leads on mysterious killings they find in tleavspapers.

5) The PCs finally get the idol back. Only to bé&ltit's museum property. So they have to arrahgi bwn theft. They
then have to travel back to Africa, survive a ditrawhich is even worse (Re: Colonial Wars), thwhe machinations
of the Qabal they've crossed and dodge the clutmhlesopold Il evil minions yet again. Before thegn return the idol.
And at the end they're left with their lives, a $ait for theft, the hatred of the Evil Leader ddiaister Qabal, a *lot*
less money (the museum's not going to pay forekerd trip) and (for any museum official implicaiadhe theft) the

loss of their jobs (and possibly Malaria).

That'll teach them for meddling with things Besftl4&lone.



Of course that's just an outline, many other thiveys happen or be protracted (maybe they're céduygtite Belgians on
the second trip who then have the idol shipped ba@&urope?). The gabal gets some more shotstheiBCs have to
escape the Firing Squad etc... Or the police ckedg it as evidence, or the museum could auction it

If you play up the race against the clock aspedt opght work quite well.

Barry Trevelyan

The Curse
by R. Sweeney

Let's take a dwarf, any old dwarf, who also hagperbe a cleric. He doesn't quite like magic (sedt's
unreliable for him) and doesn't trust mages (hig rzan't use wizardly magic.) Dwarf has a bad nwith some magic
wielding 'heroes' <insert standard adventuringyplagte>.

This Dwarf goes to complain to the local lord &&d the "there's nothing we can do" run aroundl. (8¢ised,
he goes to the KING. Now the king has seen enoutjimecromancers in his day to be a bit pissy alto@tsorcerors’
himself and wouldn't much mind taking them dowro&ch or to. Problem is, he can't.

The Dwarf gets the king to fund some researchiofffinding and killing a legendary 'disencharbbegst, the
Dwarf begins experimenting with various ways to kexaor undo magic.. which he considers unnaturdldamgerous.
(Of course he is using magic to do this, but newiedd that.)

He discovers a substance in the disenchanter'®edsstines that absorbs and catalizes magiavibgeon the
strange properties of this substance he builddlay @ Adamantite, Mithril, silver, and gold capelof 'housing' and
protecting the substance. He makes spikes oufo$titostance and performs tests.

These spikes of 'darkmetal’ absorb any and alicabgffect cast at or withing a certain radiugha spikes.
(The radius increases with increasing mass of frdet&l'. Magical energy is absorbed and channeladléssly into the
ground.

One day, forces who don't want magic weakenedklirga his lab and kill him, destroying all of histes.
With his dying breath, the Dwarf curses them.
"You think to destroy my brain-child, my creatidoyt you cannot. The knowledge has already beeregassand has a
life of it's own now. It is unstoppable. It is ingable. My secrets, once learned, cannot be unéghrit will grow in
time, until it has destroyed your black arts cortgiie"

Game effects: A one pound spike absorbs one castiér level of magic with a radius of 10 feet. kiig a
12th level mage cast spells af"lgvel if his spell begins or passes through thésia Additional pounds of metal can
augment this effect. 2 pounds = -2 levels in ausdf 20'".

The Dwarf knew he couldn't go out and get anotfisenchanter' beast to make another batch ofratelt' so
he developed a way to use existing darkmetal &sa to create more. However, unknown to him, thalngeows in
size all by itself. (Slowly, but in proportion the ammount of magic it absorbs.) The dwarf (whiileeq had affixed the
first spike to the top of the King's castle.. amdgeeded to try and make more.

The darkmetal acted like a lightning rod, proteetihe king's castle from lightning. However, unknao the
dwarf, the darkmetal was able to absorb the elesthpoiver of the lightning strike to grow.

Over time, the darkmetal began to grow down tlstleavalls.. slowly replaceing the mortar and staité its
enchanted alloy. Other monoliths secreted awaghatr goints in the kingdom also grew in a similaaywMagic began
to fade... but no one truly knew why. In this lowsagic area, guns (arquebuses) became more conmdanieacles
more scarce.

But problems only began en mass when miners, miggéneath one of the monoliths hidden in a hiltenp
into a vein of black metal that they took for adatham. Sure that they had hit the motherlode, theyan mining and
exporting this precious metal.



A boon time hit the kingdom as the metal brougbalth and influence. The new king had gates anmpsisis
made of this metal.. as well as statues to horodymasty of weath and affluence.

Magic had long since been declaired illegal inkimgdome, and thus newcomers did not often comptathe
locals of the magic dead aspect of the land. Eteang would occasionally be drained of their poW&he power of the
gunner squads intimidated these newly magic-wetakriat mentioning anything and quickly moving on.)

The Bad Thing:

These spikes really do drain off magic into theud (as to any items made of darkmetal whichdegrsst the
ground.) Unfortunately, this DOESN'T disperse ostd®y the magic.. raw unshaped magic has been duinfethe
ground for years... polluting the ecosystem. Jatstly, the levels of this raw magic have begunxtteed the spikes'
abilty to neutralize... and its leaking out in sgea forms.

A bizare blight has fallen upon the land... cadile born mishapen and strange... the insane gefrébtening
powers and abilities. Madness sweaps across ihe a# fevered dreams haunt the citizen's sleep. Th
clocktower suddenly starts running backward, weias uphill....

The PCs (unfortunately in the middle of thing®) eonscripted into uncovering the source of thisnsfe
plague. As a payment-in-advance, they are gives sficomplete "adamantium” armor as well as weamin
exceptional quality.

From one maddening event to another, they PC dH{autime) realize that the places of these siang
happenings also have a high presence of darkméthé.poor areas are unaffected, while mines dérdatal and
smithyshops are common targets.)

The solution: Historical research to discover tbatkmetal' isn't adamantium. Find out what happeo the
dwarf (who has begun haunting the castle whered®eshain). Discover that darkmetal has filled ttaswof the castle.
Learn about the 'curse' cast by the dwarf. Leaanhttie mage who slew the dwarf was of a very speetschool..
bloodmage. To destroy the towers (cursed to hdie af their own until they destoryed 'your blaak’) the PCs have
to find the last bloodmage (with a most unholy ection of blood/pain spells), kill him, and throweey last trace of his
work against one of the spikes.

Note:

When the spikes are destroyed, all items forgatetlarkmetal disintegrate into useless dust. €Estle will
collapse because so much of its mortar has bedscezbwith darkmetal). Certain people may (for fgali reasons) not
want the PCs to succeed. The 'adamantium' is dipdesdf the kingdom's economy, buildings may caligmvealthy
families have been amassing their wealth in ‘adéiomahbars and need time to change out the meaald. there may
still be a sect of people who fear magic and dwatit it comming back.

Robert Sweeney

Dark Reflexes
By R. Sweeney

[This adventure ties in with the cursed Black Bawkl its current owner, the myserious mage nametlitrer Man.
See the article detailing him and his book forHartinformation.]

Researching the history of the mirror involves gdio the first recorded mention of it the PCs dad:fa currently
haunted house somewhere in Ravenloft (Darkon émgnost logical choice). There a phantom shiahe kind
might indicate a tale of jealousy and betrayal,ctprompted a scorned woman to try to imprisonbedoved's vain
mistress in a mirror of finest silver. Then, sheuldothreaten to destroy the mirror and the trapg@dt, unless her
‘beloved' remained true. He could speak to thepgdspirit if he were 'good'. Eventually, in a fead rage she sold the
mirror to a traveling man involved with magic arer thusband' went into a rage trying to beat ouhefwife what she
had done with it. Her guards then killed him, the tuo still haunt the house.



They get a chance to see a phantom shift appeafaice traveling man and get enough clues to titysoe down
who/what he was. He has, however, become a dagwgefover the years: a keeper of ye old shoppredms, the
seller of objects useful for all sorts of speciahgs. (Reference to a magic shop of cursed obijiget&riday the 13th,
the series, or to the mysterious dealers desciibdé articleDealers of Darkness, by Magian Chua.)

After a few hops and adventures, the PCs followntiveor's history to the house of the book's authot a man
seemingly interested in the type of book that twisto hold the mirror. In fact, he summoned aispnd was killed by
it somehow.. resulting in a beast/enemy that the &€ounter and must thwart. In doing so, theylézat this spirit
kept some of the author's books.. and might discthie time that they have often been covered sghret page' spells
and the like. Giving them hints about the mirromfs@ook. His true obsession was in summoningtspig picture in
one of the books shows him using a mirror.. like ¢tine the PCs were tracing to trap a demon of some a small
impish demon, but a demon none the less.

The next logical step is to talk to a wizard ottars about the possible effects of breaking a milike the one they've
been tracing. They might learn that most spiritside released, but just as likely, they couldrbpped in the shards
that remain.

Pieces now fitting into the place, the PCs candieeihat to do about the Mirror Man.

Robert Sweeney

House of Shadows
By B. Boozer

Many years ago the Dark Powers pulled in a smatigroof the Demiplane of Shadow and created eelarg
pocket domain which floated among the Mists. Thekptis 500 square yards in area and consistsved-adom cottage
amid a forest of tall, grey trees. The cottageoisié to Pazel Yanwysc, a wizard-shade who was kriownis cruelly
vicious ways before his sudden disappearance fisradtate. Finding himself a prisoner, he searétied way to
escape, and through his magic he discovered thectaqt mother. He worked a spell to replace hiswith that of the
infant, so that he could have a human body anddgedf his prison. But his efforts didn't work.

The baby was born deformed with two heads, asuwtref Yanwysc's magicks, and though he wasné &bl
steal the child's soul and replace it, he was @biteach into the dormant head of the child, antchfthere he hoped to
control the boy. When the dormant head was cutloéfpart of Yanwysc's mind that had reached oiitwas cut off as
well, leaving the wizard-shade insane. He camaitiktof himself as the personification of deathd de referred to his
prison as the plane of death.

Meanwhile, the boy was not unaffected by the sksadental presence, and he feels drawn to the pocke
domain, resulting in his ability to summon it asgnews older. Generally, this summoning comes wies been upset
by something; he also suddenly finds himself ableetaich out and affect things as if they were shatldf.

Yanwysc had pretty much forgotten about the beywall as just about everything else), but wherbitye
summons the domain, he appears within it, andeasiummonings become more frequent, Yanwysc talesgegrnotice
of the boy and begins to devise ways of trappimg ihside the pocket domain.

The boy has been well-taught by his parents abdsgally good, but he bears an unconscious nesent
toward them because they cut off his other head.

First, the players must meet this family. Theyldencounter their home while on a journey andansicould
persuade them to stay indoors for the night. Duittiigytime, their son is melancholy, he complaihieeling empty and
of having nightmares about the Land of Death, wis&sdetal spiders and sinister hounds eye him hiyngihe
following morning the party awakes to screams. iiwher is found in the hall-- She explains that lshé been walking
down the hall until she saw the son in the shadufves) alcove. Suddenly, big shadowy arms reachetboter. She
screamed, the boy ran, and the arms fell to thergtopieces of tapestry. The boy has run into theds outside the
house. If pursued, he will attack pursuers withlitmds of trees (as if they were shadowstuff) batt specifically
attempt to kill anyone. Confronted, he will cry ptiEhey did it! They killed me!" Afterward, he sobmudly but says
nothing more. Returned to the house, he has fengotiost of the incident and runs to his parentssar

The party should be intrigued enough to wantdarg out what's going on. (1) They'll need to find the
nature of the boy's powers and (2) what happenédstother head.

(1) Through chance they should discover that tipgethe boy triggers his abilities. Anyone touahimim
when they are triggered will be transported topgbeket domain. The boy can bring them back, bilitef made him
angry he might not be inclined to do so. Otherrgiremotions might also trigger his powers.



(2) An explanation of what happened when the bag born could come from one or both of the parents'
diaries, a houseservant, divination spells, etacddise, the parents aren't likely to share thaiies and servants aren't
keen on talking to strangers. If confronted withstnaf the truth, the parents may own up to whay'tleedone. They're
not necessarily ashamed of it, but it is painfulatiéx about.

Eventually, the suppressed memories of that éalyna overpower the boy and he takes the entinedimld
with him to the pocket domain. (It would be a gadela to make sure all the PCs are in the housed#is happens.)
Yanwysc's own diary will reveal his part in the lsopast, but he won't be eager to let others seétier. (He believes it
was written by a divine being and can be read meraiher than he; of course, he can't remembertboad...).
Yanwysc's insanity has stripped him of his wizabditées, but as a demilord he has a few nasty ispabilities and he
can manipulate shadowstuff into some pretty har(ifiunstable) creatures.

Defeating Yanwysc destroys the pocket domainfPtis and the family return to the family's home. bhg
appears to have lost his power to summon the dorttdehasn't lost the power; there's just not aaorto summon-- if
another piece of shadow were brought in, though...)

Details on shades and encounter tables for the [dand of Shadow can be found in Dragon #213.

Bil Boozer

THE BLACK DUKE'S LEGACY
by R. Sweeney

Fiend Used: Black Duke (VanRichten's Guide to Fe&mdClII)
Vistani: Kamii
Resources: Guide to Hell

The Plot

Mouse (Talion Enyaad "Retribution to the Ninesgsaporn of Rosalyn, a vistani seer, and Jerichcoffiacbrider
devil-slayer. Rosalyn's clan had been slain byBllaek Duke for some slight real or imagined. Rosalynother, the
Raunie, cursed the Duke that the child of her chibdild be a weapon against him. Rosalyn, the soléwor, fled into
the Shadow Rift and there she met with an offwarltgicho whom she seduced with the promise ofeéindestined to
be a slayer of devils. She sired the child and tefrthe Shadow Rift. (The child was left in th)r When she left the
rift, she had been got with a second child by hexid he progression of this pregnancy was in keppith the amount
of time since the last time the Duke saw her.

The Duke, hunting the heirs of the vistani that barsed him, caught up with Rosalyn, Jericho, Jeritho's band less
one theif who was left behind to watch over thédchs he grew to maturity in the Shadow Rift. Doi¢hte time-dilation
of the Shadow rift, the Duke slew Rosalyn before sbuld have had a child outside the rift, and thelgeved the line
dead.

The rest of Jericho's group fought in RL, but deai the Black Duke, until such time as they managéduhd an exit.
However, during the exit they were separated tdabe courners of the world on which they materied.

Jericho 'awoke' in a leper colony. The lepersebvelil he had been born of a leper woman and raigkedhgm the
whole time. He, however, until that day had beendbeiss an inert. He awoke, without any sign ofdeprand full
articulate & educated. He left the canyon and reddrto the realms of men where he tries to findditger and rejoin
the Order of Devil slayers as a member of La CBRlack, rogues or hellblades.

Possessing a 'mask of disguise' he poses as semlelan than he really is and thus recieves trgiaimd is allowed out
into the world at a much younger age. (14). Shatigr begining his adventures, he falls feveristh & brought back to
the Inquisitors (see Guid to Hell Cleric kit) foedling and examination. He is found to be burneddly water and
they believe he is being transpositioned. Theyrbégg exorcism ceremony .. intent on Killing the ifdhe ceremony
fails.

Aquinus, the only surviving member of the groupMach the father belonged, has rejoined the Oaderhears about
the strange transposition case. Going there, I&the order the truename of the devil and theyagario expel the
Black Duke.. who had been attempting to transpmsitith "Mouse" across the rift that separatestémiplane with
the rest of reality. The boy, greateful to Aquinteturns to adventuring.



Back in the Order, Aquinius pleads for the boylwival to the rest of the Order. The order hagdrined that they
boy is devil-kin and not the child of Jericho. Aniuis agrees and postulates that he must have Raqeadyn or
somehow used his charm and polymorph powers toicetie two that they had bedded, but had actsakyl the
child himself. He posits that, since the boy isBteck Duke's kin, that they Duke can transpositigtm him across the
planar rift between Ravenloft and the rest of tleeldv He suggests that the boy be watched, n&dilbecause he's
fated to be a weapon used against the Duke.

Aquinus suggests that they wait in secret folQb&e's next transposition attempt and, when it bappuse the devil's
truename to imprison it in a gem via trap the s®bls removing the Duke's evil from Ravenloft bisbgreventing
him from simply rejoining the legions of hell iflldd on the material plane.

Aquinus implores the Order to tell the boy that thange' was a result of the transposition.totll him about his
fiendish blood lest the boy kill himself in a fift depression.

Aquinus then offers to personally oversee watcliirggboy.. to make sure he does not 'transposks whiwatched.

Aquinus then returns to his study where he costhist fiendish ally. While in ravenloft, he had bes® desperate to
escape that he entered into a pact with the BladteDHe would get the Black Duke's scion out of &deft so that the
Duke could use him as a 'stepping stone' to ldavweturn, the Black Duke aided the party to esddbeNow
corrupted by devilish pacts, Aquinus entered inpeedod of research during which he tried to divilne Black Duke's
true name. He was able to make contact with ortbeoBlack Duke's political enemies in Hell, andweche
cooperation of this power for mutual benefit. THadk Duke would be humiliated, the Priest wouldngdiabolical
power, the Fiendish enemy would gain a 'mole' @x@nder of DevilSlayers, La Croix Rose, and be &bldirect their
attention where he wished.

Aguinus did not speak the Black Duke's nhame aexwoecism, but made one up on the spot. He thewioced the
Duke that the boy would be slain before he cowddgposition, and that he should try again latee Dbke agreed.
Now Aquinus awaits the Duke's next transpositioratigmpt. When it happens, he plans on using a MégeTrap the
Soul spell to imprison the Duke and secure hisicesv The duke, after Thomas has finished with kith be returned
to hell, where his former enemy will gloat over beke's manipulation and service to a mere mortal.

However, the Black Duke has another Ace in hikpbwhich Aquinus does not suspect. Rosalyn had terapted to
evil and diabolistic rituals. Because of this, blagl been transpositioned herself by an EyrinesalRostherefore, was
not truly slain, but only appeared to be slainront of Aquinus. The Child, Mouse, is actually # hlood demon.. not
a partial demon. Special rituals were used dutiegoregnancy to bind mother, father, and child ttogre. so that were
one goes, all could go.

Thus, when Aquinus has set up his ‘treason' Héhaile more than he barganed for as Momma, DadtdlyBaby will
ALL be present. Three Devils dancing on his heatl &voe befalleth the earth...

The Inquisitor was part and party to his own dadings he created the medallion that Mouse bdliéng mother gave
him.. but which, in truth, prevents his demonicduidrom becoming fully manifest, and sheilds hiwnfrthe devil-
slayer's detection attempts.

Involving PCs

The PCs can be involved in either Ravenloft oirtheme world. If infolved in their home world irestd of Ravenloft,
They should befriend Mouse and know him to be ghodugh and through. Slowly, they should discoverfanatical
devotion to slaying devils.. and then be partyigo'fever' and 'possession’. They should meet Auituring this
process and be warned by him to watch Mouse fohduisigns of change and let him know immediately.

They have thus, become involved in Aquinus' péotd might learn a bit about him and suspect hiroriegthe
summoning/transposition which Aquinus hopes wilheilate in an imprisoned devil. Maybe, Aquinus eapproaches
and evil PC to 'cooperate' promising great rewaed&n giving him an impish familiar/aide to helgltho such an aid
would have to be hidden from Mouse, who can 'deteuils' as he's been trained to do such by theird

With some mistrust of Aquinus, they should thea B®use again being transpositioned. They may grmoatell
Aquinus about this depending on their level of mist Perhaps they contact someone in the Ordestispects



Aquinus instead. Mouse might then have to be "etday Aquinus in order for the latter to fulfilishgoals of trapping
the Black Duke. The PCs then would have to enteries diabolical lair and ‘free Mouse' before thmmoning
concludes.

If they fail or stumble along the way, Momma, Dgddnd baby are reunited.. and Aquinus has beemspositioned
by his erstwhile ally, the Fiend from Hell who hiaglen posing as an enemy of the Duke. These 4 dewilainleashed
upon the earth could result in some epic battlesp€rhaps, the mists of ravenloft reach out téaiecthe whole lot of
them.

"Mouse" however, is not really evil.. or at least really on momma and daddy's side. Knowing tleegriousness of
his position, he decends into the role of 'coupigrand passes information along to the PCs inrdadkelp them slay
the Devils. In the end, he turns upon his fathayisb him.. fullfilling the Raune's curse.

This plot could fuel an entire campaign....

Robert Sweeney

Tailormade Horror
by XXX

Now, imagine that the PCs get a riddle clue frokillar / villan like such:

“l used to live in <city name> where we had, atilll lsave, several cemeteries in which nobody livin <city
name> may be buried under penalty of law.

| don’t much like laws... You will find your nexiue, in the coffin of the one whom | buried therelefiance
to your petty mortal laws...”

So the PCs go looking for a cemetry with somesrgleverning who may be buried there... so theyficanthe
right grave. However, the villian has simply burgetiving person in a fresh grave. Unless the P@ietstand their
need for haste.. they may be too late.

This person, buried alive by the villan, has hisier eyes and mouth sown shut, and hands sowsedt@ver
to the flesh of his or her chest. The poor victvimpering, suffocating, and freaking out must békly unearthed.
Seeing what the monster has done would be cadl farror check.

Next Step

“What you are | once was, what | am you will beeo/hat am 1?”
The answer is, a skeleton.

This is a simple riddle for the PCs to solve whtgued by a riddler / villian. In a room with vauis items,
books, bracier, and a skeleton. (Add detailed rdestription..and perhaps a picture.

The next clue is inside the skeleton.




Dominic falls
By Randir

The following adventure is inteded for use withiv&Ravenloft characters and takes place prior
to the "current sketch" section in the Ravenlofk&b sets. The levels of the characters are not
important, since combat is optional. Also somehefteference material in the RL Who's
Doomed section is now shown to be wrong... at lpadtally...

Setting: Dementlieu (ca. 730 - 734)
Major Themes:

manipulation
true love lost
self destruction

mob mentality

What Has Been Changed:

This adventure is about Dominic's first love, whatttording to the who's Doomed section he
killed out of anger.. The truth of the matter isfi@ore moving story of true love and best laid
plans turning astray...

I'm Gonna Tell You A Story:

The adventure is actually a story told by an olchimaDementlieu some time in the distant
future (ca 770?) to his grand children. It is assdrinat the storyteller is telling it from a first
hand account with additional infromation gleemeairfrother sources.

It is to be implied that the old man is actuallyeaf the characters. However, the children should
aways refer to him as grandpa. The game shouldhlisgihe players deciding what types of kids
they would like to play.. and begin to pester "giaat’ to tell them a story. After some side
stepping and teasing and foreshadowing, he begifadlaws:

"Okay, okay, my darlings... now are you going tane tell my story, or are you going to guess
it? (laugh) The tale | am about to tell you is abawyoung man, not much older than you are
now. He learned to love, and how to loose, and twopray, all in a single night. It all began on
a stormy night, not quite totally unlike this ongigh)... Beneath the angry heavens, warm and
dry inside Lord Dominic's manner, the band did plagd play they did, upon our hopes and
dreams, upon the heart stirngs of every costumeyl lgor you see, Lord Dominic held a
Masquerade for everyone in the land. And on thgestdressed in his kingly splendor, he would
sing a song so sweet and tender, even old-body Goaomd be brought to tears..."



The Masquerade:

At this point the players should take control afitmormal characters. If you are using
characters who have played games before, thiguslacmore of a flash back, and so YOU
CANNOT KILL YOUR PLAYERS! More so, this adventurs meant to test you abilities to
scare and horrorify without the use of a physibedat..

They are talking / dancing / drinking with a gooighd of theirs a beautiful lady of refinement
and breeding, who as it happens is also blind.ukk she true significance of the Masquerade is
totally lost on her, since she has always tolddifference between people by their voices (note
this is a subtlety that your characters will hoplgfpick up very quickly and should lend very
well towards a discussion about the nature of déggand reality...). A good player will try and
disguise is voice or do something equally cute.ddnage them but do not force them: forced
flirting is too contrived. If you have a female péa around who is similar to who you think
Miranda is, brief her and have her play the part.

Lady Miranda Truelley [if you are lucky your players may catch the #igance of her name:
Spanish "mirar" means to see, to look at, and "“ylid.e. she sees the truth] should come
across as as a good natured young lady, who ddédlridout rather in her strong willed way,
tries to promote "cerebral" conversation.

This should first start off with he making a comrhahout how she finds the Masquerade
amusing... that she is its queen (lord) and is enastidentity. Kept in a light and cheerful
banter, it should be a rather free form discusaioout appearances and reality. The irony that
only the blind can truely see should become pdinfivious.. a few "examples” should be
"pointed” out:

Lady Beth Truelley Mira's little sister who is dressed up as a widowg black wedding dress.
She has come into quite a bit of money. Cold andfahll men are as dead to her as her "late
husband".

Father Jebidiah Crowis dressed as the black bird of the same surnamdighly vocal fire
and brimstone sermons are also quite fitting. Hege the drunkest and loudest of the party
goers, a regular follower rabble rouser.

Lord Dominic d'Honaireis not dressed in a costume and stands out abevgome else on top
of the stage. Miranda points out that even he isuiat he seems. Miranda obviously has a soft
spot for him and his VOICE.

[All of this is rather obvious forshadowing and icative of their characters.. Care should be
taken not to reveal any more about each chardutengh Miranda than can be observed by
looking at their costumes...Most importantly Miranghould come across as totally innocent..
but not naieve.. She should not let the playersd@aamong the other guest.. Essentially the
players should already feel like they are stuci web...]



After a while, Miranda will ask the characters szeurt her and introduce her to Lord Dominic.
As fate would have it, her blindness to physicgdegyance is the greatest curse Dominic could
suffer.

If you read through the description of Dominic e tWho's Doomed of Ravenloft, you should
note that his curse is that the women he lovesHindrepulsive. For our purposes we will take
this to mean that he appears to be physically ggote as per a lower Charisma. He however is
still a charming speaker.

It turns out the Miranda'’s blindness allows heigtwre the physical change. Although she can
see that he is a manipulator, and a schemer, sleederry for him, in that he has no one who
keeps him company. The most eligible man in thd,land not even a fiancée. Needless to say
they hit it off wonderfully and Dominic proposeshbranda after only about two hours after
meeting her. Finally it looks like he will be happy

The players and characters should not be awar®tratnic is actually a Dark Lord. Also he
should come across as someone they actually likeshéuld be personable and down right
friendly. He will be frank and honest with the cheters in what he says (after all the truth is as
good as a lie in most cases, he is a manipulatoough and through).

Interlude:

What happens next should be up to the players. ragywish to finish off the Ball mingeling
with the guests and maybe finding some companipnshtheir own. This is also a good time to
take a short break.. and catch your breath.. Iforolered a pizza just before starting it should be
here about now (about 30 minutes to this point).

The players should be free of plots and schemes wheheir own time. They should only feel
“rail roaded" when they are around Miranda, heriligmr Dominic. This contrast will make the
feeling of being trapped... puppets on supernasinags... be much more potent latter on.
However, a thin illusion of self control should ip&intained regardless.

The Unexpected Visitor:

When the players return to one of their houseshfiemight. There should after a short time come
a rapping on the door, a frenzied, impatient ragpp8oaking wet from the rain, Miranda stands
in the door way, sobbing. She has just come froemgeDominic. She tells them that when she
returned home, her father had a visitor, form dubwn and informed her that she was to be
married to this mysterious young man of whom sleeriever heard before. When she heard this
she ran to see Dominic and asked him to talk s@nsesinto her father and also officially ask
for her hand in marriage. Dominic eagerly obeyedreguest fully aware that he can not loose
Miranda no matter what the cost. Miranda then #s&$°Cs to do some spying for her. She has
no idea who this mystery man, St. Gregory Gernwonld be and why her father was so
emphatic that she marry right away.

At this point the players will no doubt decide &xé up Mira's wishes. Even if they know who
Dominic really is (as per the RL setting) and knibnat he is a hypnotist. Chances are they
reallize that if Dominic does use his powers ondifather it would not be a bad thing.



Hopefully this will not be the case at all and st also be more than willing to help out anyway
they can. This is also a very obvious case of 'MNewants you to do this for sake of getting
the story going".

St. Gregory Germain is staying in the inn outsiti®own just past Father Crow's church.

On the Road Again:

As the players head towards the inn, the will iteMiy meet Father Jebidiah Crow, some where
near the church. Turns out that Fr. Crow is nowegsiober: apparently he has had enough
experiences that have shook his faith that he aaeed the ability to shake off intoxication.
Father Crow will no doubt ask them their business actually knows quite a bit about St.
Gergory Germain. Turns out that 20 years ago FowQrad actually known the man while
serving in Darkon as a court minister.

Turns out that good old St. Germain has been wamglbetween the courts of Ravenloft as an
honored guest for over 400 years! Legend has\wtdsonce a moral man, who gave up his
humanity for the sake of occult power.

Things Father doesn't know:

St. Germain is really a supernatural entity whantganagical "favors” to people of noble blood.
However the cost of this spirit's service is tlfie tf the noble's first born. It is how he maintin

a physical presence. Sire Brian Truelley, as a gouan signed a pact with St. Gregory Germain
and has since learned much about the occult. $tas/ery bad thing...

What This All Means:

Upon hearing that St. Germain is in the area, Fatfikinsist that the characters take him to see
Dominic. He informs them that St.Germain will n@ tound at the inn. If the players insist they
will not find any evidence of him being at the iand will have to return regardless.

Dominic Falls:

This is really the final act in the entire advemltunost of it should remain unclear and hazy.
Essentially what happens is up to the players aadM, but the following must happen.

Father Crow convinces a depressed Dominic (whandidnange to convince Brian - the first
time he could not do so in his life!) that they moyanize a purge of the town. Appearantly his
beloved's father is really a warlock and so mugpdtteto death. Dominic with Father Crow's help
incites a mob of righteous witch hunters to hurwaddrian and stone him.

Miranda tries to stop the mob from killing her fatlwho finds that his source of supernatural
power has deserted him. She is burned at the atake order of Father Crow.

Dominic finds out and is completely broken. Aftense prodding he accepts a marriage with
Beth Truelley, to take care of her now that hendats dead, a marriage of convieniece..
The players themselves should have nothing to dlo the killing of Brian and will probably
chase after St Germain who will escape. They vatllve able to prevent Miranda from being
lynched.



After the wedding, a heart broken Dominic will redidhem for their help and friendship and
thank them for making him happy at least for delitvhile. Chances are your players have
suffered the loss of someone they loved.. or brgkwith a girl friend. The realization that
Dominic destroyed the one he loved while tryingaoe her from a fate worse than death, while
hideous and depressing, is still a success, edlyagtzen the players latter realize what a

monster Dominic can be.

But that my darlings is a tale for another day.

David J. Goehrig



Dark Reflexes

By R. Sweeney

[This adventure ties in with the cursed Black Baokl its current owner, the myserious mage
named the Mirror Man. See the articles detailing hnd his book for further information.]

Researching the history of the mirror inside thadBIBook involves going to the first recorded
mention of it the PCs can find: a currently haurftedse somewhere in Ravenloft (Darkon being
the most logical choice). There a phantom shiahe kind might indicate a tale of jealousy
and betrayal, which prompted a scorned woman ttotmprison her beloved's vain mistress in
a mirror of finest silver. Then, she would threatemlestroy the mirror and the trapped spirit,
unless her 'beloved’' remained true. He could sfretie trapped spirit if he were 'good'.
Eventually, in a jealous rage she sold the miwaa traveling man involved with magic and her
'husband' went into a rage trying to beat out efuthife what she had done with it. Her guards
then killed him, but the duo still haunt the house.

They get a chance to see a phantom shift appeaf#ce traveling man and get enough clues to
try to trace down who/what he was. He has, howédnazpme a darker figure over the years: a
keeper of ye old shoppe of dreams, the seller @otd useful for all sorts of special things.
(Reference to a magic shop of cursed objects Iildal the 13th -the series, or to the mysterious
dealers described in the article Dealers of Darkneg Jason Chua.)

After a few hops and adventures, the PCs followntiveor's history to the house of the book's
author, not a man seemingly interested in the dfg®ok that turns out to hold the mirror. In
fact, he summoned a spirit and was killed by it sbaw.. resulting in a beast/enemy that the
PCs encounter and must thwart. In doing so, thewyl#éhat this spirit kept some of the author's
books.. and might discover this time that they haften been covered with 'secret page' spells
and the like. Giving them hints about the mirromfsdook. His true obsession was in
summoning spirits.. a picture in one of the bodkswss him using a mirror.. like the one the PCs
were tracing to trap a demon of some sort.. a si@lish demon, but a demon none the less.

The next logical step is to talk to a wizard ortars about the possible effects of breaking a
mirror like the one they've been tracing. They nigarn that most spirits would be released,
but just as likely, they could be trapped in thardls that remain.

Pieces now fitting into the place, the PCs candkuihat to do about the Mirror Man.

Robert Sweeney



Adventure Hooks About MNadness

By C. Phipps
Warning: although based on many loevcraftian s®nest of these are markadly different so
don’t worry very much about them spoiling the tales

City of the Deeps
The players book passage on a ship going throwgNtitturnal Sea as they come across the
burned flotsam of a warship with a lifeboat flogtimearby - the survivors having all commited
suicide. Around the neck of one of the crew isaywhead with laurels amulet. Taking the boat
aboard (for vauable treasure is aboard it) thegossr each night their dreams are haunted by
dreams of strange Kraken like creatures, and atifieldaeyond belief underwater city. The crew
begins to go insane with mutinies and suicidesmandder. More horrifying is that the crew
(including the PCs) are all developing horrible atigins (gills, webbed fingers, soon scales ect).
And the crew eventually sees signs of a beautfiutdra borealis" type island JUST below the
waves. Pity the fools who throw away the amuletitfes the holy symbol of the culture who
once ruled the city before the current Darklordwpblymorphed sahuagin-men took over. It
prevents the mutations and hold the key to cutiegnibefore the "devils of the deep come to
claim their new members".

The lllithid Dark Spawn

Long ago in Bluetspur there was once a Alhoun vikethe High Master opposed the Elder
Brain and wished to upsurp him. The Darklord waddas merciful with this Alhoun and his
men chased him across the Demiplane until theyetedchhim in the caverns below Arak. There
they found him already in possession of a tomedutkdiscovered hours before in a shattered
temple of lllithid gods that the Elder Brain hadlawed the worship of: the Book of Souls.
Using the book of evil he became a hideous hugeliki Draconic thing and his powers were
magnified tenfold. The Mind Flayers of course talo& easy solution and entombed him there
and gaurded him with spells, the beast at thatteihasleep. However in his dreams he reached
out to many a young lad and lady awakening thetemital to mysteries better yet left
unexplored and now they research the proper ritoalsleash him - and even better deliver the
Book of Souls back to him.

A Minds' Game

A researcher in Lamordia contacts the players agd that he has managed to create something
truly awesome and wants to test it on those whe lexperience in the unexplained (it is useful

if he has been introduced before as a useful &edbie sage). He then shows them a device he
created when a book fell into his hands: the Apjparplans. Lacking the rod, his genius (and the
Dark Powers’ meddlings) allowed him to modify thamd he has turned the machine into a
device capable of awakening all the senses mariaadurpressed for eons. What the players
don’t know is that he is quite mad and now is nearl omnipotent 18level psionicist whose

new found power has allowed him too much knowlegidtae Demiplane’s true nature. Using

the device he has summoned many Nightamrish cesafs his servants and might as well
disintregrate all his house servants to displaybiser. His goal is not to destroy the PCs but to
allow them to run his mad mental mazes and heaghnthem if they prove adept at this for the
reward is to receive the same power he has.



Bloodline

A distant relative of one of the PCs contacts hottofving their genealogy and coming off as a
greatly likeable fellow says he is an explorer #rat he has discovered that their family, in
addition to having a history of suicide and madnkas had many branches that have ended up
traveling to the Steaming Lands. After months skgech he has aquired an artifact from his
family there with natives to help him deliver ithd artifact is a hideous white ape that looks
disturbingly human and familiar. As he invites € for a few days of chat, it becomes
apparent that their host goes insane and vanishesape is inspiring this madness as gruesome
murders begin. In truth the ape is actually thatres’ (though not the PCs) ancestor who was a
wereape and whose blood has been passed on aly éifbage” among the steaming landers.
The PCs can either try and drive the foreign bloot(probably impossible) or slay their own
friend and relative. Particularly cruel DMs migtaMe the Ape inspire similar feelings if not out
and out lycantropy in the PC.

Mind Hunters

A shipwrecked sailor is found in the domain the Réstraveling through (be it land locked or
not) and is gibberingly insane complaining abouagbn”, "fish men" etc. The PCs will
hopefully want to deliver him to a nearby asyluthese checking his belongings will find
morphine (or its equivalent) and a journal thatssiag is making his way to the asylum and tells
of his horrific marooning and that only under thhags does he become rational. Oddly enough
he seems to have past several other mental hongbse way to him. PCs who have had close
associations with Dr. lllhousen should probablyénhis newly vacated (but refilled oddly by a
new staff) be the one. There they find the doc#&Y concerned about him. PCs who stay
nearby will be haunted by the most terryfing dreameginable and find that similar plagues are
affecting the townspeople. The twist is the marwised being shipwrecked on Bluetspur and
has his psionic talents awakened in the meantiiee$hen the lllithids want him back and
have taken over the nearby asylum and sent ountaheall (what they’'ve done to the patients
in the meantime is better left unexplored). The R&ge delivered him into the enemies’ hands
and soon he’ll be back in Bluetspur if they dondadver the treachery soon.

Charles Phipps



Ravenloft Aoventure Hooks for Low-level Characters
By R. Sweeney

Divorce

Jon marries Sandy, a marriage of convienence Saoey comes with a Dowry. However, Jon
grows tired of Sandy. Their first child (a girl)asbad birthing and nearly kills Sandy. Thinking
to be rid of Sandy, Jon gets her pregnant agairiaiiies in getting the midwife/doctor. She

dies, but not before she realizes his intentions.

The weak ghost haunts the place giving subtle cises Jon's wickedness and Jon wants to get
rid of her before she makes him go completely cr&tyiously he hires the PCs, who must then
understand who is the real Evil in the story...

Kidnapped?

Carrol Ann has gone missing. The family suspeat thld enemies (some other family) have
kidnapped her. Actually, however, there are sidres ltaunting that the father ignores.. being too
scientific minded to accept this kind of stuff.

Carrol Ann has fallen down a well. Teetering betwbfe and death, a minor ghost has found
her.. and tries to get the PCs' attention so tiegt tan save her. However, the ghost isn't very
wise and uses phrases like "I have Carrol Ann, cgetéder.” This sends the PCs looking for a
way to get to the geist's other side. There is akvapot in the division of worlds here, a spot
where the poltergeist was slain years ago. Goirigdmther side runs the PCs into the Cult
leader who sacrificed the geist. The geist howewvges the PCs to leave quickly.. and the PCs
can see a ‘weak ghost'. The geist explains thaolCGann will remain here forever soon unless
the PCs find her...

Werewolf

Straight forward gothic werewolf story. One chaeadtas become infected by a werewolf (but
not controlled). The moon rises high and a mob armsnd in a panic (a la, the Silver Bullet)
trying to find the 'killer'. The PCs don't haveaind shouldn't try to fight the infected werewolf.
Rather, any flying wizard's familiar simply follovise werewolf until it collapses and changes
back to normal form. Then the PCs gather the iefeatdividual up. They can make
arrangements for the victim to be 'chained up’ blpae friend every full moon.

Insert short adventure to get 'tongue’ of a casleefi. How do you fish for a cave fisher? You tie
your buddy up (in full plate armor). You let him Manto the strands. You get a horse and Oxen
to pull him out.. dragging down the cave fishersvttere you can fight them with arrows. The
Cave fisher's tongue should be strong enoughtiid thie infected Werewolf.

A Ghoulish Problem

A crazed person, a father who lost his only saestio rebuild his boy from dead body parts.
The PCs are called to investigate reports of Ghdel®uring corpses in the cemetary, only to
discover that surgical-sharp blades are being tssegtrieve the needed organs. They must
locate the father *before* his golem is animated.

Count De M onet
A barovian nobleman/tax collector has been skimnfuimgls for his own illicit plot. The reports
indicated that the orphanage is behind on theegaliut a greater amount than they really are.



(But they are behind). Strahd ‘penalizes’ the arpge, and gives them a limited time to make
good on their debts. The head of the orphanageesfiiat the Tax Collector is less than honest
to the PCs. A simply sneak and peek adventure adaslthat the Tax Collector has a small drug
business/gambling problem on the side and that&ldisg some cash from the ‘pot’ to cover it.
Telling the Count about this results in the Taxl€abr's quick/public disposal and more
leniency for the orphanage.

Temptation

An Imp walks up to a PC wizard withBook of Vile Darkness or some such magical tome. It can
increase Intelligence, Levels, or whatever the IKdd. He tries to tempt the PC. The PC is
expected to waylay and kill the Imp, then burnibek. (Which he would gain xp for). Should
he deal with the imp, however, he would gain an fempiliar, the book, and make the first step
down the ladder of corruption (Powers Check 1 éadatomatically).

Creaky old bones

Skeletons and Zombies have taken to haunting ahdeshetery. People avoid it at night. In
truth, however, a puppeteer has been using 'fak&tens to scare people away while he digs
for a certain (lost) tomb with a special magicatnhy inside.

Dolly

A magical Doll in the hands of a local school g8he's been picked on (PC's witness as
background activity while they are doing somethatge.) The doll is sentient and teachers the
girl how to use her latent Psi powers (wild talgotpain revenge. PCs must confront the girl and
try to sway her back to the side of 'good’ beftr@sstoo far gone. The Doll must be taken and
destroyed.

When designing adventures for any level, the Dimmiged only by their imagination. As you
can see, these are very low level adventures, wangireasonable PC could survive.

Robert Sweeney



The Black Duke’'s Legacy

by R. Sweeney
Fiend Used: Black Duke (VanRichten's Guide to FiemdCllI)

Vistani: Kamii
ResourcesGuide to Hell

The Plot

Mouse (Talion Enyaad "Retribution to the Nines"svirn of Rosalyn, a vistani seer, and
Jericho and offworlder devil-slayer. Rosalyn's diaal been slain by the Black Duke for some
slight real or imagined. Rosalyn's mother, the Rawursed the Duke that the child of her child
would be a weapon against him. Rosalyn, the salevar, fled into the Shadow Rift and there
she met with an offworlder Jericho whom she sedwudgddthe promise of an heir destined to be
a slayer of devils. She sired the child and thértihe Shadow Rift. (The child was left in the
rift). When she left the rift, she had been gotwétsecond child by Jericho. The progression of
this pregnancy was in keeping with the amountroétsince the last time the Duke saw her.
The Duke, hunting the heirs of the vistani that badsed him, caught up with Rosalyn, Jericho,
and Jericho's band less one theif who was leftnoketa watch over the child as he grew to
maturity in the Shadow Rift. Due to the time-ditettiof the Shadow rift, the Duke slew Rosalyn
before she could have had a child outside theaniit, thus believed the line dead.

The rest of Jericho's group fought in RL, but aedidhe Black Duke, until such time as they
managed to find an exit. However, during the engtytwere separated to the four courners of the
world on which they materialized.

Jericho 'awoke' in a leper colony. The lepers ketiehe had been born of a leper woman and
raised with them the whole time. He, however, uhit day had been mindless an inert. He
awoke, without any sign of leprosy and full arteniél & educated. He left the canyon and
returned to the realms of men where he tries @ Hiis father and rejoin the Order of Devil
slayers as a member of La Croix Black, rogues tblades.

Possessing a 'mask of disguise' he poses as sowmleen¢han he really is and thus recieves
training and is allowed out into the world at a imyounger age. (14). Shortly after begining his
adventures, he falls feverish and is brought badke Inquisitors (see Guid to Hell Cleric kit)

for healing and examination. He is found to be kdrhy holy water and they believe he is being
transpositioned. They begin the exorcism ceremomyent on killing the boy if the ceremony
fails.

Aquinus, the only surviving member of the groupmtwich the father belonged, has rejoined the
Order and hears about the strange transpositien Gasng there, he tells the order the truename
of the devil and they manage to expel the Blackédukho had been attempting to transposition
with "Mouse" across the rift that separates theigkme with the rest of reality. The boy,
greateful to Aquinus, returns to adventuring.

Back in the Order, Aquinius pleads for the boylwsal to the rest of the Order. The order has
determined that they boy is devil-kin and not thédcof Jericho. Aquinius agrees and postulates
that he must have raped Rosalyn or somehow usegh&isn and polymorph powers to convice



the two that they had bedded, but had actuallglghlie child himself. He posits that, since the
boy is the Black Duke's kin, that they Duke camsgosition with him across the planar rift
between Ravenloft and the rest of the world. Hegeats that the boy be watched, not killed,
because he's fated to be a weapon used agairidtkiee

Aquinus suggests that they wait in secret for th&dXs next transposition attempt and, when it
happens, use the devil's truename to imprisonatgem via trap the soul. Thus removing the
Duke's evil from Ravenloft but also preventing Himem simply rejoining the legions of hell if
killed on the material plane.

Aquinus implores the Order to tell the boy that'bisange’ was a result of the transposition.. not
to tell him about his fiendish blood lest the baly tkimself in a fit of depression.

Aquinus then offers to personally oversee watclinggboy.. to make sure he does not 'transpose’
while unwatched.

Aquinus then returns to his study where he contaistfiendish ally. While in ravenloft, he had
been so desperate to escape that he enteredpatd with the Black Duke. He would get the
Black Duke's scion out of Ravenloft so that the ®akuld use him as a 'stepping stone' to leave.
In return, the Black Duke aided the party to esd@peNow corrupted by devilish pacts,

Aquinus entered into a period of research duringkvhe tried to divine the Black Duke's true
name. He was able to make contact with one of taekBDuke's political enemies in Hell, and
secure the cooperation of this power for mutuakfienThe Black Duke would be humiliated,

the Priest would gain diabolical power, the Fiehdiaeemy would gain a 'mole’ in the Order of
DevilSlayers, La Croix Rose, and be able to ditkeir attention where he wished.

Aquinus did not speak the Black Duke's hame aeitwoecism, but made one up on the spot. He
then convinced the Duke that the boy would be ddeifiore he could transposition, and that he
should try again later. The Duke agreed. Now Agsiiawaits the Duke's next transpositioning
attempt. When it happens, he plans on using a MatheTrap the Soul spell to imprison the
Duke and secure his services. The duke, after Thdrag finished with him, will be returned to
hell, where his former enemy will gloat over thekieis manipulation and service to a mere
mortal.

However, the Black Duke has another Ace in his poakich Aquinus does not suspect.
Rosalyn had been tempted to evil and diabolistuals. Because of this, she had been
transpositioned herself by an Eyrines. Rosalynefloee, was not truly slain, but only appeared
to be slain in front of Aquinus. The Child, Mougeactually a full blood demon.. not a partial
demon. Special rituals were used during the pregnambind mother, father, and child
together.. so that were one goes, all could go.

Thus, when Aquinus has set up his 'treason’ hehaile more than he barganed for as Momma,
Daddy, and Baby will ALL be present. Three Devigsding on his head. And woe befalleth the
earth...



The Inquisitor was part and party to his own downés he created the medallion that Mouse
believes his mother gave him.. but which, in trgitgvents his demonic blood from becoming
fully manifest, and sheilds him from the devil-stag detection attempts.

Involving PCs

The PCs can be involved in either Ravenloft orrtheme world. If infolved in their home world
instead of Ravenloft, They should befriend Mouse lamow him to be good through and
through. Slowly, they should discover his fanatabotion to slaying devils.. and then be party
to his ‘fever' and 'possession’. They should meeirAis during this process and be warned by
him to watch Mouse for further signs of change Etdhim know immediately.

They have thus, become involved in Aquinus' plotd might learn a bit about him and suspect
him before the summoning/transposition which Agsihopes will cumulate in an imprisoned
devil. Maybe, Aquinus even approaches and evil®®Caoperate’ promising great rewards..
even giving him an impish familiar/aide to helpltff® such an aid would have to be hidden
from Mouse, who can 'detect devils' as he's beened to do such by the Order).

With some mistrust of Aquinus, they should then lgeeise again being transpositioned. They
may or may not tell Aquinus about this dependingdtaair level of mistrust. Perhaps they contact
someone in the Order that suspects Aquinus inskdadse might then have to be 'rescued’ by
Aquinus in order for the latter to fulfill his g@abf trapping the Black Duke. The PCs then
would have to enter Aquinus diabolical lair ané&fiMouse' before the summoning concludes.
If they fail or stumble along the way, Momma, Daddgd baby are reunited.. and Aquinus has
been Transpositioned by his erstwhile ally, then8igom Hell who had been posing as an
enemy of the Duke. These 4 devils now unleashed tlmearth could result in some epic
battles. Or, perhaps, the mists of ravenloft readho reclaim the whole lot of them.

"Mouse" however, is not really evil.. or at least really on momma and daddy's side. Knowing
the precariousness of his position, he decendghietoole of ‘counterspy' and passes information
along to the PCs in order to help them slay theil®ew the end, he turns upon his father slaying
him.. fullfilling the Raunie's curse.

This plot could fuel an entire campaign....

Robert Sweeney



Brave Aew World

(An alternative scenario postRequiem)
By G. Leach

Imagine the terror and panic to be had the day @dNecropolis suddenly sank into the sea.

That's right: when a group of high-level adventsidiscovered Azalin within Necropolis and
managed to defeat him, Darkon’s soil began to split

Immediately, the oceans began to close on Darkamdgelis as it began to sink. Within twenty
hours, the most vast domain in Ravenloft, and drieeooldest and most notorious, was at the
bottom of a new ocean. The inhabitants of the domare either transformed into merfolk or
sea elves, and a new domain was created where ptdisravas - the Darkon Channel,
connecting the Sea of Sorrows and the Nocturnal sea

The rushing waters also peeled away mists, re\galimew landmass - a domain known only as
the New World, with primitive inhabitants and a aviDarklord.

Already the governments of certain domains aretifighover colonization rights in the New
World, completely unaware of the grim fate that gsvéhem at the hand of the domain's unusual
darklord.

Azalin is not gone, obviously. He is still arountdeany merman or sea elf in the Darkon
Channel who feels the need to go exploring thesrofrDarkon beneath the waters will find that
the city of Il Aluk has vanished...

Somewhere within a First Layer domain, under a rpekhaps, or maybe tucked in the corner of
a closet in a tiny frame house, there exists a @odamain - a sprawling metropolis in miniature,
perhaps half the size of a playing card. This tiny, unbeknownst to all, is a miniature home for
the dead. Microscopic spirits and ghosts and sgeetalk the streets as they have for hundreds
of years, and like he has for hundreds of yeal@a lich, now many times smaller than a flea,
plots on his escape from his new, humiliating prisar at least the day when he will be restored
to his once vast domain...

The sinking of Necropolis Created Several new, iastpopulated Domains in addition to the
Darkon Chanel. Two domains were created from pdd¢ecropolis that did not sink: Nartok,
encompassing the city of that name and part oFtrest of Shadows (althought Castle Avernus
did sink) and the Mountains of Misery. As a resblilkovnia and Tepest are still landlocked.

The appearance of the New World has sparked atizedor colonization by ambitious
seafaring nations with strong governments with tehplhe New World itself offers many new
natural resources, including gold, coal, salt, fetmland, even tropical rainforest in certain
places. Dementlieu has claimed the largest chumérofory, as they were the first to establish a
colony...keeping under the wraps, of course, thetfeat the very first colonial villiage
established by Dementlieu vanished mysteriousliiauit a trace. Since then, Lamordia, Nova
Vaasa, and Nosos have gained holdings. In addifienandlocked Falkovnia has established
sea outposts in Dementlieu and Nartok, much taltki@easure of their respective governments,



and established a navy for colonization. They fgaiaed a chunk of the new territory and are
fighting to expand.

Little do the land-hungry southerners know thatlmel they are colonizing at their whim is old
and home to many ancient cultures, and the daityehat protects the land is bound to get
angry sooner or later.

Colonization efforts, curiously, have begun in Wédlands. Only Falkovnia and Nosos have
attempted to colonize these wild regions. Howepkrgue and danger are the rule, and colonists
fight for their daily survival.

Georgie Leach



The R-Files

By C.D. Nichols

The X-Files contains many ideas that are apprapf@tuse in Ravenloft - below are a some of thsogles and the
possible adventures that might result from them...

Squeeze

Make Tooms(the mutant) a murderer who was dravReteenloft many years ago (like +100 yrs). He hdeda
several Powers Checks and has earned the folloshiagges:
e his eyes glow yellow when he is experiencing strengption,
e he has stopped growing,
e heis forced to hibernate for thirty years at aetitm maintain his youth, if he fails to return ibdrnation
with in one year of waking, his age starts catchipgvith him,
e to enter and survive hibernation, he must consuweehfuman livers,
e he hiberates in a nest made of trash bound togbtharmglue-like substance he produces from theiibile
the livers,
e his skeletal and muscular structures have charg#itas he can squeeze through very small openings
(vents, chimnies, barred windows, etc).
e He finds the taste, smell, and texture of decaymegt appealing

Jersey Devil

Feral humans are hunting the populace of a smkdlye. Not much else, but go for the idea thatere® humans
preying on humans in the most literal sense. Skgves have a passage in their description thathiem to this.

Ice

In the Arctic (Vorostokov in our case) the reseasdm is infected by a parasite from a meteor durnighe ice cap
that hit thousands of years ago (of course Ravehésn't existed thousands of years, but...). Enagite is a worm
that feeds by attatching to the hypothalamus(?)adrsrbing its secretions (it could feed on Pshair Spell
Levels ot Int or Wis or whatever too). Anyhow, &igect of this is that the person's emotional sthnges. They
become paranoid, then angry, finally homicidal. Dleest way to do this is to create a claustrophfdstand
emphasize that no-one can know for certain whofected and who isn't.

Eve

OK, this is sorta strange, but here's the idea.cbnauption of the human body is a horrible thisdégll, a darklord
(Azalin or Vlad Drakov are good here) is tryingci@ate a super-soldier (or spy or something). Tieese taken the
best female they could find and created clonesofltering their genetics so that they look norimglare super-
smart, super-strong, and very insane. Now, somgtiés gone wrong and several prototypes have ekcapey
look like young girls, but are hardened killerssé\l a design flaw causes their bodies to startggoé@zerk,
changing and growing increasingly inhuman. A sgdgjze of golem might be appropriate.

Beyond the Sea

A murder similar to the ones committed by a coredatriminal occurs and had bearing on the chascidre
murderer however is in prison (I assume there desvaf these in Ravenloft...Falkovnia and Darkoigh have
them) awaiting execution. Visiting him for answettse prisoner (who has escaped the noose befatelaims to
have achieve contact with the spirit world fromtthaush with death) channels the spirit of some @ase to a
character. Is it real or is the prisoner tryinddce-stall he execution? Who did commit the murder?

GenderBender

Various people die in flop-houses and bordellohéseedy part of the city, but the death of a ment man's son,
and later his daughter point the characters todaireligious sect in a near by rural area. The caited the
Kindred, have a rogue(s) among them, one who liagegpen land and seeks the city. Why did witnesagghat
the victims entered their rooms with women and iweme out? Why draws back the rouge Kindred and dinaihe
crop circle that dot the land near their compouren?



Young at Heart

An enemy from long ago, returns as a broken ondostean arm and other bits to the charactersatwizard found
him and repaired the damage using grafted salam@mndehatever) flesh. The wizard has been studgigiog and
used a process on the villan which makes him aP@years younger. Healed and escaped, the villatidad his
time. Now he has selected the character who destrbis arm as his victim. He methodically stalkd &itls the
friends and family of that character, stranglingrthwith his new inhuman hands...

Darkness Falls

In Forlorn, a band of Gundarakian loggers cut a that has stood for thousands of years (the Migtsd it from a
Prime World at the same time as Forlorn). Insidetthe is a swarm of ancient insects (tiny mitedgased when
the loggers chop down the tree. The mites stingpaigbn the loggers to death and cocoon their Isaaegfood and
breeding ground. The loggers families are worried the characters are hired to find them. Theyoghe logging
camp, and find the cocoons. Trapped for the niglatke something up), the characters find that wisekress falls
the nocternal mites swarm. First, the characterst swrvive the night, and then stop the menace spreading.

Born Again

The daughter of a slain city guard grows more like father each day. But when she starts followengpus guards
and they start turning up dead, she is arresteth&r murders. The characters are asked by theentd help prove
her daughters innocence. The girl begins to displeange powers (telekinesis and spontanious iroggion), and
it develops that her father was murdered by corguptrds, one of whom is seeing the mother. Thefdihs
returned in the shell of his daughter to bring regeson his killers.

The Host

A mage in the capital of Richemulot (name escapesiras discarded an experiment into the sewersvizalo city.
Unfortunately, it wan't quite dead. It is a Brokéne, a combination of a fluke worm and a man. Drilbg vague
emotions and primative instincts, it has three gjoadproduction, revenge, and return. To reprodineeflukeman
bites a victim with its powerful suckered moutheiciing an egg. The egg grows in the host's guhfee days, then
burrows up the digestive track and is vomited up amall fluke worm. It escapes to the nearestgaerce where
it will grow into a flukeman like its parent. thedken one will attack many of the sewer dwelletsrapting to
reproduce. Second, the thing is aware of who cdeitind knows that the creator caused it increditgony. The
flukeman will try to return to the wizards dwellimgnd slay him, preferably by implanting an egggikifatal as the
worm eats its way to the mouth). Finally, if théet two goals are acheived, the Broken One wiltliba sea, the
largest water source that exists, and from theneacaess the waterways of Ravenloft.

Blood

Somehow, a town has been infected with madnessgioRedy calm and rational people have became hepetead
and are killing their neighbors. What has happesedcontaminant has been introduced into the enmient that
causes people to hallucinate. People see theitegtdaars, writing moves and shifts producing idomessages
about crimes and depravity, voices whisper goadimgto the brink. Who or what has caused this?chlaeacters
must find the answers before they too succumbisodisadly contamination.

Sleepless

Dr. Domaniani's project for another dark-lord hesdomore madness. To create a soldier who neeslagy, but
can fight by day or night with no rest, Heinfromroved portions of the brains of five men. While then, needed
no sleep, they required certain compounds of handsminerals to replace the chemicals createceapsThese
compound were the only things that kept them nadétisane. The darklord whom they served testeah e
having them raid a tiny island domain to retriewaétam the darklord desired. They did not get teenihowever, as
they soon turned from their assignment to slaughtepeople of a small jungle village, and everyuhle local
darklord pushed them back into the Mists. Enrapedunsleeping soldiers master withheld their compsand
locked them in a cell together. In the madness,dfthe men killed each other, one simply died, thuat survived
by removing the traces of the compound left inlibdies of their comrades and consuming them. Eadiptihe
remaining soldier managed to escape their master.vi@rked at a bar, eventually inheriting it. Thiees turned to
religion, and find his life wanting. After 18 yeatse has decided that he has been called to cléamseorld of the
evil that he was part of. He has six targets- @mldrd, Daclaud Heinfroth, two doctors who assliéb@e an



innocent man forced to particatpate due to thrigalss family), the remaining soldier, and himseif{ commit
suicide at end of mission). The characters mugt lsitm before he kills innocents (the soldier/bapkaead the good
doctor). However he Kkills in an unusual manner ptwgects dreams. He can at will project an enticglnvincing
dream, such that the person experiencing the dieaonvinced it is real. Therefore, of the persothie dream
dies, they really die because the mind and bodyosadly convinced that it actually is happenindpeTbodies will
display the secondary signs of the cause of deatha(burn victim will not be burned, but a higiteirnal
temperature, pugalist position, and internal blegdiould have occured)

Firewalker

Miners fall sick at a mining camp, and (your clérieligion)'s temple sends a priest to help thathen no-one at
the camp is heard from again, the characters haopes in the area and are asked to look into thigem When
they get there, they find that there are substinfwer miners(no priest) and they appear toibk. §he
characters are then told the camp is under quamrand they must stay until they are certain tiagacters have
not become infected. In truth, the miners opened thermal shaft. When the shaft was opened, aifiag the
wall unleashed a spore cloud which grew in the nsitengs. The fungus is an slightly intelligentcih-based
organism. It over-ran the bodies of the miners(@&iy noticable only as flu-like symptoms) untikerupts
throughthe walls of the throat and releases spatesse spores if inhaled within two minutes of askewill grow in
the lungs. The original miners passed their infecto a second group of miners and the priest, eve passed it
to the remaining miners. The first and second gsafprictims are dead and have been tossed intthéneal shaft.
The remaining miners are attempting to infect tharacters, who are the to spread the fungus todheest city. All
of the miners will have died by dawn on the thiey ét the camp, due to the fungus muturing (so rsake the
camp is located more than three day travel fronwdueye important).

Excelsus Dei

An elderly man from Rokushima Taiyoo is selling rieéte to the cities rich elderly. They begin to akit signs of
renewed youth, and senility disappears. Unfortupatieey are attracting unwanted attention. Theimes are rife
with jealous spirits of those who die old and bjtienied the joy of their youth. The servantsteimg attacked or
possessed. Things are being written and paintegdadis that no living mind would conceive. Seemd s@me of
the town's more notorious party-goers have turredhissing at the same time. The Oriental man idemimg the
young and burying them in a special garden. Fraair ttodies, he grows a special Rokushima Taiyoohnmasn
called speaks-with-dead that he dries and makp#isoThe pills then transfer the youths' enemgyhte aged.

Aubrey

50 years ago, a string of murders occured witlzadosre MO. Now, murders with the same pattern aceiing.
Has the killer returned? Actually, the grandchifdte original killer is repeating the crimes. Tdw@ndchild has
certain genetic traits that the killer has a thayéresurfaced. If the killer survives, their gremitd will commit the
crimes yet again. (Curse may be better than gex)etic

Irresistible

A death fetishist is stalking the (dead) womenhef tity. He collects the hair, nails, and fingefrkie victims. His
madness is growing and he will soon turn to makiveygirls into dead ones for his collection. Thenderous bit
is...he looks totally normal, a perfectly respetggi®rson in every way.

Dod Kalm

Trapped on an abandonded ship, the charactergisge &t an incredible rate. If they do not get awhgy will die
of extreme old age in a couple of days. All theewan the ship and in the ocean around them isahse of the
aging and touching it speeds up the process. Téwe abandonded the ship in the middle of the nighttaok all
the life boats. Worse, the boat is crumbling asange crystal growth bores and splinters the wood.

Humbug

Set this in I'Morai. Citizens and performers armbekilled strangely. When the characters searehrgmak show for
a killer, where to they look? The answer is to aamé0 has a parasitic twin, and the still strarfget that the
brothers are enemies. The parasitic brother haslfthe means to detatch itself and is seeking ahwst/brother.
However, as the parasite finds, when it tries tacht, it merely tears the potential hosts sidénteds, killing it.



The Calusari

The off-spring of a Vistani woman and her giorgishand becomes possessed by the dark spirit efilfiisorn
brother, who seeks to kill the living family, inpact with a dark power designed to give it lifemfstic group of
Vistani males(!?!) enlist the characters aid intpeting the family and exorcizing the spirit.

F. Emasculata

In Nosos, the lord is testing a new plague on trgufation of a prison. A nearly unstoppable disgdsscription if
desired later...), the darklord is pleased. Unfuaitaly, two of the prisoners escape, and fleeghbn. The darklord
does not wish others to study his creation anatlaeacters are chosen to hunt the carriers, apdiston before
they pass the plague on.

Our Town

In a town famed for its live stock and poultry, fices are reported in the pastures and severallgmpmissing.
Fearing a cult, the local noble asks the charatbeirs/estigate. They visit the town and find tbedls reluctant to
help. As the characters, investigate, a womanértdtvn becomes insane. She is incurable, but aragetlidoctor
or similar will identify the cause as kuru, a brdisease caused by eating contaminated nueralnresigecially
noted among cannibals. As a few days pass, three falbto the disease. Finally, someone stepsdodvand tells
the characters about a respected elder of the wivartravelled abroad and brought back a cult. Térsgn explain
that most of the people in the town are older thay appear and provides records to prove it. fthals of the cult
are that by eating a person one consumes thatrel@agevity, extending the life, but only if thedd is saved and
treated. Leftovers are ground and mixed into thestiocvk and poultry feed. Guess what? The chasaf@ed the
nobles men if the call in back-up) get to breakhgocult. (I think you should watch this one to getidea of what
it's about)

El Mundo Gira

Rather complex, this has great potential to besteaed to Ravenloft. Strange events, passion, vergaeadly
plagues, and desperate people all mix togethertn & plot-line suitable for Ravenloft. It is ratlemplex so |
recommend view the show first. Nova Vaasa mighd lgeod setting for this.

Die Hand Die Verletzt

A group of youths are discovered in the woods, deadgrisly fashion which mirrors the legacy ad@en of
witches from long ago. The parents ask the chaistdesearch for the killer. A page at the sceadsehe
characters to the school where a new teacher satidg the children about things they should naivknThe
teacher is an evil being who is feeding on the girsrof her students. When a group of studentsated to
contact a being capable of destroying the teasihertook steps to prevent this. What is the go#liefteacher and
what is the connection to the town's history ofttiviraft?

Fresh Bones

A commander in the Falkovnian army has found a twayimprove the army's capabilities. He intendage the
secrets of a captured Souragnian voodoo priestrto &n army of zombie slaves, and is extractingrifemation
from the priest through careful application of faad pain. The secrets lie in a pact with a grancel@a(voodoo
spirit) and a powder that "zombifies" living being®@mbie cucumber is the name). One of his privgéts wind of
the plan and informs the characters, telling théthe tiny village that will be turned into zombidde is then
arrested and disappears. The people of the vilage been dosed with the powder, and once thaégpasde, they
are doomed. The characters must stop the destnumttithe village and the further strengthening odkdv's armies.

D.P.O.

Several people die due to lightning strikes. A béhi a wizard or something) is suspected. Théatyeialthat a
shunned youth in the area is responsible, duestraage ability to command and control lightning ather forms
of electricity.



Clyde Bruckman's Final Repose

A killer is stalking the fortune-tellers of a citslaying those who can not answer his questiongnhman
approaches the characters, and shows them the ngetés (before the guards find it) they are drawwto the hunt.
The man possesses a gift and a curse, he canesemiimer of a persons death. As the hunt, progretbeekiller
begins to target the man helping the charactert théikiller be caught before he kills again? Wie death-seer
see a characters death? (Watch this episode keforg this...is very good, but kind of strange)

The List

A killer is executed, but before dying promisesdturn for revenge on those who wronged him. Sphattiose
whom he targeted begin dying. The killer left &4 i6those he sought revenge on, but it has disaeple The thing
is, the killer has returned as a fly (swarm?),dart manifest briefly to exact his revenge.

2Shy

The lonely women of the city are disappearing. Liatters are found at the home of each one. Theecua man
who as become unhuman... like an insect he digpésteod outside his body, using a acidic secretitaalso lacks
certain fatty acids needed to keep his skin froteriterating, and must extract these from the &#ues of human
beings. He romances women, seduces them, caphems &nd uses his digestive secretions to remave th
substances he needs. He is a scholar and translatastic works, using them in his love lettergl(ze).

The Walk

A soldier is wounded in battle, left paralysed. bé&ome bitter and blames his commanding officeesdidcovers a
means to project his spirit out of his body, andsuthis ability to destroy the lives of his fornadficers, destroying
all they hold dear but allowing them no escape.t@W#his...the way the crippled soldier is stop ldogarn a big
powers check)

Revelations

A killer is targeting stigmatics (or something dian). Most are simply side-show hoaxes and tragelin
evangelists/con-men. But one true stigmatic (siyhtch the show) exists. He is in danger, but idquted by a
loyal servant. the killer believes he has beenehdy a dark power to destroy those who bear therharks. He
has the ability to cause his hands to heat upryp high temperatures (sear flesh and melt met&lg. Goy's father is
in a madhouse, but in his madness speaks of thigsne, especially dealing with his son.

Syzygy

A rare astrological alignment causes a small ggidcaarea to experience bizzare phenomena and rampa
madness. As the area begins losing its grip indatity, two people born at the same time on theesday, begin to
develop dark powers (its because they were boan atrologically significant moment). Can the clotees ride out
the stars alignment or will they too became sldedke stars?

Grotesque

An artist is caught after a series of brutal musd@he artist claims a demon possessed him andddrien to
commit the crimes. Shortly, the killings begin agds the artists story true? Possiblly. But thigcef in charge of
the investigation has disappeared... has he suamioithe madness of the artist? (has a frighteliingith clay
sculptures that can been worked into a story Ibmuaclay golems).

Pusher

A powerful noble is being threatened. Someone défagmesponsability for the death of several somewdss
prominent figures, all of whom apparently commitgedgcide, has sent death threats to the noble. Vitiavored
servant winds up dead, the characters are hiredtess guards. The assassin is a man who has digzbaa ability
to command peoples minds with the sound of hisexdite uses hi s ability to drive his victims to auinsuicide.
His gift is also a curse as the ability slowly degs his body each time he uses it, and has reablegubint were he
will die at any time (therefore he is targetingdeg and bigger prey).



Teso Dos Bichos

A burial urn of a shaman is disturbed and takea touseum. The spirit of the shaman is disturbedbaigihs
haunting the museum, slaying researchers and guBtndscurator hires the characters to find the eatishe
deaths. Blocking their search is a researcher Wwtugh a substance called yaje, is in contact thighspirit. If the
urn is destroyed, something very unpleasant wiplgea(??? | can't think up everything). To lay thigisto rest, the
urn must be restored to the place where it wadesed.

Hell Money

About an the organ donation black-market, thisism®t easily translated into Ravenloft. The ganghtrbe
interesting in Rokushima Taiyoo, or the organ th&weould be selling to ghouls, necromancers, atehgoreators.

Unruhe

The part on psychic photography doesn't work, baitrest might be good. A man is kidnapping peoptegiving
them lobotomies. One patient is found wonderingiadoa field muttering the word "Unruhe" (german dorest,
but you can them say whatever is needed). When@menaose to the characters is next to go undekrilie
(really icepick), it is a race against time to fite madman.

Teliko

An African outshoot of humanity, the teliko have pituitary gland. They survive by stealing the fadty glands of
humans to gain the needed hormones and whatnot.ddevef these creatures has journeyed into thetdyis
hunting the darker skin city dwellers (part of thing is that the teliko preys on dark skinned fallgain more
pigments) and leaving behind bleached and brokeses.

Musings of a Cigarette Smoking Man

Nothing here for Ravenloft, but | want to poinbiit as a prime example of creating a plausablesgmpathetic
villian with a rich background. However, there isilly bit at the end.
Christopher Dale Nichols



Adventure Hooks for Bluebeard

By P. van Rooden

- The adventurers arrive at Blaustein just in tionef weddign to take place. Th wedding,of
course,of the lord and a lovely young damsel. Wéil&rst the party may join the celebrations
(theahip's provisions may give them a more havwecome than normal), they soon find out
that all is not wellwhen they find the young damsghg. Her true love, Emiel, is in Bleubeard's
dungeon, and she is forced to marry the bruteHessover is executed for 'high treason'...

- If there is a young woman (PC/NPC) on board,witlanysteriously vanish after the first night
on shore. This is not Bluebeard's doing, but thatwllager who desperately wants to pleas ehis
lord with a new wife. Bluebeard may or may not ikeiested in the new bride.

- Bluebeard recruits the PCs to hunt the ghosissicastle. He will not, of course, tell the truth
about them (that they are his former wifes), indtetaiming they are disillusioned ghosts from
an old and distant past. PC's will probably notehanuch trouble recoevring the truth, after
which they have to find a way to get out underrttegintract’ with the lord.

- Bluebeard may ask the PC's to escort an 'ambassdidhis to the isle of Ghastria, where he is
to woe a new bride for his master. AS an altereagisenario, Bluebeard may try to make a trade
going between the islands.

- The dead body of a girl (Bluebeard's last wigellaund on the shore.

This is not Bluebeard's doing, but that of a vajist, who was hung at the gallows by
Bluebeard for failing his duty as a chamberlaine Talpurgeist cannot harm Bluebeard, which
drives him insane. After a few days, he startsdtng the lord's henchmen, including the PCs.
Pierre van Rooden



Time of Unparalleled Darkness

By R. Sweeney

Preface by A. Ray

The Gentleman Caller is a most obscure and unsatyacter that seems to go around the
demiplane of dread to sow the seeds of discordypbon and destruction. Everything in his
trail soon becomes rotten, tainted and doomedpatiung seems to stand in his own passage.
According to the canon material released by thegy#tathe Gentleman Caller (who appeared
first in the adventure The Evil Eye, then in Bléddéuse and Children of the Night: Vampires) is
an incubus, who, among the other things, seduaeddtklord Gabrielle Aderre of Invidia and
spawned Malocchio, the Dukkar who now rules overdia and threatens Vistani all over the
demiplane. This is the base from which Robert Sweatarts his disturbing scenario that
involves the Gentleman Caller, Malocchio and thst&fii in order to explain what will happen
in BC 775, when an Time of Unparalleled Darknesslteen foreseen by the Kargat.

A Possible Scenario for the Time of Unparalleled Darkness

In Ravenloft, there is a theory that the "Dark Psiiexist. And, pretty much, the DMs 'know'

he, she, it, or them exist and are 'behind' theegpchecks’, trapping the lords, and similar events.
It has been stated, however, that they don't ‘teonfforce’ people to fall into darkness.. andsthu
they must somehow be bound by or respect a creaftee will. We know very little about the
DPs, but we have 'observed' a strange tie betvsen and the vistani.

The vistani themselves can roam about the demigandl. They don't *Seem* to be a ‘pocket
domain' with a travelling lord like the Headlesgdeman, but one could also see how this could
happen. The appear, however, to have a strongttietive lands, perhaps due to almost druidical
investigations of the demiplane, perhaps becauwesedte in some way tied to the DPs. They also
have the ability to divine the future (and any othigempts at fortune-telling are hindered or
made more difficult, supposidly by the DPs. | bedieghe DoD section on Psionics is where | get
that idea from.)

The Vistani, therefore, seem to be some force posjpion to the DPs, but not overtly in
opposition. More like a Neutral force with someldndencies resisting (where it can do so
without being destroyed), the manipulation andgpftgita demon. The vistani are not ‘glowing
points of goodness and light', but they don't yesdlem overtly evil either. They seem to have a
tie with the DPs, but often aid Adventurers and BQeir fight against the DPs. One might
speculate that their ability to shape or contrelitiists might be employed to cause the mists to
seekout, capture, and bring to RL good heroes trtirar realms to battle against the forces of
darkness accumulating here. Conversely, the DRE@artheir misty tendril to bring in potential
evil people, hoping they will become darklords.

Now, | don't overly try to examine the DPs goalt fiod the sort of Alienist viewpoint
preferable. While mortals may not understand wiay ttho what they do or how it profits them,
they have a 'calling' to collect these dark sduds imakes perfect sense to their Alien thought
patterns. There is some extra-normal logic at wpekhaps tied to the illogical logic and
mathematics employed in spellcasting and perhaps fike the logic of a being that can think
of 7 or 8 dimensions whereas we can only think.in 4



Ravenloft, after all, does not simply choose thestrevil" creatures from any world, but seems
to pick and choose these evil creatures accordisgine pattern incomprehensible to the mind
of man. We only have one domain of mindflayersdomains of drow, no beholders, no
domainlords who are evil dragons, etc. Sheer sult iwhat they are going for and they actually
seem less interested in elemental evil of thoseispéhan they are of humans and demihumans.

Why? Who knows...
But there's that 'connection' between the vistadithe DPs.

Now, consider the Gentleman Caller's actions. Vifttae Gentleman caller isn't an incubus at
all, but a 'created son' of the DPs or their aviataome way. His schemes and their motivations
are equally incomprehensible. If we posit thattistani and the DPs are enemies with some
bizarre connection, the GC's attempt to createravgith vistani blood (and a Dukkar at that)
could be seen as an action akin to the Devil, weRetions, sireing an anti-messiah.

If one works with this 'suggestion' the GC becom&sh more ominous and the Dukkar's status
as the "Begotten and Not Made" son of the Dark Pewereepyness just oozes all over that.
Giving thought to the Vistani's belief that the Bak will be disastrous to the Vistani and the
foreshadowed "Time of Unparalleled Darkness", wieagacture akin to Armageddon. Perhaps
that day the darklords’ borders will fall and waitlwage across the corew. Perhaps, the
demiplane will converge with another Prime Matewalld. Perhaps mortals will finally see the
face of those ruling them from behind the misty.veerhaps...

But whatever it is, a Cloud of Imminent Doom sedmbe descending over Ravenloft.

Robert Sweeney



Adventure Scenarios for Werilee
By M. Barrett

Here's some adventure hooks I've developed usingddel'm using the slightly altered version
of her that | wrote for my campaign, but | doninthit would be too hard to adapt these to the
standard version of Merilee, or to many other vaegpfor that matter.

Bear in mind that I've developed these ideas teceMerilee's unbelievable intelligence, as well
as her desire to be free of the body of a chilgtdeast more powerful. | loved Merilee's
motives in Darklords, but was miffed that with tdat brilliance and cunning, she never *did*
anything to fix her situation. From the descriptinrthe book, she had brains to beat some
patriarch vampires, and what did she do all day?g-aut with Adam, feeling sorry for herself!

So here's my ideas on using Merilee as a powenfiilaanbitious villain for an adventure:

1) Merilee has charmed herself a "family” to tratbed core with. They are all humans that
resemble her in a way, and they provide a decante®f blood as she roams around trying to
learn new things about her condition. This allows to feed without alerting anyone in the
neighborhood to her presence. To defend her fastig,may summon wolves and bats, or
perhaps have some minor controlled undead that@ienands to follow them and guard their
sleep as they travel.

2) Merilee is in the process of building such aifgnor replacing one that was destroyed
somehow. This means she spends a lot of time irmhwwompany. To hide her condition, she
drinks boiling water to keep her body temperatyea infravision does not reveal her. She also
feeds more frequently so as to keep her skin fremgopale and cold.

Merilee may approach PC's about becoming part ohée "family."

3) Merilee is feeding on villagers, but is framsmmeone else as a vampire to cover her tracks.
She charms the person and makes them impersowmatepre, perhaps using herbal medicines
to simulate death. They have a coffin in the gravéyand everything; the only problem is they
are innocent! Imagine the PC's horror when theljze¢hey staked a living person!

3) Merilee has a scroll of *polymorph* that she laaguired somewhere, and hopes it would be
useful to her to acquire a new body. She knows fhemuse of charmed protectors, however,
that charmed wizards have an increased chanceebbffaiture, so she wants to strike a bargain
with someone.

Perhaps she charms everyone but the mage in ayartparty, and agrees to let them go only
when the spell is properly cast.

Perhaps she offers an arcanist some unique insigbtthe mind of vampires, even helping him
write a treatise and take credit for it. After yfgars as a vampire, Merilee would have a lot of
insight to offer!

4) Whether from the previous experiment or anothirilee has started using polymorph magic
to get around in the daytime.



(VRgtV says that a vampire is polymorphed only luhthanges form again, so while this is
dangerous, it gives Merilee incredible power fa time she has it.)

5) When caught by the party, Merilee breaks dovim fears and claims she was turned into a
vampire two months ago, and plays the scared gttlghing *again.* She tries to get sympathy
from the party to have them play into her handshges sending them on a search for some
components that are supposed to turn her baclaintortal--actually part of Merilee's
neverending plots. This could be a great excusséa?#4, by having Merilee claim that the spell
will turn her back into a normal girl again. Thegst the spell, test things out to make sure she
isn't a vampire anymore, and perhaps she eventjoansgroup for a while, knowing full well
that she can change back whenever she wants!

6) Merilee has heard of Lyssa Von Zarovich and wdikke to find out if Lyssa's trick would
work for her. She trys to manipulate the party inétping a ghost attack her, hoping that the
aging will either grow her into an adult vampiresend her into a later age category. (DM's
choice as to whether it works or not.)

7) Merilee has heard of the Apparatus and wishasvitth bodies with another vampire. She
charms a group or individual, travels to find theparatus, and when/if she finds it, she drains
one of her charmed servitors to the point of deait places the body in one sphere. She stands
in the other and waits for the body to start te as a vampire, and then throw the switch, (or
commands someone else to throw it.) Of all her &g this is most likely to work, and you can
bet she will have her final revenge on that prigat she called a body.

If her victim in this was a PC, you had better hthe others intervene or be ready to write the
PC out in a spectacular way, because with her omd and the body of a "normal" vampire,
Merilee is going to wreak havoc on that poor botigers with no consideration for who's in it
now.

Merilee Current Sketch

Merilee started a serious campaign of venturingfrmuh Lamordia about 15 years ago. She has
developed a remarkably complex system for secwipl@ce to stay in each area. Considering
that she destroyed Keesla while the two were tiageand knowing the difficulties in traveling
as a vampire, Merilee takes a lot of precautions.

First, at any time, she has at least three coffirsther such areas for sleep. In the area she just
left, you will find her underlings digging up hexst coffin and preparing to ship it to another
location. When she knows where she is headed slegtalways has a coffin buried somewhere
in the area at least three days in advance, and #ne always servants watching it. Thus, there is
always one coffin in front, one behind, and one rglghe is currently staying. In addition,

Merilee has several strategies for quickly acqgiamew place to stay in an emergency, and she
will implement one of these the moment she susgeataormal sleeping area of being
compromised.

Merilee, like all of her kind, requires some readicher former life to sleep with. In her case, this
is a child's toy. Merilee always sleeps with a @élsome kind, although it needn't be one she
owned in life--those have all gone the way of lafl earth. Yet, as much as she despises her



childlike appearance, her condition forces herug (@r steal) a new doll every few years. She
has a small collection of them saved up, so asooé without one should she be foreced to find
new refuge.

One advantage of this is that a little girl witdall collection is far less conspicious than a man
who ships barrels of earth wherever he goes. litiaddthe doll has completed the
psychological effect of her childlike state on mtran one occasion: a warrior once opened her
casket, knowing what he faced, and saw her sleeameacefully, alabaster skin, blonde
ponytail, blanket and doll in hand, and the sigiteghim such pause that her ghouls were able to
attack before he could strike. To be sure, theimni@te man had learned far too much by then,
and when Merilee awoke, she put to rest his doabte her innocence for good....

Merilee is capable of commanding undead as a Maturgire; up to 48 hit dice of them at one
time. Merilee is always on the lookout for new uadiservants, as she considers them far less
risk, and far more expendable, than charmed sesv8he keeps her charmed human friends
with her, leaving the undead to menial tasks ssche burying and retrieval of her coffins. She
prefers ghouls and ghasts especially because iofpa@lyzing touch and higher intelligence,
and uses ghasts as leaders whenever possible f@merost valuable things about undead to
Merilee is that they cannot reveal who is directingm, whereas a charmed or blackmailed
human could expose her under the right circumstance

Merilee prefers to travel by charming herself aifgo protect her, but this is not always
feasible.

Instead, she often finds a single companion torahan adult traveling theh same direction who
can pose as a parent. When the charm wears ofidiiewill often think that they have just
helped a runaway, and will justify it to themselgesnehow, not even realizing that the idea to
help was not even theirs. In addition, as helpingreaway is a crime in many areas, these people
will often stay silent about the encounter to avmithishment.

In my campaign, | plan to have the characters caoness what appears to be a band of
marauding ghouls in a graveyard, and they inadmtyt@revent the burial of one of Merilee's
coffins. Forced to take shelter at an orphanageil&techarms the people in charge and sets up a
temporary base. When the PC's find children whdoaneg carefully fed on, Merilee tries to pin

it on the lady of the house, and even goes sosf&w pinch the skin around her neck to bruise it,
throwing suspicion off herself. If the players a smart, they will end up staking an innocent
woman, and Merilee will gain a bunch of new helpers

Matthew Barrett



Holy Wars In Ravenloft

By Asplagis

The Factions

-Church of Ezra (LE branch & LG branch)

-Followers of Uhlo (meaning "the beyond" or "theebim some obscure prime material tongue)
-Followers of Diamabel

Church of Ezra

The faith of Elena Faithold is indeed representeithé core, but it has slowly been absorbed by
the lawful good and evil branches of the ChurcEnfa. Many have been given duties as
missionaries or even as protectors of the varibusahes dedicated to Ezra.

The neutral branch of the CoE has prefered nobterénto any conflict, saying it isn't Ezra's

will to fight, rather Ezra protects. So they pratée poor and protect small villages from the
destruction caused by some of the more aggressiiana taken by the different faiths. They
have agreed to protect the other branches of Haitlisf the need arises, but feel it hasn't come
to this yet.

The branches of the Ezra church are informal. TThadhes see themselves as all part of the
same faith, but they do fraction themselves inaterspects, notably how they perceive the
other faiths in the core and what they do about ¢fiuation. It's a question of how to better
worship and follow Ezra's word rather than a trepgasation within the church.

The lawful good branch feels Ezra is threatenethbyaggressive way Otto Rudnik (prophet of
the Uhlo) is putting together his religion and hth& followers of Diamabel have been found
guilty of great profanities towards the CoE. Theglfthey must protect themselves against the
threats, but nothing more... except for gaining meewers, which is always important, but if at
all possible without violence.

The lawful evil branch feels that other religioms a slap in the face of Ezra and cannot allow
them to gain any ground and they feel any meansegessary in order to protect Ezra and make
sure its teachings are spread throughout the laddhat blasphemous lies.

The Followers of Uhlo

This religion is actually based around the teachiofga certain Mikhael Rudnik, a mysterious
outsider who comes to enlighten the masses. Hetkaythe deities of death worshipped in the
southern core are actually all one and the samey Worship Uhlo, which in his native tongue
means the Beyond or the One. He originates fromtard prime material world where he was a
travelling prophet for the ruling monotheistic ggtin, the Church of Uhlo. Uhlo's words are
contained in a large black book that Otto carriégk Wwim at all times. This book contains
teachings which explain the origins of life and tthe# speaks of the afterlife in great details,
urging people to believe in Uhlo to assure thenesebr proper afterlife. They must follow his
words to make themselves worthy of being his Chitdr



The virtues are actually quite individualistic atehtered around a strange fascination with
death. Indeed, high on the list of virtues is thgpect of the dead and the many of their rituals
have a connection with death. Another highly prds&iue is the conservation of traditional
ways, and how nothing comes to pass without Uhisent. This means technology and science
are not quite appreciated, and scientists, doeatosother men and women who represent higher
learning are viewed with great mistrust.

Individualism is also a strong value, Uhlo wanthig children to be able to fend for themselves
and to make sure none get lazy. People should awond) too much for others, to help others
one must help himself first.

The alignement of the church is actually moderatmhyful evil, but some people have come to
worship in Uhlo in a more chaotic good way, depagdin how the perceive Uhlo's words
concerning individualism. Some keep closer to tbaginal faiths and stay neutral, especially in
very underdeveloped and rural areas.

Otto has been spreading his teachings across titleesn core, making frequent stops in places
where a god of death (be it Myrkul, Bane, Cyric.ete¢s already worshipped.

He feels that the Northern core has been fooletthéiy blasphemous unnatural creations
(technology) and that it has made them go towdadlsa idol (Ezra) in search of their lost
spirituality. They scoff at death and try to chigathenever they can (medecine). It is time for
the those who hold the truth to rise up and sha fiellow men the words of Uhlo.

Notice that Mikhael does not say that violencéneskey, although he is much more aggressive
than the CoE in terms of gathering followers andte says about other religions.

As for the followers of Diamabel, they are followia devil in disguise. They are wayward
children who could not help but be fooled, theglim a harsh land and their minds are not as
advanced as those of the inhabitants of the caite.tBey are violent, dangerous and erratic, so
they must be dealt with swiftly and harshly so tbap learn the true ways of Uhlo.

Mikhael is a very ethnocentric person, and feedsdiitures of the southern core (who are very
close to the ones of his native homeland) arewasierior to any other. If a land isn't like his,
then it means the people running it are eithersiehal or have been fooled by some
blasphemous lies. This has kept him from going atia¢han and Sithicus, he feels that these
primitive beings need time to evolve before beihtpdo understand the words of Uhlo. Mikhael
is a 12" level lawful evil Priest of Uhlo. His priests gaspheres and powers according to the
original deity they worshipped, but lose 2 lev@lsey cannot go higher than 7th level in their
original with their deitie's spheres and grantedgrs, after which they must swear a greater
bond to Uhlo. (I suggest the generic death godstwim the Necromancer handbook as a model
for priests of Uhlo).

The Follower s of Diamabel

They came to the core with orders to find brotlard sisters to share their faith with and tell
them of the arrival of their savior Diamabel. Thayered the core to find Nova Vaasa first. The
recent attacks by the Imperial Throne of the Faghlhad left the Church of Ezra in shambles.
The major church of the land and its most imporpargsts had all been eradicated by the



fanatical group. This left the scene wide operafoew actor in all this, the followers of
Diamabel. Physically, the population of of Nova ¥adound the Pharazians to be rather similar
to themselves, accepting them as distant brothéesy talked greatly of their savior and the
popualtion in search of a new belief accepted Dlzets with open arms. Nova Vaasa has
become the home of more than one temple dedicatBchtmabel and Ezra is quickly loosing
ground, and the Imperial Throne has been focusien attacks on the CoE.

The population of Northern Barovia (former Gund#@ed) have come to see the Morninglord in
the descriptions of Diamabel, and feel that the &an®one and the same. Half of the time, they
name their Morninglord "Diamabel”. Strahd caredlifor the Gundarakites and their beliefs, but
has decided that if ever they cause any troubtast expanding too much, they shall be
punished.

Valachan had been more or less spared the religiousles until some of the dark skinned
inhabitants started taking a liking to the wordshef followers of Diamabel and are slowly
warming up to their teachings. The paler inhabganaire little for religion in general, but like
some groups of the darker skinned inhabitants, tlaey faith in Ezra. Vob Kharkov is uncertain
about letting the faith of Diamabel into his labdi he remains neutral, for now... But Valachan
has become a major element in the war betweendfzt®iamabel.

Hazlik has been a great opponent of the faith ahizibel, actively hunting its followers within
his domain. He has given a lot of freedom to thie¥eers of Uhlo to make sure Diamabel's
followers get crushed.

Points of interest for thereligions:

-Valachan It has quickly become a symbolic land for Ezrd &iamabel, the winner of the holy
war there will get a huge push in their favor. Hiagural resources and the access to the Sea of
Sorrows is a major goal. Mikhael cannot believe thase people can actually learn Uhlo's
words correctly so he refuses to even go there...

-northern BaroviaThe Gundarkites there are devout worshippersteviea the faith may be, so
it would be a great gain for any one of the thiagth. But the Morninglord is too much like
Diamabel and the population needs support, meddiagabel is almost assured victory... still,
many have good contact with Borcans and have waupéd Ezra, so the fight is far from over.
And Strahd does have the final word on who stagsvanmo leaves.

-KartakassThey have been greatly ignored, but are quitsipbsthe next target after Vallachan
and Barovia. They worship nature gods and thosecaged with happiness and bardic skills
(music, song, arts in general). If anything, atehwant to change this more or less pagan-like
domain into a more "proper" one. Harkon is doinglhest to avoid any conflict within his land,
and has been communicating with Hazlik about aiptesalliance... Hazlik is unsure, but the
economical prospects of exclusive rights to Kantekaodland resources is non-negligeable. A
rich merchant who now resides in Nosos and stgldn&umbering company in Kartakass is
opposed to talks with Hazlan about selling woodlegsburces, but Harkon could care less about
what she thinks...



-Sithicus Although none of the religions dare to imposertthways within the limits of Lord
Soth's land, each has been trying to convincedtiee bf giving them a small place to call their
own to build a temple. Soth has responded by slgiyinse who even dared ask him such a
rediculous thing. Thakisis is here to stay... dredlves are not interested in human religion
anyways... If Mikhael gets enough power from thar ywhe might go after the elves, whom he
feels are evil and dark fearies who come from tnd&ebt side of the afterlife.

-Falkovnia Drakov's men are officialy hunting down anyonsaasated with this holy war
business and dares enter into Falkovnian territarfact, they are very suspicious of anyone
showing signs of particularly strong attachemerthtothree faiths in question (i.e. clearly
waving a holy symbol around, praying openly...).

-The Eternal OrdefThis faith hasn't been able to do much in rebéstbry outside of Darkon.
The Kargat's influence outside of Darkon hasn'nlbs®id enough to compete with the strongest
faith in a given domain. The Northern core is dglglpportive of Ezra, whereas the south is
mostly going into the hands of Diamabel and UhklkBvnia and Kartakass are the only really
neutral domains, with Barovia being partly neutha¢ to Strahd's influence in his domain.

-The Nocturnal Sea domaingleredoth isn't concerned with all this, and astfie islands, well
it's still mostly Ezra, but Uhlo has been gainimgpplarity.

-Nosos Malus Sceleris has a lot to smile about thess,dag timber companies in the core are
making a lot of money off of this. All three faitkensume a lot of wood to build and repair their
temples and such. Also, the coal produced in N@sbsing exported to the core to be used by
the faiths for many purposes, including powerireagtboats for those trips along the rivers.

-Rokushima TaiyooXavier, an anchorite trying to convert the inhabts of these oriental
islands, is trying to double his efforts at conwvegtthe people of the north eastern torment, in a
symbolic gesture. He plans to go to other islandsptead the word of Ezra.

-The northern core lord3hey are not happy with all this. They are afrididt the populations
might start fighting and therefor leave the domaiesk against a possible attack by Drakov.
The Brain in Dementlieu is also worried about thist feels that this is the perfect time to try for
a little takeover. Louise Renier is planning soregtsimilar herself... Darkon remains aloof
from all this, the population safely staying wittetEternal Order, although Uhlo has had some
success in small villages. The respect of the teaty popular in Darkon made Uhlo's faith
easy to assimilate.

-Tepest this is Ezra's territory. Tepesti want nothingltowith the other religions and feel that
Ezra will banish these blasphemers before long.Tiiree Hags care little for what happens,
except that it may mean less food for them.

-Southern lordsMost are cautious but are confident that thén&will break it up eventually and
reach a status quo. At worst, they are preparaditence the outcome so that the status quo is
maintained.



-Nidalia: Elenia Faith-Hold has some contact with the teosipe sent and is pleased to hear that
her faith is represented even in such a far awagepIShe believes Ezra to be a simple cultural
reference, and as far as she knows, the differdret@geen anchorites and her faith are non-
existant.

-Sri Rajt Business as usual... unless that Marilith pratentb be Kali spreads her ways to the
core and make the battle a four way war.

-Strahd he is not talking to the southern lords, he fé#glik and Malken are mad, Harkon is
weak, Urik is dumb and shortsighted, Drakov ishtmdthirsty for his own good, Gabrielle
Aderre is an untrustworthy Vistani wench and her seeds some time before he can be any
kind of force. Basically, no one is worth much ahanything should happen, his domain will
remain stable, silly mortal priests cannot alterd®& as they wish, those who try will get what
they deserve...

Possible causes of the war and important events:

e The Imperial Throne of the Faithledord Samoth's group of fanatical atheists hasbee
terrorizing the core for quite some time. Theylaebind many of the misunderstandings
between the faiths. Samoth has had members oftigp dorge documents and give out
false rumours in an effort to start a war betwdenfaiths. This, he hopes, will weaken
them all so he can take over and impose his grimwerld order.

e Murder of Brother A'lil of Dimamabel's troups by anchorite assassin in Egertus
(actually a member of the ITotF in disguise whanptal some false clues leading to the
CoE).

e Desecration of a number of minor temples of Bandaalan by some members of the
church of Ezra (they were young, angry priest$efltE branch). This lead to Hazlik's
strong and vocal opposition to any religion thatlbes not approve of.

e A skirmish between priests of Uhlo and those ofniahel in the middle of a small
northern Barovian village. No deaths or injuriest imuch friction.

e Lynching of Dimamabel's priests by anti-Diamabedgants still swearing allegiance to
Ezra in many small villages of Nova Vaasa (Trigteregaard had his hands full with
this one). Malken killed some reported member$eflynch mobs, murder was blamed
on the followers of Diamabel.

e Vallachan was called primitive by Mikhael during@eech in Hazlan.

e A small underground temple of Uhlo is found withinns in Pont-a-Museau in
Richemulot, Ezra's church is said to be greatlgrded by this heresy. Same thing
happens in Dementlieu three weeks later. PriedEzaf say the faith of Uhlo is a slap in
the face of Ezra's greatness.

e Levkarest makes the practice of any religion beslkigra, illegal.

e Some adventurers discover that many official dogumef the three religions have been
tampered with, especially those of Ezra's churtie three faiths point the finger at each
other. Former members of Nidalia's church actusdly that this outrage will result in
severe punishment by Ezra's hand... shades of Ekattahold...




e Nocturnal raids upon a church of Ezra in Nova Vdasthe priests of Diamabel. The
ITotF burn down the church afterwards.

e Same thing happens to a church of the Morninglordiaki.

e Unofficialy, the three faiths have declared warmjpach other... Samoth is happy...

Author's Note:
Mikael was based upon a real life figure, one efrtiost horrible man Québec has ever known,

Maurice Duplessis. The man tried to ban all religidut Christian faith, tried to isolate Québec
from the world resulting in Québec being nearlyyg@rs late compared to other provinces and
the U.S. . Blatantly racist and a master at palitimkering (messing with the voter's mind by
promising them personnal gifts for a vote for hind ahreats of violence against those who

didn't).

Asplagis



10ride

By R. Sweeney

Summary: The antagonist, a vain man, strives ligsggal perfection and nearly preaches racist
dogma (during life). Age begins to advance upon, l@nd the man grows fearful of loosing his
playboy lifestyle. Obsessed with physical beaugytries to maintain his beauty at all costs. Sadly,
a terrible accident scars him and he wallows irpdes

Seeking to restore his beauty, he commits darkesiagainst his brother.. for which he is
blessed/cursed by the dark powers. During thisge®chis body is transformed in hideous ways.
With the aid of a spirit, the Lord manages to restus beauty by inflicting his deformations on his
captive brother.

The players are drawn into the scenario when tjig' 'brother escapes and 'kidnaps' the Lord's
bride. She is also physically beautiful, but vdihe ugly brother knows that the Lord 'needs' a new
beautiful victim to regain his beauty when the niotes appear again. He is trying to protect her.
She, despite all reason, grows to love him. The &€sharged with rescuing her from the 'Beast'.

The players quite possibly kill the beast and rethe woman to the vain lord. This would be sad,
for they will have judged the man by his exteramd slew the wrong 'beast'. Still, several months
later, they may happen to find a lab assistantodisyy of a twisted body.. and learn what happened
to the blushing bride under her master's care.

Long:

Sir Geoffrey Goodwall plied his trade as a skiltailor at 3254 Primrose Blvd. No shortage of
lady-friends did this fine young man suffer, foreey lady would, at one point or another, visit his
fine shop and beg him to employ his grand skilitaft the most exquisite garments in the province.

Well known the locals, his reputation asserted His hands bore a seemingly mystical skill with
cloth, needle, and thread. None other could mételguality of garments produced by his person.
His wares fetched exorbitant prices.... Allowingd@wall to assume some manner of station in
society.

Goodwall proved to be a proud man, dressing Hinrséhe finest of his own productions and
taking meticulous care with his personal groomind ehoice of society friends. The man and his
clothes seemed to match well, for his face was @ntloe most handsome. Many a lady begged his
favor, quite a few received it.

Thus did Goodwall, with good fortune in businagssl good help in his shop manage the life of a
playboy in the town elite. Occasionally, we he ssitkd, he would fashion the gowns and dresses
himself, but more often now he left such meniaks$a® his qualified help. He, on the other hand,
oversaw all aspects of design and purchasing.

His twin, Derrick, shared Geoffrey's fortune withsiness and ladies, but he held lesser
aspirations and preferred to make his living ugandtage and in screen writing as well. Derrick
was as dashing a figure has his brother, but rexfynas vain, easier to talk to, and not nearly as
wealthy. Actors were, after all, a poor lot. Butrbek enjoyed life nonetheless.



As time moved ever forward, Derrick assumed tldergparts in the screen plays, but mostly
settled for writing for the theater. He enjoyed wark as much as acting and no longer had to
worry that a wrinkle or bit of gray hair would sphis career.

Geoffrey, however, did not take to aging so we#.had enjoyed his time as the dream of the
daughters of the elite. With age, he faced onlypidle prospect of being a respected, but old,
business man.

He tried every manner of folk cure to restorelt@s, his youth, and his status. Slowly, but surely
it fell apart. Various books on alchemy he studiedking a ‘cure’ for the very natural condition of
aging. He became convinced that people were pgitirt his sagging gut, his fading hair, his
wrinkled face as he made his way in society events.

Late one night, there came a knocking at the ddlarmed, he froze in bed and chose not to answer
the summons. Yet still, came the knocking on ther dmtil Geoffrey feared he could stand it no
longer. With great trepidation, he slowly madew&y to the door and opening it found nothing
there but for an ancient tome on the doorstep.

Upon reading this tome.. a tome normally devotetthéocreation of those monstrosities, golems,
Geoffrey became convinced that he could use thevlauge contained in this tome to surgically
improve his looks. He began the legally perilousknaf anatomically dissecting the dead. His
looted cadavers, however, only showed him thaotthé work he intended, he would need some
form of living tissue to work with.

He began his dark path by seducing a poor streiétwith the promise of warm food and shelter in
return for implied carnal knowledge. The streethanp reluctantly agreed and became his first
living test subject.

This young boy remained alive for several week®siteehis usefulness to Geoffrey ended, and he
was permitted to die.

Geoffrey had learned, however, several secret $teyerds the improvement of his various sagging
body ailments and thirsted for still more of thisldidden knowledge. Working away at several
alchemical preparations, Geoffrey felt light headadd woozy.. Trying to get up to open a
window, Geoffrey cursed his own foolishness atmaking sure the ventilation was sufficient for
his delicate work. Dizzy, he tripped, and fell.tBes, vials, and various instruments shattered to
the ground.

He awoke several minutes later with a painful semsan his cheek.

Alarmed he ran to a wash basin and washed offtbeicals, but it was by far too late. A look in
the mirror revealed a wound that would surely bee@andreadful scar. He rages at himself, in his
pursuit of youth, he had cursed himself with thisity. Long moments he looked in the mirror..
as if pondering whether he should quit.. or wonagif he was beyond the point of no return on
this venture.

In the end, he decided to graft a piece of skirr tve injured part.. but for this he would need
another victim. Out into the streets he went onoeento find a street-urchin, but finding none, he
managed to secure the services of a common hobhisrpoor creature, driven by necessity into
the trade just recently could not have expectedvitieome Geoffrey intended for her. Her last
pleas for mercy told Geoffrey of her poor chile'shleft at home while she sought to get food for
them any way she could.



Geoffrey either chose not to hear her.. or didarecSomewhere, somebody's mother never came
home.

Pouring over the tome in a desperate attempt todigut how to graft the tissue, Geoffrey paused
to look in the mirror and mark the size and aréssiue he needed to cover in order to conceal his
would from the laboratory acid As he intently exaed himself, he saw and almost imperceptible
quiver in the glass. Looking, watching for it tgpeat, he eventually began to see some faint outline
in the surface of the looking glass.

The ghostly reflection spoke to him.. and profedseloeing something of an expert in the Arts
Geoffrey has begun to study. After much discussiith this ghost, Geoffrey learned that this
being was the author of the very book he had speamty hours pouring over. Geoffrey complained
that many sections of the book had been destroy¢kedprevious owner's ill care. The apparition
replied that the segments lost could be replaced. #egan to fade from view.

Geoffrey begged the apparition to come back, bth ws fading words, it answered "The blood of
those that die on thy table commands me forth filmemmirror. Choose carefully should thee wish
to hear of me again, for my secrets are dark armidden to men. You have been warned."

Warned he was, but care he did not. He worked ercdnpse upon his table.. carefully excising the
proper amount of the young woman's delicate faial. Tediously, meticulously, he sowed the
skin onto his face in place of his own woundedugs<Carefully, he covered the newly sewn skin
with gauze and investigated the mysteries of thaklvath the remainder of the corpse left to him.

Soon, however, the stress of puzzling out the mjgssections of the text became too much for him..
and he longed for an easier way.. a quicker way.

Thinking back, he remembered the apparition imtiireor. Shortly thereafter a young girl
disappeared from her backyard and was lain out GeEwffrey's table. Again the apparition
appeared and coached him in the ways arcane dnidden. Upon the end of its time, the specter
warned Geoffrey again.. "The blood of those thatati thy table.."

The next day, Geoffrey awoke alarmed. His hand upsside revealed a scaly callused patch of
skin. Warty, unsightly and misshapen. He frowned.

Still, he knew that this would be only a minor neatio fix, now that he knew the secrets of grafting
skin.

(Hint: The ability to summon forth the apparitiomsvthe granted power of a failed powercheck.
The negative side effect is a wound or scar on fB®g$ person. This scar can be healed by this
skin grafting technique, but it reappears withia 8ays afterwards.. simply in a different locat)on.

As time (and victims) marched onward. Geoffrey grewkill with his baleful profession, but also

in curses. The fingers of his hands had grown qugke and dexterous.. but they had also become
thin, emaciate, and unhealthy looking. Dark pukm@ins oozed with blood visibly under the thin

pale skin. The bones and tendons could be cleady.He had to take to wearing gloves to hide

this affliction when in public. Even the skin gmftidn't help for long.

Derrick, meanwhile, remained content with his podifestyle as a playwright and had managed to
amass some respect in society for the detailedspiaycreated. He continually invited Geoffrey to
his debuts, but was often, if not always, turnedmlo Geoffrey's studies left him little time for
such fanciful pastimes.



As fate would have it, one day he had decided tgoplay with a prospective love interest of his.
This young thing laughed and enjoyed the perforrmamemensely. At the end, the playwright was
honored and she uttered compliments on how dastndglebonair he looked, stately and refined
with his slightly graying hair. Geoffrey simmerttht he should have to work so hard to stave off
the signs of age, while his brother gained onlypgaition and respect with his aging.

Back at his studies later he worked upon the coopbés latest date. The spirit of the mirror came

to life gain. Geoffrey complained loudly and lomgthe spirit about his many scars, lacerations, and
blemishes that kept appearing every couple of sidhte spirit sadly told him, "You are
accumulating too much dark vitae in your bloodu youst remove it and replace it with the healthy
vitae of another person. In doing so, your afftio8 shall be passed on to them and you shall be
renewed."

Geoffrey, of course, had a perfect victim in mind..

Effects: Geoffrey and the spirit invented a machinech like a modern dialysis unit. (But utilizing
necromancy magic). They would drain the blood frame patient.. distill it.. and pump it into the
other. On one side, a tube from Geoffrey would patesthe machine. On the other, a tube from
Derrick. Inside the machine, the contraption renaote pure vitae from Derrick's blood and
purged the corrupt vitae from Geoffrey's own liigid. Derrick, now a prisoner of his brother,
became burdened with the physical manifestatiofgsabrother's crimes. Geoffrey continued to
enjoy several benefits of his dark powers.

Geoffrey:

Spirit Advisor (mirror, conditions stated above §@erity 25 with hand/manual dexterity tasks. As
well as all tasks directly involving needles orlpets Specialist skill with the surgical scalpel-3
pts of damage +1 to hit / +2 damage. (THACO astéighf same level.) Rate of Attack: 4/r.
Dex to melee to hit added to Melee attacks withsitedpel.
Blighted touch.. drain 1-4 pt Chr per touch at will

Appears to be permanent but 'regeneration’ heals.

Class: Archanist

Level: 10th
Spells used (Through scalpel..)
Chill Touch,

Spectral Hand (scalpel 'flies")
Vamperic Touch
Enervation (only targets touched by scalpel in anand.. up to 4).
Animate Dead -- Touch
(only victims slain on his table and only for Irlevel.
However, victim is continually affected by AniteeDead.
As soon as they fall... reanimating unless ptajisi destroyed entirely.)

Special benefits:
In return for his limited spell selection, he aa@st 3 x more spells than a normal
necromancer of his level.



Derrick:

Curses: Claws, teeth, horns, scaly hide, taigsi hunched back, club foot.
Resulting powers:  Damage 1-4, 1-4, AC 5, 1-2,@ly(none), Jump 15' up 30' forward.
+ move 15" on all fours.

Class: Bard 10th (Enchantment spells only)

Geoffrey has neared the end of his ability to diémrick and has started courting Amanda, a
beautiful young woman. Derrick hears Geoffrey cdasng using her with the dreadful machine..
or for skin grafts.

Appalled, he renews his efforts to break free arehks away.

Derrick will kidnap the woman trying to save hé&eoffrey will hire the PCs to recapture her. She
will have fallen in love with the "Beast" but th€PB will have seen the beast use enchantment spells
to protect himself..

thus suspect magic is at work. They may not reaiigé it's too late that the "Beast" wasn't a heas
inside.

If returned to Geoffrey, Amanda will eventually bged for experiments and vitae draining. A
disfigured corpse will eventually be disposed oftia alley.

Notes: The Machine can only be used on one wipurg 'and good' thus most people Geoffrey
hooks up to the machine fail to work. Only Amandd &is brother have worked thus far, but
anyone Geoffrey grows fond of will work.

The 'spirit' is Geoffrey's remaining humanity..rsed to watch the sad remains of himself struggle
to avoid the rigors of age... and his curse. Thet$p bound to obey Geoffrey and provide
information he requests (info granted by the DPs.)

If Geoffrey is ever destroyed an Imp will steal timok and carry it off to it's true creator, Simrd

of the Seven Isles.

Geoffrey is proposed as a possible Incarnationvidf Be could be either, Envy or Pride.

(Depending on what parts you wish to play up inHissory.)

Robert Sweeney



The Town of Evil

By Jonathan Philpot,
with Special thanks to:
Nick Rice, Nothri, and the members of the Ravari$cussion List

This is a Ravenloft Adventure for 3 or 4 mid-lecbbracters (adjust as needed)
with a variety of character classes. The adventuset in the town of Della Mirandola,
and partly in the nearby village of Tillich. Theéwenture starts with the heroes stopping
to rest in Tillich, where a young girl who begsrhe& search for her brother approaches
them.

| apologize now for those lusting after game stia8s | usually do those off the
cuff, depending on how the characters are doinghats the way everything is presented
here.

And so it begins....

As the tired and weary heroes walk slowly through gtreets of Tillich, they find
themselves on the receiving end of hostile, diftigstares. Women grab their children
and walk swiftly into their houses, slamming the@dwith grim finality. The men cast
hostile glances and then look down, muttering ag tleturn to their work. Tillich does
not seem to be a friendly place.

[Most natives of Tillich will not speak to the PGsthe PCs attempt to detain a local
and make him talk, they will notice a small mobrfg. If they persist in their behavior,
the mob starts throwing rocks. The idea is to edaem off, not kill them, so adjust the
strength of the mob as necessary. Under no cirtamaes should they get a friendly
reaction from anyone except Moira or the tall lamkgn]

Just when the heroes can take no more of the opaility, a tall, lanky farmer
stops in front of them. "You'll be lookin' for then?"

The heroes nod. "Down the street and around tireeco You'll want to be in
after dark. Folks don't like strangers, and itlddue dangerous after dark." The farmer's
face splits into an evil leer, "and we certainlyuln't want anything bad to happen to
our visitors now would we?"

[Do whatever is necessary to get the PCs to go ¢imetinn. Once there they can eat
and get rooms. While they are eating, Moira apjoices]

After the heroes have located the inn, imaginagimelmed The Tillich Inn, they
go in and occupy one of the booths. In the inaythre greeted with suspicious stares
followed by feigned indifference. The bartendenself comes from around the bar to
take their order.



As the heroes finish eating, one of them noticas ahyoung woman is staring at
them with burning intensity.

[The young woman is Moira Eliot, a local woman whiosgher is missing. If the PCs
address her in any semi-respectable way, shetwibge them to find her lost brother
Paul]

One of the heroes gives the woman a tentative .h&lkaling to return it, she none
the less immediately starts to speak. "I heartetivere mercenaries in town. Don't say
you're not mercenaries, because | know you ares Wander around and fight things for
money, and that's mercenaries, and that's yaigbt money, and | want to pay you to
fight things, specifically the things that have brgther."

Moira pretty much won't take no for an answer, \Whsbouldn't be a problem
anyway if the heroes are worth their salt. Oneg'the agreed to find her brother, she
explains that he went to Della Mirandola to try &y a good horse, and possibly some
silk for her to make a dress. That was four days and she expected him back on the
second day, if not the first.

[If the PCs ask about money, Moira has a small giiimall she has). If they demand
more, she offers them the money that Paul tookwiith which they will only get if they
can find him].

With Moira as an escort, the whole face of the t@lvanges. She makes
introductions at each store the heroes visit, apgesiores that were closed and lowering
prices that seemed unnaturally high. On theirreta the end the heroes find that their
meal is free, and so is their rooms. Of courserdfioforms them, they are expected to
leave in the morning.

For the short trip they were expecting, the hefoesthe trip to be unnaturally
long. Despite their best effort, they arrive atl®dirandola well after nightfall. As
they approach the Town Square, they see the oglogeof several large bonfires,
dancing in time to a rhythmic chanting of an aliengue.

[Stress the ominous and alien nature of this scekeep the PCs from charging]in.

When the heroes decide to hide and watch, thethse@lmost the entire town is
gathered in the square, and many seem to be wesying form of ceremonial robe. As
they chant, the townspeople dance around an eraddigure in the center of a large
raised altar. Soon the music increases in temgdlanvillagers seem to be in frenzy.

As the music gets faster and faster, one of the@speople screams, and climbs on to the
altar/stage. Seizing a long ceremonial daggebdgins to carve himself, screaming and
chanting all the while. As chunks of flesh falbyin his body, the surrounding
townspeople seize them up, hungrily devouring th@'sraw flesh. With a final scream



of ecstasy the man plunges the dagger into hisithfalling to the feet of the emaciated
figure, who immediately begins to lap at the blgodhing from the terrible wound.

[Fear and horror checks all around. If the heroemain hidden, they may notice that
the emaciated figure is not so emaciated at thistpdn fact, instead of looking like a

dry withered husk, he appears to be a very old m&iith help, he gets up and leaves the
stage. Observant PCs will notice that it is thginibefore the full moon. Smart players
will wait until morning before exploring the towtf. they don't wait, and insist on
entering the town immediately, they will find thadst people seem somewhat confused.
No one will talk to them, and all will hurry homs quickly as possible. There is no sign
of the priest or the emaciated figure.

Della Mirandola

There are things happening in Della Mirandolais i true town, somewhat large,
and somewhat modern, at least by comparison toelggboring village of Tillich.
When the heroes enter the town, it is just afterisa. The town is surprisingly active.
People are friendly, smiling and waving to one aegtand everyone seems to be in
good cheer. Even the heroes find themselves tigieats of a few friendly nods.

About the Town

Looking around town, the heroes will find a largarketplace, set up in the
middle of the Town Square where the altar was thktiefore. Looking closely, they
might find blood stains on the cobblestones, bes¢hare hard to spot, as they are in the
pen where the livestock is kept.

Also in the town is an old church. It is obviouskry ancient, and it has a certain
air of mystery, making the heroes uncertain ashether it has been abandoned or not.
Near the church is a smithy; just down the roaa ssnall tavern, Elaina's Peace.

[At this point there are several things the PCs mdgh If they find the bloodstains and
start asking questions, the townspeople will tetih that it's from the slaughter of the
livestock. If they should mention what they saawright before, the villagers will give
them a somewhat suspicious stare, then tell thesnghould talk to Roland. That
particular villager will tell them no more. It Ehen up to them to find Roland.

If they don't find or mention the bloodstains, tisly probably investigate the church or
the inn. No one at either place will admit to kmaogvPaul Eliot. If the PCs investigate
the church, they will find that it appears long aldaned, although with recent signs of
use. If they remain in the church for more thaew rounds they will be approached by
a man in priestly garb who introduces himself ataRd. Observant PCs might notice
occasional glimpses of tattoos that emerge evepften from Roland's sleeves and
collar. If the PCs ask Roland about Paul Eliot, peed toEncountering Roland.

Anyone else asked about Paul Eliot will give thesRGlightly funny look, then say that
they don't know him.



If the PCs just go to the inn and ask no questitres; will be allowed to wander the
town freely until it's time for the evening medlwdnich time a stable boy from the inn
will summon them for dinner. The PC's food isegiwith a powerful drug that will
make them sleep the whole night through. If tlheyehow manage to stay awake, they
will see a repeat of last night's scene, excegttilme the old man will become even
younger, appearing middle aged. If the PCs doanage to avoid the drug, tell them
about it as a drear.

The Truth about Roland

Roland was once just a normal carpenter, involneitié restoration of the old
church. While restoring the bedroom of one ofdbelytes, he found a loose stone in the
wall, poorly mortared in. Inside he found a diand a large, ancient book, covered with
mysterious inscriptions. Because Della Mirandslaamething of an enlightened town,
many people know how to read, including Roland. eWhe got home he immediately
started reading the diary, and discovered thatldgriged to Raymond Spivy, a former
acolyte of the church. From the diary Roland ledrthat Spivy had discovered the
secrets of immortality, and that the secret wasainad somewhere within the great
book (The Gathering Book), that Roland had fouhdaddition to that, Spivy left
instructions for anyone finding the diary on howbting him back from "the places
between" should someone want help translating dloé&.b It was these instructions that
Roland set out to follow.

The first thing Roland had to find was Spivy's bodye searched the church
graveyard, but could find no stone marked with gimame. Finally, as he continued to
restore the church, he found a small crypt, acbkssnly through the basement, which
contained the remains of all the priests and aeslwitho fell in the service of the church.
In the crypt Roland found Spivy's remains.

Following the instructions in the diary, Roland readpowder from Spivy's
remains, and then performed a blood ritual ovezehmights, at the time of the full moon.
Despite the sacrilege, Roland performed the ritmathe church's altar. In addition,
because of his squeamishness, he used the bl@darsfimal instead of that of a person.
Because of the blood (the altar may have also bagkthing to do with it), Spivy
materialized as less than whole. He appearediag desiccated husk, barely able to
move or speak. None the less, he soon becamastrasith the help of Roland. In
return for his aid, the still skeletal Spivy tutdr@oland in the black arts, and helped him
to translate the Gathering Book. It is this tratish which has slowly transformed
Roland.

Roland was a shy man, very quiet, and not very [aoputh the villagers. As
Roland learned more and more, it seemed that eneryecame entranced by an aura of
power that came off of him. When he spoke, pebiglened. At first it was little things,
and then, as Roland's power grew, he found thabtlespeople would do anything he
commanded. By the time Roland attained this lefplower, small tattoos started



appearing on various parts of his body. In additmtheir appearance, when not
watched, the tattoos change shape and size, ancseeen to move.

Right now Roland has bewitched the townspeoplehetping him restore Spivy
completely. Because the ritual can only be peréatrover the three days of the full
moon, it has been a full month since Spivy waserhisThe PCs witnessed the first night
of Roland's efforts to restore Spivy when theywadiat Della Mirandola. Whether the
ritual is completed or not is up to them.

What Happened to Paul Eliot?

At this point, the PCs know nothing about Spivytle purpose of the moonlit
rituals. They may or may not have encountered iblalthough once they start asking
guestions about Paul, he will appear almost imntelgia It's important to note that
witnessing the ritual has made the PCs immune tarféts charm. Also immune are any
townspeople that wear a holy symbol of the chuhett Roland desecrated. These people
mainly consist of a few old women and one inexpexgg cleric, but they will help the
PCs discreetly if they can.

But the question remains "what happened to PaB&Ul was in town when
Roland bewitched the town. He too is charmed,l@dg from out of town, has been
selected as Roland's special assistant, mostlyubed®e's expendable. Roland is
grooming him to be the last victim consumed in $isivite of restoration. Paul believes
that he is undergoing special preparation for fthesthood,” unknowingly preparing
himself so that his vitality may be consumed.

For the most part, Paul remains locked in the upperof the church. Even if the
PCs somehow find him, he will refuse to leavethdy try to kidnap him, he will raise
such a ruckus that Roland will arrive with sevetifihgers almost instantly. If the PCs
attempt to talk with Paul, he will explain with ge his role in the ritual. If the PCs can
somehow dispel the charm, (by putting a holy syndosohim or charming him
themselves), Paul will admit that he is scared, lmdoesn't think he can get out of the
mess that he's into.

Encountering Roland

When the PCs encounter Roland, whether it be ichliech or after they have
been inquiring about Paul, they will find him dredsas a priest, and (as previously
mentioned) might be rewarded with an occasionahgge of a tattoo peeking from under
his robes. After Roland introduces himself, hd iNite the PCs to walk with him
through the town. As they walk, Roland greets goee that they pass, sometimes
giving orders rather harshly. If they question limthis, he explains that "now is an
important time for the church, what with its restoon and all.”

If the PCs question him about Paul, he will teirththat he has become a man of
the cloth, and is sequestered in private prayexth&y walk, Roland is trying to charm



them. If they appear to accept his explanatioRafl's whereabouts, he will believe that
he succeeded.

The Meeting with Merriam O'Connor

As the PCs continue to walk with Roland, he corgmto greet everyone that they
come across, including a little old woman thatriskly sweeping her walk. When he
speaks to her, she gives a curt "Good-day FathiemBpnice seeing you," and scurries
back inside. Intelligent PCs note that she seeshadst afraid.

The Truth about Merriam

The truth is that Merriam is afraid of Roland. @ndher clothes she wears a small
holy symbol, the same as that of the now-defilegrct, and is not charmed by him. In
addition to the ritual last night, Merriam has sé&sunnatural way that the townspeople
obey Roland. She is also hiding the cleric of¢herch who came to Della Mirandola to
sponsor the church's restoration. Both of themft@aheir lives. If the PCs return to
talk to Merriam privately, they must somehow prdivat they are not one of Roland's
thralls. [Explaining that they want to save Paul would beoadyway} If they can do so,
she will introduce them to the cleric, and giventhwhat information she has.

Information that Merriam might reveal includes Pauhereabouts. Specifically,
she will report his status as a member of the salfing, "He's gone over to the purple
robe." If asked about the purple robe, she expltiat it's an old wives tale, and that
"going over to the purple robe," means following thays of evil. For more
information, sed he Legend of the Purple Robgd Merriam will also tell the PCs about
the diary Roland found. She doesn't know whatig lut she saw him reading it several
times before the recent trouble started. Shelaisw/s of a few of the townsfolk who
have not been charmed, including George Willis ttiven smith. Although they don't
know for sure, Merriam and the cleric, Father Occamspect (correctly) that the holy
symbol is what protects those who are not charniBafore the PCs leave, he will give
them each a small holy symbol, and an extra onP&oit. He will also bless their
weapons if they ask.BJessed weapons give them a +1 bonus to hit boldndand

Spivy.
What Now?
At this point in the adventure, | have to ask, "mhaw?" Unfortunately, | can't
tell you that. There's no telling what the PCd dd. | can only write what | think they
will do, and you'll have to improvise dependinghmw it all comes out.

The Games PCs Play

Here's what | think they might do:



Smart players might try to break into the churckearch of Roland's diary.
While it's a good idea (and certainly worth an X#aed), the diary will not be of much
use, as it is in a language foreign to the PC¢hely somehow translate it, (read magic,
etc.), they will discover that there is a countemsnoning spell that would return Spivy
to "the places between." Unfortunately, the riigahuch like the original, and no good
PC would have any part of it.

Another thing they may try is to break into the tuand rescue Paul, assuming
that they can get the holy symbol on him and géwethout getting caught.

They also might try to keep up the act of beingctea, with the hope of going to
the ceremony and rescuing Paul then.

OR they could do something else entirely.
Solutions with Problems
Here's what | think will happen if they do somethpredictable:

If they try to break in and free Paul, let themhé&M they put the holy symbol on
him, he will come to his senses, admit to beingfted, and agree to go with them. As
the DM, you have several options at this point.uould let them escape with Paul.
That would effectively end the adventure, altholegtving a town in the thrall of an evil
sorcerer might be considered by some to be araewilOr, if they think of it, Paul will
agree to play along until the ritual, pretendindpéocharmed like everyone else, with the
understanding that the PCs will rescue him durivegderemony.

Of course you could always let them put the holylsgl on him, and be captured
while trying to escape.

Or, if you want to make it really hard for them uPhimself could fight them as
they try to make him put the holy symbol on. Twizuld also probably lead to their
capture, although Paul would not be free of theroha this case.

If the PCs get captured, proceedCtaptured!

If the PCs escape with Paul, Spivy will be unabledmplete the ritual. He will
have to wait another month and start the wholegtbiver. This could give the PCs time
to get back to Tillich, and possibly raise a smpaltse to free Della Mirandola. How this
works out is up to you.

If any of the other possible outcomes come to gasgeed td he Final Ritual.

If they don't try and make contact with Paul, amstead continue their charade
and go to the ceremony, proceedte Final Ritual.



If they do something unpredictable, you are on yawn.
Captured!

If the heroes are captured, Roland has them tiezhdgkept in an abandoned
building to await the ritual. He plans to add thessences to Paul's, making him more
powerful than before. Unfortunately for him, Ma@am has other plans.

Just before nightfall, Merriam, accompanied by Eatbhccam and George Willis,
will come to rescue the PCs. She and her companiihtouch the PCs guards with
their holy symbols, freeing their minds. Then thelf release the PCs.If[the PCs
managed to get hurt while getting captured, youadose the two guards as extra muscle
if needed

The Final Ritual

Again, | have to stress that | can only guess w®PCs will do. This is written
with the idea that they will try to grab Paul dyyitihe ritual. It shouldn't matter whether
he is a willing participant or not. If the playeatscide to do something else... you're on
your own.

For the final ritual, a stage has once again beensin the middle of the town.
Several woodpiles are prepared for the bonfireotoe. A small building, scarcely more
than a shack, has been erected at the far ené stalye. On the stage itself, a large
pentagram decorates the floor.

When the ritual begins, the fires are lit, and feple-robed figures climb onto
the stage. Almost immediately, the alien chantiagins. Roland emerges from the
darkness, followed by Paul, both of them wearipgigle robe. Spivy follows slightly
behind them, his robe is bright white. Slowly tlafiynb onto the stage and move to the
center of the pentagram. The five purple-robedstsds each take a position inside the
pentagram at one of the points.

With a guttural moan, Roland starts the chant. fileepurple robed assistants
join in. Paul stands there looking somewhat caedus

[One way or another the PCs should be free at tbistp They should be ready to
charge the stage. When they attack, they wilhideri a few surprises. If they try missile
fire, they will find that the pentagram blocks matirmal missiles. Likewise, magical
missiles or attacks can hit no one inside the eitghless the caster is standing on the
stage}

As the townsfolk begin to chant, the lines of tleagagram flare with unholy
light. Spivy moves to the center and begins tontkath Roland. Paul begins to look
frightened.



[At this point, if the PCs do nothing, Paul's lifeeegy will be consumed and Spivy will
be restored. If they're heroes of any calibreyth®n't let this happeh

With a shout, the heroes storm the stage. Spiassraith anger. Immediately,
Roland grabs Paul and drags him into the smaltimglat the end of the stage. Two of
the purple robed assistants turn and follow. Skiinting, Spivy and the other assistants
turn and face the PCs.

As the PCs attack, Spivy makes an arcane gestum@ediately the lines of the
circle flare even brighter than before and thedghrmmaining assistants begin
transforming into horrible monstrosities.

[Make this encounter as tough as it needs to berel$hould be a good chance that the
PCs might fail, on the other hand, they should revequal chance of success. | suggest
having Spivy and all three of the assistants haweesform of magical attack, (Spivy of
course uses spells). In addition, the three chdragsistants should be physically
tougher than Spivy, who is physically weak. Howgtois up to you

The battle rages on for what seems like forevdre fhree creatures attack with
spells as well as with tooth and claw. It looksrgfor the heroes until one of them
manages a lucky blow on Spivy. With a deft slit¢he sword, the hero cuts a ragged
gash across Spivy's throat. As Spivy's corpsesdimithe ground, there is a bright flash
of magical light. For just a second, a blue tatike glyph appeared in the air above
Spivy, then it was gone.

Before the heroes can investigate the glyph, three@ing creatures let out unholy
screams. With Spivy gone, their magic consumes th&heir howls seem to linger as
their bodies are consumed in flame. Strangelyr tbbes remain unharmed.

[At this point, don't let the PCs forget about Phul.

As the howls of the creatures fade away, our heboest through the door of the
shack. As the door splinters, they find Rolandditag over Paul, almost as if he had just
released him from a deep passionate kiss. Asdfraeh storm into the room, Paul falls
weakly to his knees. "Help me," he begs feeblpteeslowly toppling face first onto the
floor.

The remaining two of Spivy's purple robed assistambve to attack as Roland
makes strange clawing gestures at the party wpisming and closing his mouth in a
mute parody of speech.

The heroes fight valiantly, and soon the evil maayesno more. Despite their
best efforts, Paul drifts in and out of consciossn®nly once waking enough to speak.
"Take me home," he mumbled before once again gabeck into unconsciousness.



Back in Tillich, Paul recovers quickly. The whatevn expresses it's gratitude,
and Moira rewards them with a small sum of mongy & lot to her).

Aftermath
What Really Happened

The joke's on the PCs. Unbeknownst to Rolandiatisos weren't a symbol of
his growing power, they were a "safety net" forngpiWhen Spivy was killed on stage,
his essence (soul if you want to call it that) pthsed Roland's. Anyone examining
Roland's body will find that the tattoos are gotusing the newfound strength of
Roland's body, Spivy transferred his essence ogaig athis time in to Paul. Paul was
displaced in to Roland, and Roland was the one dud on stage.

When the PCs burst in to the shack, they saw Rayfdr help, then fall to the
floor. What they really saw was Spivy in Paul'slpodoing his best to trick them. When
they saw Spivy mouthing words and clawing thewlrat they really saw was Paul,
trying to overcome the shock of the transfer atidiem what happened.

So, in summary, the PCs killed Paul, and not oatySpivy free, but delivered
him to a whole new town in which he can work hig.e{ told you there'd be a sequel.)

What Happened to Della Mirandola?

Della Mirandola is now something of a ghost towll of the inhabitants who
actually ate the flesh of another were driven nasdyvere many that participated in the
rituals at all. Most of the normal people movedgwsome to Tillich, some elsewhere,
although a very few did stay in Della Mirandolané>such person is the cleric who
commissioned the restoration of the church to bagiin. He feels somewhat
responsible, and has dedicated himself to carinthfise whose minds were broken by
the experience.

Last But Not Least
The Legend of the Purple Robe

This is just a legend meant to throw the PCs t%.only meant to be a red
herring, but you can turn it into an adventure hdglou so desire.

The original ruler of Della Mirandola was a wizavtio called himself Saint
Andreas. No one knew why, as he claimed no ralg@ffiliation, and was also
something of a tyrant. He ruled through fear ardd, his main henchmen being five
very potent mages. All of them, Andreas includedre the purple robe. As some of the
wizards were native to the town, and were not kntwpe too bright, it was speculated



that something about the robes gave the wizardisgbeer. Despite several attempts to
capture one of the wizards, it was never provenvaagor the other.

Eventually, Saint Andreas blew himself up. At lghsit's the general assumption
anyway. Late one night an alien scream filledainend then the top level of Andreas's
tower exploded in a shower of brick and stone. fidéve day found the two remaining
levels of the tower undamaged, and no sign of tietS He is presumed dead.

As for his henchmen and the purple robes, eaclwasdound dead in his bed,
with no apparent cause of death. As for the roltese was no sign of them. They
disappeared without a trace.

Because of the local wizards in the service of Sandreas, "going over to the
purple robes" became a saying for anyone involaezhly kind of mischief, implying that
they were consorting with evil or doing evil things

And that, as they say, is that....

The End



