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Introduction

“This Revolution is genuine because it was born from the same wonmddwaats gives
birth to massive social upheavalthe womb of intolerable conditions and unendurable
situations" 1 Martin Luther King, Jr.
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Esteemed members of the Fraternity,

Miladies,

| SNEQ&a (GKS GAYS GKSNB 2yO0S | &SIFNI S NBf
you have in your hand is issue 31.

Ravenloft is filled with darkness, sorrow and injustice from the harsh rule of Duke Nharov
Gundar of Gundarak and the annexing of the largely populated parts of Gundarak by the
troops of Count Strahd Von Zarovich Xl to the oppression of the people oW fialkuy

the "Hawk"s" iron claws and the fear Hazlik's dark magic instills to the people of Hazlan.
Ravenloft is filled with tyrannical rulers that oppress the common folk to obedience. But
Ravenloft is also filled with stories of defiance against opprasike the successful
uprising of the people of Skald following the legendary bard Harkon Lukas's speech, that
freed Kartakans from their Invidian oppressors to the riots of 707 BC in Dementlieu that
ended with the execution of Lor@overnor Foquelaine anithe appointment of a new
Council of Brilliance.

A social upheaval has the power to change the world as much as a cosmic upheaval has.
As long as there are oppressed people in the world there will be uprisings, with the power
to possibly change the world towards something better or even something worse.

dThere is a difference between an uprising against oppression and mdp#rukbhijit
Naskar

Thank you to all authors and readers! Do not forget to review what you like and dislike.

The Fraternity of Shadows
www. FraternityOfShadows.com
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Four Came to Melesku'ta

by lan Fordam

C2dzNJ OF YS (i Zhep iveSviolldii@ve
done so except that they had been attacked by a
pack of ustilagors, and Yralki had fallen. Not dead,
but more than unconscious, he had simply gone
comatose while his mind healed his body. This was
one of several psychic tricks ah Yralki had
manifested. His three fellow ruineers were used to
this, and they intended to wait patiently while their
leader was out of commission, as they had many
times before. Unfortunately, though, with
nightfalt t KS RFAf & FI RAysg8ate2 T
glowt came a sudden, unexpected change of
seasons. SkQuiet turned to Slyferror, and
lightning lanced from the starless sky.

4! odAfRAYIKE [ARAF &l ARS
AYRAOIFIGSR RANBOGAZY D d¢KI
often protected from Sk¢ SNNR2 N & f AIKGy A

IAFG FNRY (GKS | fRAQCKIIY &
The trio gathered up their supplies and their diea,

and they jogged toward the building that Qualion

had seen. Although moving too quickly across the

broken landscape was dangerous, remaining
exposed to the lightning was even more dangerous
yet.
IKS K2NAI 2y Q3 N

s a?ki WOGFd been unable to

Had he been conscious; Yr
perceive the building, and he would have refused to
approach any building which he could not observe.
However, his companions lacked his psychic talents,

GhKXZ GKIFIGQa y2i 322RI¢ ¢ 2aMd sb theéyNiHAYno suBHRgqalms. Thus the three

. oA Jbrodza KG. 0 KS L E2 dzNJ K aStSa
vdzl ft A2y wliKSylra RSOfFINBRY 428 ySSR G2 Tfe\yR !
AKSEt GSNWeE 2KAOK gl a 200A2dzas odzi sa#Attd . SGGSNI (KI

someone take command, and he felt that he was
0Said adaAiSR Rd2NAYy3I | NI f]
Tomaz nor his sister Lidia were bothered enough to
protest.

al I NNE NI f1AZ¢ [ARAL
been born a caliban, but at least he had gained great
strength in exchange for his brutish appearance. He
picked up Yralki easily and slung him over his
shoulder.

5

G2 KAOK gl 8Ké ¢2YF al SR

As an elf, Qualioiad the best night vision of the
group. He scanned the surroundings, a task made
very momentarily easier by another lightning strike.

G¢KSNBEzZ¢ KS &l ARO® aL KA

h& §\<y Ao P{o%bén,sr% A2 QRID and Rofdl K S 1
could not have distinguished the large, solid
blackness of the building from the large, solid

3 | Plgckngss of [auUNy Gy iself K THayapad gofoflow] K
Qualion by sound and lightning flashes. It was a
harrowing jairney.
vdzZl f A2y RNBg G2 || KIfdd a2z

And then the most marvelous thing happened.

0]

A glow appeared ahead of them.

None of the three had been born in the Badlands.
They were all familiar with the concept of lanterns.
For that matter, they were familiar with the_concept

o ‘llnag}c. ﬁwe§ sudden AuhdidhA was g)nﬁirely
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explicable to them. That did not make it any less  Although Yralki did not possess the discipline of
marvelous. telepathy, his companions had encountered enough
mind-talkers to have grown accustomed to the touch

2F Yy20KSNRa GK2dAKGaAD 690
attack had wounded Yralki so badly, could project
debilitating emotions at victims who had not learned

any psychic defense.) Although they had learned

None of the trio were native speakers of Thaani, but how to erect some psychic barriers, active defense

they had grown quite comfortable speaking that  required explicit concentration.

language. Reading and writing was more
complicated for one thing, the curling Thaani script
was highly unfamiliar to them allbut Tomaz had
become more pricient than the others. (He looked
like he might be stupid, but he was not.)

The pale yellow glow emanated from a glassy sphere,
mounted just above the keystone of an arched
doorway. The doors stood wide open. The stones of
the archway had been decorated with writing.

Lidia whipped aroundexpecting to see the doors

closing behind her, hoping that she could hold them

open until her brother brought his strength to bear.

Her concern was unfounded. The doors had not

budged.

GgastsSaldQulke KS NBEFR® Tomaz gave his burden a ferocious pinch upon the

G2 Kt R28a GKEG YSEyKé [ ANGRMLIR 200 PRagé Y yH ¢KA& ¢2dz |
. , , dzLJo ¢

L R2y Qi 1y26® La AG | ylIYSKE

. 2S5t 02YS G2, the Sbic dchaind] btill
softly. Please do not be afraid

aLu ¥Ssta tA1S I UNFLIPE  qoga [ NB 22dKé vddtrazy RSY
GLG R2S&0 (K2dA R 65 2dz lyy ol xhabeiad defir) a Tarnarfedaitit A R S

the initial xhpronounced as thein brazier.

az22yQi 68 GKS tStad O02YTZNIHgtS J&N%Kuuzﬂsﬂﬁss ad- 35 i D€

Gb2sé [ARAF 3INBSR 6AlGK wheagegR gzKe
vdzk t A2y AYGSNBSOGSRO a2 SlamypoprgstPlegse Gome in, Steelgnasgyavn ¢ dzNg
F3FAyad GKS 2dziaiRS$S gttt zaPng(ths &sidg wals taoe Kveniifygu are wary of

) . _entering an enclosed area, | encourage you to step
¢2YlI1l 3INHMz/yUSR KAa y' S NE Uifitd/thoh@r Bf tHe {gofﬁr{yéfopa UuSSt AN aa
28§ R2yQd sl yd G2 adl ySENI GKIF G

G2S OFlyQid NBrtfte asSSz¢ [ AR.
Steelgrass drew the lightning.
L ] . hK® LQY &az2NNE o
Gb2> ¢S R2yQUGZ¢ [ARAF &FAR® a[ SGQa 3I2 AYAARSD /I yQi
g2NAS GKFyYy 2dzi KSNB®E Several more glassy spheres started to glow around
the perimeter of the courtyard.
Which was blatantly untrue, but somehow
convincing regardless. After Qualion took the first IS that bett

step, the other two followed on his heels. A lightning bolt erupted behind them. Although it

Welcome a voice whispered as they entered the  had been drawn to the steelgrass on the outside of

odAf RAY3IQa O2dzNI &t NRO the wall, it was still alarmingly close. All three
ruineers jumped.
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Please Xhafer urged, but the trio was already cautiously release the sleeper hold which had
moving away from the walls. returned their leader to unconsciousness.

* % % Tomaz sprawled prone nearby, his large hand still
KStR 060Si6SSy _ Nrfl1AQa KSIR
O2dzNJié NR® Gl 26 o0l Rf @ KdzNI
GKS FyasgSN®» |1'S O2dzZ R FSSt
of his hand.

It was not, in fact, the least comfortable night that
they had spent, but neither was it easy. The lightning
storm persisted, as it would every night until Sky

Terror turned to SkyQuiet once again. Worse yet, vdzZl t A2y £221S8R dzLJE | KU dzy

the strikes were punctuated by brief but saea dzy O2yaOA2dza F3AFAYd | 2LISTdz
downpours. (Rain from empty skies was the least of

the mysteries of the Badlands.) They spent the night al '32 yQu d 57‘ Yl u Kbd 62N)a
wet and chilled, but at least they could replenish b KSEEAY3 02Vl o¢
their water supplies. And Xhafer, whoever he was,

Lidia stood not far away. Perhaps because she had
had the courtesy to leave them alone.

thought of nothing to do to help, she was even more

Yralki awakened only shortly before dawn, and itwas R A & @ NI dz3 K 0 Kby GKS 230KSNJ
not a smooth awakening. Ordinarily his healing coma K AYKe akK S RSYFYRSR® a2Nb f
lasted a shorter span, and he snapped from ¢ KI ¥SNHe

unconscious to alert without any difficulty. That The light globes in the courtyard brightenate€
night he tossed fretfully for an hour before he finally

ganed consciousness. The night had finally turned to day. In sunless

o _ _ _ Bluetspur, that meant the horizon had gone pink,
Gaining consciousness was a mixed blessing. On the although their view of the horizon was blocked by
good side, it meant he had healed. Onthe badside, § k& 41 tfa 2F aSt $a 1 dzQd I &

there was something wrong with him. His eyes
refused to see. He was not caught up in darkness, but
his mind refused to accept that there was anything ) L
to see. His ears had failed him similarly and, worse &2 Kl U Kl LIISY SR 02 KAYKEé [ A
yet, so had his sense of touch. Somehow he knew
which way was down, but he could not feel whether
he clutched at rock or dirt or glass or metal or
nothing at all whatsoever. He pounded his fists
without noticeable impact. He tried slamming his & h ¥ O2d2NESZ¢ &KS &yl LIISR®
head, hoping to break loose whatever had gone reason that the three of us have survived in this
wrong or, at least, drive himself back into LX | OS¢

unconsciousness. When that proved equally free of
sensation, his whimpers escalated into screams.

lightning storm had stopped until niglime, when
the horizan would go black again.

Your friend is psychic, ye#? was phrased as a
guestion and tentatively at that, but Lidia suspected
that Xhafer already knew the answer.

aStSaldzQuil A& 3IdzZ NRSR | 3l A
particular, of course, but the shield applies to the
T until suddenly he blacked out. L ERAQEKEFY Fa Sttt o

Around him, his three companions stared at each ¢ +SNE ¢St t 3 odzi ¢KIG R2Sa
other in bewilderment and alarm. Qualion crouched
atop Yralki with one forearm wrapped tightly around
his throat. Only when Yralki had gone still did Qualion

As long ashe remains here, he will be unable to
perceive anything about his surroundings.

G! yeliKAYy3IKE



Anything

GeKFGQa | t2@9Sfte tAGGES
Tomaz, Qual, can Yralki be moved? If so, pick him up.
2§ ySSR G2 3ISd 2dz
Xhafer whisperedBefore you leave

G, SaKe

T please look outside the gate.

G2 KI G tR2K @é2 dz

The doors to the outside world swung open. Even
with the horizonglow of day, very little light fell
across the wasteland. Even so, it was enough to see
silhouetted shapes crawling over the broken terrain.

G! NB t&K2as

Qualion stared at the shapes as well, and with his
excellent vision he could discern their details more

Ot SFNI & G(KFy G(KS
GKSe R2y QG Y20S tA1S
dzy RSt Roé

Gk YLANRO AffAGKARAZ

at NRol of & o¢

Exactly Xhafersaid ¢ KS& OF y Qi
you leave, they will notice you immediately. | am
sorry for the suffering of your friend, but at the

moment, you truly are safer here.

G, 2dzQf £ €S

5

asked.

dza 32 2y 0S
Of course. You are free to go now. However, | would
recommend that you not.

Tomaz had taken in the conversation without
commenting. Nor did he comment now, but instead
swiveled his gaze to stare hard at Lidia. He knew his
araidSNDna Y22Ra® Ly
expression. It was the same one he had adopted
whenever their faher had taken out his grief on his
caliban son, who had been born too dangerously
large for their mother to survive.

ﬁ#f%%m?% K2ZNNAFAOI R2y Qi

2IKSNE® 0& 2N S
( K S YQpalignavouldl yrgleysiandy 3

v rﬁo$e aﬁbérén?‘tﬁ’aﬁ%&rﬂended\'

i dzNJosD 2 23RS

6

His face said: 'Leave it be. This trouble too will pass if

32
G4CAySsé [ARAI aA3IKSRO 628

2F KSNB®E

Tomaz nodded his approval, and the doors swung
quietly closed. Qualion stepped back from the gate
with a mixture of relief and anxiety. He did not want

to fight the vampires, but neither did he want to be
0N LIISR Ay aSftSaildil o IS
part because he could not stand living in the confines

of the tunnels beneath the surface.

GLQY adz2NBE ¢S O2dzZ R IS4G 2 dzi
as he patted the pouch at his waist. Tomaz and Lidia

both frowned. They knew that pouch was where
Qualion carried his teke grenades. He had originally
found six, but had subsequently used two. Althbug

he was entirely too eager to use the remainder, they

were too valuable to waste upon frivolous mayhem.
SPSY  tUAAY 1 th UaZiék A [R%
GKIFIG GdKS& N
GCAYSIT FAYySO®

vdzl t A2y &l ARX

U K'S Yaefyou interested in food?

¢2YL 1 t221SR alSLWKGAOFTEZ o

a8y ay BINP KBXNB sA 6 dXiZ2 aRPE

Make  yourselvesand your companion
comfortable. | will have some brought shortly.

RZ ¢ EAQ
A2y SKE

Tomaz assumed that Yralkould still feel his own
body, even though Xhafer had claimed he was
insensate. He tried to rearrange Yralki to be more
comfortable.

2 dzZQNE , IS NE

KSQa O2YIFGAT SR |
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G!'yR AT GKSe& KI@SyQiKé | apologize. It is made from mushrooms.

G¢eKSY ¢S SOl ftdzZ 6S ¢KIFG (2 LR2 RRNRY QiK SINB® Sh yf & 180 3Ll
ba UAYSz [AR®e The flatbread rolls and their contents are also
¢tKS glffa 2F aSftSaldzQil nfughdembadédSoRt | MaReNtfed O Kiveytheni & S
courtyard where the four ruineers had spent the better texture. More like vegetables.

night. Opposite the front doors was the inner keep,
with its own pair of doors. These doors now swung

open. You are all welcome.

G¢KSaS INBE ANBIlI GO CKIFy1l &:

A creatura of sorts emerged. It was mostly vdzl t A2y Of SI NBR KAa GKNRI {c¢
humanoid in appearance, with two arms and two  welcome to join us. We would not object to your

legs. In place of a head, three antennae protruded Q2 YLJ y & ®¢

from its shoulders. Each one was a metal rod, capped _ _

GAOK | Odi ONBadrto Ly 7FABY S capels! INgrupieinEnRe 8sk Ph ne
appearal to have been crafted from brass and Y/ AYUlPAYyAy3 asStsaldQul &

crystal. It glittered as it walked carefully across the g p 2 YySGKSt Saas 6KSy &2dz KI O
courtyard toward the ruineers. It carried a laden tray.  pe pleased to meet you fage-F I O S ¢

| had already initiated food preparationXhafer | would like nothing better, but | am sorry. That
confessedl had hoped you would stay cannot happen.

G£SNE 1AYR 2F &2dzZ¢é [ ARA whigh af&Ractly what Qualion had expected was

GLA GKFEGX G8SFKE ¢2YFI I & ltt‘galr\;ra,th, put_he had wondered Whgther Xhafer
would admit it. Even more surprising than the
Yes. Of a sort. Not quite what you are used to, | | RYA&aaAzy ¢6Fa GKS NBINBIG S
suspect, but the best | could do.
~ . . . . ok k% . ; .
¢2Yl | OKdzO1ft SR aL ¢gAft 3JfIRfte UNEB a2YSUKAY3d 20KSN

‘ rl_:nls%tlggr Ui s‘tié%rze Zfagaérg.{%zu% L%%/ Léﬂé'h'y}s Ill—% a
settled back into stillness Withoutlfhe as&s%ance of a
L Y y24 . tdzSGaLlzNSFy® L sleeperhddRA Q¢ K | y @

CKEFETFENDRA YSyilf 92A08 NI b SHFMYK (BK S A2WwS 10RR 3 2@SH
Yralki showed when he spoke of his people. Tomaz, the person usually delegated to hauling their leader

Lidia, and Qualion who were all of them foreigners during his comatose periods, he was familiar with the

YR (KSNBT2NB exghanjed gldnéed Q ¢ signsk y

and little smiles.

GKFY 6KIFG LQ@S 06S02YS dza S
R2y Qi 1y26 K2¢ (2 YIS

GD22RX¢é¢ [ARALF &alFAR® G¢KI

ab2 2FFSya Sv )\\yvul{S)fRSVR ZAs .,.¢ 2,Yél- ILJSa}J'ﬂAfI?f C%I aK§<§é ;\ g\fT u §§ I-I_ 6?%
of teafromthe brassndONE a U | £ ONXBI U dz a uNJ e ¢ KS : :

. ijon said, although he 'sounded skeptical of his
cup was real ceramic. Undecorated, but real. Its )

: . own assertion.

contents steamed, and it had a real téke scent.
Even without taking a sip, Tomaz was already &L R2dzm i AGX¢é [ARAF &l ARZ
delighted. He took a sip. He was even more | y& O2yOdzaaiz2ydé . NIFAY RIY
RSt AIKGSR® GCKAA Aad 62y RSOWINKOHES FSIEN F2N Fyé | f RA
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Gb2d GKFG AG Aftf Y GGSN thonphg dovih thKeS hahddy lupoy dheik yowinS y a |
| SQf tf 2dzald GNB (G2 KI N)Y KAimgsteBduF busirgds AQtherivise they encountered
nothl% else, much less any threats.

G¢NHz2SzZ¢ ¢2YFT &FAR® &a- KI FSN
i1 NB S & S
Yes? a S G(KS 2yfeé 2ySa KSN
asked.
¢2YFT FLIWINBOALFGSR K24 - S.NJ LJIN SYRSR KS 4l ayQi
y a T flve%u & A A p R A PR
fAAU0SYAYy3d dzyiAf Ol ff SR ye SELISNASYOSI UKIFOQa
polite telepaths did. G2Keé Aa GKAa 1SSL) a2 tFNBS
, 5 . N KSNBEKE
GhdzNJ O2YLI yA2yK 2KSy KS zl-"[Sa dzLJK 'y @&2dz aLISI |
GAGK KAY GSESLIGKAOIEfe@KEéL Y OSNIFAY GKFG GKS ¢KI I
I cainly t research facility and as barracks during the First
can certainly try. ithid War.
tSNJ(I- LJa .uKAa ngQSNJ 27T O(K¢2KL§S C(}\%EKU KkﬁRi‘Z“%ﬂ(
attitude. She pointed to Yralki and the bedrolls 2y SKE

where Tomaz had laid him out, his own beneath the
f SyaidK 2F KA& o02Re3 vdz fAke glong silehaziXha®Repl@@®s/ \§é workthe K A &
KSFR® a/ Iy @&2dz GKAYy] 27 I-firy{té)ne.a/\lb K eNidot gret \I&‘zon ihesecwrid | S KA Y
morecomfofi 6 f SK 1 yR o6& WO2YT2NIil of $

fA1Ste G2 &LXAG KAa KSR 2738 ”‘%e‘f"%h' sh éera%g;fgn'tseemed

to him that the Second III|th|d Wa ded and
It was a particularly foreign phrasing; there were no (i1 K S CERAQCEKE Y KIR f2ad00e
melons in Bluetspur, and she had to fall back upon scavengers in the rubble, and everyone else huddled
the Balok word. Despite that, Xhafer picked up her  beneath the surface.
meaning. He saidThe soldiers slept in protective
hammocks. Plenty of them remain in good condition.
You are welcome to use them. For your companion

and for yourselves, if you lik€he doors to the inner Another long pause before Xhafer repliedpt any
keep swung open again. longer.

Qualion had caught the worlarracksP & ! NB i K S
6SILI2ys KSNBKE

Given his excellent vision, Qualion led the way into g2 KI § KI LIISY SR (2 GKS 6SI LI
the keep, longsword at the ready. In the middle
Tomaz carried Yralki over his shoulder. His axe hung
from his belt, close at hand. Behind him Lidia served
as rear guard. She carried her precious bow of g1 K¢

Barovian yew, not drawn, but with an arrow nocked.

The arrow was one of six they had found years ago in  1urn here.

bY L ERAQERELY  NHAY® LU 6 lgRpydfafterns Suddenfy lowed aifRy thé ndifvdy? I N
metal, light but strong. Walking into the keep feltlike 1 heir right. On both sides of the hallway were

walking into a trap. Fortunately Xhafer dimot regularly spaced doors. The doors were made from
discourage their paranoia. That would have only fed 51 nnatural but sturdy material that the ruineers

it had encountered before in other ruins. They called it

passed two of the brasandcrystal automata, although its texture was unnaturally smooth. An

hiKSNE KI @S RA HE@eySNB& a St
took the weapons with them when they left.
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ambercolored crystal had been set into each door &2 KSy KS R2Sasx gAfft &2dz G NJ
where a handle would ordinarily be. that we are here and just waiting for the illithivamps
. G2 61 yRSNI I gl & d¢
Pick any room that pleases you. Or you each may if
take one, if you prefer. Be as greedy as you like! Or | shall do my best.

not. None of them are in use. , - ,
a¢CKFYy1l €&2dzoe

Qualionraised his sword, and with his free hand he
i2d2OKSR GKS ySINBaidi R22NRa ONRadlI¥H*eksS Frtasszz2R
door opened, retracting into the wall soundlessly.

Another lantern globe cast light upon the room Even in the absence of ustilagors, vampire illithids,
beyond, which was clearly a barracks. A single table and the lightning storms of SKierror, traveling

with a sirgle chair, both constructed from falsewood, upon the surface called for continuous alertness.

sat opposite the door. To either side hung three  Relaxation was difficult, not to mention-ddvised.

mesh hammocks. They did not look particularly  As a consequence, whenever the ruineers reaan
sturdyt or comfortable, for that matter but they to the settlements beneath Mount Grysl, they would
must have been, given that they had endured the separate in their searches for diversion. Distance
many years sincethe f RA Q¢ KI Iy f 2 &0 sihwif®d thg ptocesspf leitinghgrp of the need for

As for comfort, what mattered was that the mesh alertness

g2dzZ R 1SSLI NI f1AQa LJNJSO)\\/%
the stone walls, even if he woke up and started

out any need for’\ldEsc\lesmOn2 In the reIaM/e oA

alr¥sSie 2F aStSaisSqQidz GKS

thrashing. . .
went their separate ways, just to get enough
[ 221a Ozl é&zé¢ ¢2YLT NBYI NistBrRetto think about their predicament. None of
. . i L. oA . hem were convinced that they were fully safe, but |,
A AaSNDBSIe [ ARAF I“gxtll }e< eRtecL that {stfaﬂ/ﬁg olﬂ‘]?dzghéfep @o%ld a2

KFYyYy201 40 NXyR2Y® a4t dz rgé\q re § e N&P €

Tomaz and Qualion struggled briefly, but between
the two of them they managed to get Yralki arranged
in a hammock. When they were done, they both
stared at their stilcomatose leader.

Lidia did not remember her mother, who had died in
the birthing bed when Lidia was just over two years
old. She did remember the woman who should have
been her stepmother, except that she eventually
The latrine is at the end of the hallway. | can also decided she would rather marry a man who did not

show you the mess hall, or | can direct one of the come wth pre-existing children, one of whom was a

autonoma to bring you food if you are still hungry. caliban. Their father had been damaged by their
Y2uKSN12a RSI GKZ |')/R KS 3 |

- . . , gl a
¢2YFl alARZ a,2dz 32 FAYRghéc LbBRMyhRE o Bdvd hmKSNE
KFEdS UKS U0K2dzaKa 2F , NI f 1,:)5”["@&{6@,,)\ ﬁﬁ(ﬁjgh,dzkﬁhénf ReY Sn% be-
DSyidte vdzad tAz2y LRAYGESR 2 dieBmomer deft gootly Edja andopgz were old 2 gzq N.
KSNB 2NJ St 386 KSNE ¢ enough to fend for themselves. They both learned to
A L A hunt and fish, although Lidia was always better with
a; ytsaa KS R2Saze ¢2YI 1T Gk ol hd Pomde wdsalNdys betleryvith@hd frd. U St
dza ¢6KSYy KS | gl 1SyakKe
Lidia taught herself other skills as well. In particular,

Yes she was the one who broke into the secestry
window of her neveto-be-d (i SLIY2 1 KSNDa
Kdzaol yRQa K2dza Sz LIAO|ISR (K
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study, and stole away with his small fortune. Sir? Is there someplace in particular that you wish to
Unfortunately,d KS RARY QG I RSI|jdz G4§3672 LINBLI NB F2N G§KS

guestions that arose when she tried to exchange a
gold coin for copper. Fleeing from their hometown

had been the first step of many which had led them
ultimately (if inadvertently) to Bluetspur.

(KS 61 yRSNBR GKS KKt gl aPN%hgerpausedn é@tﬁzaﬁ% | shall dirgel¥Ruda, 1 5
her instinct to guide her. She knew she was on the KS { ZNDSRNENDa ¢ 20 SN

GLQY SELX 2NAyYy3IZé vdzZ tA2y &l
let me see farther. | want to keep an eye on the
AfEAGKAGE YLA ©¢

right track when Xhafer said, ¢CKFG OFdAKG vdzZ tA2yQa 4.
Miss? Perhaps | can direct you where you would like i Z @ i gl‘]gz KS NBLISFUSR® atKS

to go?

GhKZ LQY 2dad s+ yRSNAyIoeLZ2® YR UKSNE Y e ySOSN K«
just what we called that tower to distinguish it from

I might recommend that you double back. There is the other.

nothing of interest to visitors in the direction you are

currently heading.

Gb2dKAY3I 2F AyvasnBad ra SEPG! THYY D% 24583 AN (O 793

lied. She lied knowing that Xhafer would know she & h ¥ O2 dzNB S dé

lied. That was nothing to do with telepathy but

merely human nature.

G2 KFEi RAR @2dz Olff G(KS 20K.

Follow the lanterns. | will guide you.

The hallway ahead went dark, but it remained

illuminated behind. Given that little bit of light

Qualion could see quite well into the darkness, but

) o there was no need to push forward. He decided to

I am sorry Xhafer said¢ K 0 Qa | LINRA Gl U S NHAB I PKI FSNNR& 3JdzZARFyOSod

GaY KYZé [ARAF aFAR FoasyBefngda ounded oam whichsappeared fo-be thgs 5 ¢
- base of the tower.

door. She extracted a set of specialized tools from

KSNJ LR dzZOK® ¢KAa glayQi @KRAB TAKGNGE GAYS NBKS VKR & 2

SyO2dzy i SNBR ¢KI Iy LJ&AGSOKde ndnk. Wor Wik tHereAailyRaddets OriferedndeNS

She reached the end of the hallway. There was a
falsewood door with an inset crystal. When she
touched the crystal, nothing happened.

Adodg merely a large circular hole in the ceiling.
* % % Use the floating pathway. Step into the center of the
room.
Like Lidia, Qualion Rathena®und his own G5ANBOGEe 6SySIGK G(KS K2t S

destination, although his instincts led him in a

RAFTFSNBY(G RANBOGAZ2Yyd CNBYes2dziaARS 2F aStSaldil s K.

eyesight had revegled that the overall structure Gl YR K2g 6Aff L 380 R26YKE

extended a short distance up the slope of Mount

Grysl. He followed corridors which slopagward, I will reverse the pathway whenever you wish. Or

y20Ay3 GGKIFIG aStSaldzQil Krhed yo§ Nins dussisle &f (1h8 Lthwayt t& pise | LJa

the automata did more poorly on steps than slopes. &2 dzZNE St ¥ a2YS R24y 6 NR 6SA:
spend whole afternoons bobbing in midair.



Qualion did not comment. With trepidation he
stepped beneath the hole in the ceiling and felt
KAYaStT 3INRg ¢SAIKGESaao
band, he had travelled briefly with a telekinetic.
Being lifted by her talent felt much like ascending the
floating pathway.

He ascended to the second story. A crystalline dome
overhead rolled open, and he ascended to the roof.
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Yes. The automata cannot dig through rock, so the
back courtyard is where | direct them to place the
bodfeFat thdSe wARdleYiekey 3 6 A G K | NI £ { A

Gl YYD 2dz (Y263 - KFEFSNE Al
FSo LIS2LX S KIFIFS RASR KSNB b;
L K9S 0SSy Ay aStSaidzQil 1
' KFfFd tS2LS RA&AZO2OSNI aS
two. It would happen more often if psychics could

There Xhafer said. find us, | am sure.
It was still daytime, pinkly illuminated by the &9 EOSLIi GKIGd aSfSaildQil A3
K2NRT 2y Qa 3It2460 psychics. Yes. But ngusychics sometimes choose to
. . A A € SNBKE¢ , . A |
aL R2yQu ass lye Atf)\uKARQIYLJg 52 UKSe KFIgs I+ .
ySI NbeKé Yes. Not always, but sometimes. | can provide food
c oA oA C oA s ~and.s fet . after aI and nelthero er arantee .
L Kl @S @SNE tAYAGSR LISNDEL yg L 3ng peither oneds guaranreed o
elow the urface
I would not know.
. . . GhNJ dzLl2y AlG® | @S @&2dz &S«
The horizorglow gave Qualion a good view of the A s
N . AT EA KAQIYJ eSukK P oA =
5Lita 2F adtsaldoits Ayolddlysxr@iE §8588 voayask

on swivels at intervals along its length. Each tube
appeared to be as long as his arm, although that was
difficult to gauge at such distance.

GeK2asS GdzoSak 2 KF 3 FNB
They are remot&iewing devices. They are how | can
see what little | can see beyond the walls. However,

only some of them still function.
I yeée

Two of the tubes swivelled in the direction where the
vampire illithids had been moving earlier.

452 e2dz ass GKNBI Ga

| do not.

GD22R® ! fthatK® 2 KI 0 A&
Qualionpointed to an open area. It was at the far end
of the compound from where they had entered, but

Al gl a tyz2aid RANBOGT @
The back courtyard.
iK2as

a1 YyR FNB

OKLS eKES® C2NIidzyk G St @&

YN | ND&8 Kilé2

No. But | cannot perceive things nearly as well
2dziaARS 2F aSftSaldzQilao L C
range, so | have to rely upon my-faystals.

T2NJ dzi
O2Y LI y& d¢

Not at all. | get lonely when there is nobody here.

vdzl £t A2y 3l @GS |
32

The floating pathway has been reversed.

When Qualion stepped into the circle at the center
2F (GKS {2NOSNBNDRa ¢24SNE
plunging, downward. Not that he had expected such
vicious tricks. Xhafer got lonely without company,
after all. No, his concern was much the opposite. He
had seen those many skeletons in the back

0 Scougtyard. i Rogungtedy NUIPSIN BRI Vas native 465 NI

Sithicus, where one learned very quickly to close
away feelings of despair and apathy and guilt. He had

215t 82y akaso survived for years in Bluetspur where one

learned equallylj dzA 01t & (2 RSTFSYyR 2



12

Qualion was very good at hiding the moment when  Of course. Fortunately, | do have occasional visitors
he slipped over the edge. such as yourself.

* % * G5AR 82dz KI 89S tye ljdSadArzy.

Yes, and thank you for asking. | did not want to push.

Tomaz went directly to the mess. He got another cup  However, | must confess that | am eager for any news
of tea and another serving of flatbread rolls. He  of the Second lllithid War.

gl ayQid NBFIffe KdzyINBX o0dzi KS Sye22@8SR KI@Ay3d F22RX
and he was curious to learn whether Xhafer would  Tomaz chuckled. He took a large bite of flatbread roll.
LINBOSY (G KAY® ¢KS FT22R adzLiisiogk adppasio pfyed §mpyiga hisgupx v A i S =
how tight was it? G{2NNES¢ KS alFAR® &aLQY &adl
The tea was still good. The flatbread roll was still  the Second lllithid War ended many generations ago.

good. Tomaz took a small bite and washed it down LU0 Q& KINR G2 atre K2jg fQYVE‘D
GAGK | f2y3 &ALG ¢KSY Kse%(ﬁZ)\B%Y%UKK#@mzN%éfy§§Ra 3

Gt o asSlazyad wS3IIFNRfSdaad ¢KS |
| would be delighted to. | assume the survivors continue to fight.
G2 K2 I NB @& 2 dzK ¢ C’X{ZYS 2T (KSYO® {ZYS 2dza G|
| am Xhafer. Is there any hope for victoryfhere was desperation

A Ay - KFEFSNDa YSydalrt @2a0So
a! Nb ez2dz KdzYl yKE was convinced that Xhafer really was human.
, 8840 L LY [ ftRAQCKIEFYS AY g GKSNB 4 uKS {SO2y

a
G/ tSFNI& @&2dz FNB +  G5¢ SL9|'uVKRz 2\F uké\'&ﬁ%' k[ V FNS
strong one. | notice that you speak to us in Thaani, U KS Aul RSt ou |
not in meanings, if you follow me. | also notice that  \was there a First Release?

éz2dz K gSyQu OFftSR lyé 2F dz&d o0& yIYSo_1ff 2F GKAOK
G(Stta vS GKEG &2d Orpel L9%KS TPNPK §a v Stan ks RE @
0ST2NBdE

| prefer to respect your privacy.

L o Is there a Third Release planned?
GL FLIINBOAFGS GKFGZ - KIF FSNW ae IYS Ada ¢2YLT X o8
glLeo {2 e2dz NB I (St SL &‘ﬂ%iuoa‘z&' B2l 1&%9Q%T@uNﬁZ%JLJs
2F €e2dzNJ aSyasao 2 Ke )/QUKE!YR GKS4a$ I NI eMad-ArelYét R |y K
Tomaz noticed a slight pause before Xhafer replied, Sapient? Who are they?
My circumstances are unusual G, t RAQCKIFYS Y2aidted C2NBA.

G2 KIF G A& &2dzNJ OA NDdAzY i | yo§RtEen trapped here. Shattered Ones who escaped
o . o ] FNRY GKS /AGFIRSt® !'ye2yS gl
L adzLISNBAaS aStsSaldzQul ® zfftAiKARAY NBI ffaoé

al 26 t2y3 KI@S &2dz R2YyS &RiKE& why your companion asked earlier about
weapons, yes? So you could use them to fight the

One hundred and fortgine yearsApproximately. e
illithids?

G, 2dz Ydzad 3SG t2ySt e oé



Gb20 NBIffeo
fight the illithids, although sometimes we have to.
b2 ¢S a02dzNJ GKS NYzAy &
weapons and other valuables so that we can trade
them to the various settlements beneath the
suF I OS® LiQa I KINR
the surface and never seeing the sun. Or what passes

F2NJ 0KS &adzy KSNB D

I miss the sun.

GaS G223z - KFEFSN® as$
Tomaz?

G, SaKE

| apologize. The woman
aK2dxA Ry Qi

is going where she

f A ¥S3 the Hatk cauityard.S I ( &
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2 SQONB NIHzA y S Sanvdiwarriors SronRHrothQiibve [the friloies thackdnto i NB

the Iron Hills. In the end, only seven people survived,

2 Tincliidkg QualibrRRiatiehds I He Yiad stgod By SvhilslO K

the Hrothans laid out the bodies of hisnidy and
neighbors, all in neat rows, much like the bodies in
KdzRRtf Ay3d 06Sy S

Qualion had not forgotten, but he remembered as
little and as rarely as possible.

Yralki still lay insensate in the hammock. Qualion

{ 2 2 ® éunhooked the hammock from the wall and lowered

it gently to the ground before unhooking the other.
S

I aFART a4/ 2YS 2y=s
KSNB o

[ ARALF YR ¢2YLF1

o2zaa YI
g At

* * %

a{ KS R2Sa UKIU®E Lidia did not scream. She stared at the mummified
thyR L OFyQid &G2L) KSNW® { €ERSSANISROMES 6t & I2Ay3 G2 &Gt
screaming any minute now, but | promise you, lam 4 . Kk} FSNK L& G(GKAA &2dzKé
not hurting her.
X Yes
* % % . ; R . A 3
aL R2YQUAYRSKAORUSDES 0dzi X &
: : L OKIFG 82dzQNBE RSFRXZ NRARIK{GKE
Qualion Rathenas had no particular liking for
Bluetspur, but then he had no particular liking for his | do.
homeland either. He had not forgotten the night , . f oA
: . aD22R®d L KFEOS 02 UKAYyl 2%
that his small village had been caught between two FvVeo2Re 020KSNRAVI G2 G866
warring tribes of the Iron Hills. Everybody in the yeo € o=d y u u |
villager everybody who had not been killed in the I knew. | had to flee entirely into the psitech when it
initial attack, anyway had been locked inside the happened. Fortunately | had already grown
old granary, a stone building in the heart of the  accustomed to living partially in the crystals. Death
village. There were too many people to fit within its was just more of the same.
walls, but their captors shoved until bones broke and . ) B A~ . R - A
everyone was inside. Worse yet, the summer had % °2 €2 dz gl yid YsS 02z NBYZPISX
adzOKK DAGYS é2dz I LINR LISNJ 0o dzZ

been unusually hot, made far worse by the press of
bodies.

There was no food. There was no water. There was
no sanitation. When people started dying, there was
no room for their bodies to fall. For two days the
villagers had suffered, and many of them had died,
while they listened to the conflict which raged itsfi
outside the stone walls. Finally, a miracle happened,

Xhafer laughedronically, | was just talking with one

of your companions about the back courtyard. But,

y2z GKIFyl @&2dzd tfSFasS €SI
RAAGdzND |yeldKAYy3Id L 1y2g i
would rather not be destroyed.

L GKAY]1l L dzyRSNRGIYRO® -
could not think of a word that was sufficiently
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K2ZNNAFAOD aX y2i 322 RO hadanvoRed Rhe fusioh f pdi and avRaidly. Velya A
GKS AffAGKARAKE much on the sharpest edge of what could be done,
tYR 68 RARYQG Kb OS Fye GAT

2 K| 4K b2H LG ¢Fa GKS N\Bdalh Y e gd{ Rt un Qa T
il havé someone whodeTalent was psyc ometry
We all knew that one of us would have to stay. | drew Fios 202800 NBFRAY3
GKS aK2NIi adNregz GKIGQa |-t§
g . . z FAR® t ago
6L OFyQli 0S5tASOS &2 dQNB aT22|\BI zld%zd%uyau@ﬂfssmg .

La@S KER b OSyddNe FyR | rvalhof could lt'e?f us whateth%Z%sL{ech was intended to

GL adzllll2aSeo . dzi AdAff & 2 K TReafurthest alang wag e rharedigd, @nd of 5 (i | &

_ . o course we really liked the idea of being able to hide
To drive the nehere field to screen out the illithids. FNE Y. GKS AffAGKARA® ¢KSNB

a& aljdkR dddvyot SR I ONRA g brlﬁgsub & AofiERelibia, 'IJhe rHsgdhirs bt

skirmish. This was toward the beginning of the a5 that we could follow. | mean, they were really
Second lllithid War, after the Silent Masters had close to finishing. And so we finished it. We just

psychoported the heart of Thagrnanu to their needed someone to drive the field.

realm. We wvere still horrified to think of the power at

their disposal to allow them to shift two mountains  As | said, | drew the short straw. But, really, | was the
and all the land between and beneath. The illithids  lucky one.

and their servitors were pouring out from below. We
were trying desperately to reorganize. So many
people dd not survive the translation. We all knew

that the situation was bad. Terribly bad.

| regained consciousness inside the crystals. | was
already hooked into the ndtere field and driving it,

but in order to communicate with the outside world,

| needed more time to learn how to affix myself to

{2 68 320 FYodzaKSR o0& (i ksdmeiof thexaihgripgeshs My tetaRathy fvasgt & Of
that our company would be largely destroyed, somy $2NJ] Ay 3= @&2dz aSS® L 0O2d#Z Ry
squad did what we had been ordered to do, and we L 5w _aa =
retreated. We got cut off from the others, and we al2g t2y3 KbR e2d 0SSy dy O
aldzyoft SR I ONRaa aSft Sajq dzQ Eleven days. PlEntydEtitne fadr She reséoi mizYs§uBd A
was a military base, and | suppose it was, because it to die of thirst while they lay insensate on the floor

had barracks and weapons and such. Butitwasreally | NRdzy R YS® 2 S gSNB |ttt | f
a research facility. We assumed it had been psychic to one degree or another.

abandoned when Thaan got psychoported Th

AfEAGKARAE O2dA R AKATQ é‘d'a'o(}‘?‘héﬁthm" ﬁo"”ce* Wgeﬂ aﬁfﬁ'ygu
most d the people. We all hoped that th might find bo sstlllt ere, less waglteserved t

aSt8aldqilya 326 (576 oskAVES PG4l 8% 5501 dms kS
alternative is that they were lost in transition. Once | gained control of the automata, one of their
Psychoportation is very dangerous if you lose control.  first tasks was burying the bodies. Well, not burying.

You can spread your essential components across But placing them respectfully in the back courtyard.
multiple realmsandrt

. ] , CG+SNE 6Sft3 a2 e2dz O2dA Ry Q
GwSasSk NOK TFOAftAGE@ZE [ ARAybu jusiNENYoOIthis Rofere field for a bit? Just
Sad . Sad {2 68 TadyR asc¥AfEEilrE SREokMNhIEAFUFP2E
incomplete weapons and defenses. Some of it was Because | might not be able to turn it back on again.
completely beyond our comprehension, because it Because | might die.
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G! NB &2dz atdeNBK . SOF dza S G9allLIAYy3 ALK 2dz2NJ o02aa )
, - A A O KFETFSNE O QFy 22d % Q_Y Pt 2
O] ARH ¢KSNX ée2dz I NBH - KI TZS X afKééz F{‘f\a)/yzlgud 2a6(] A YT;\I\P(EH)/CDGE '

Y I ONB I 2 Ka ¢ = = ONE I :
a{ ONBI YAy 3K 2Ke g2df R L §ONBEXKE] and he did.

{ KS RARYQU aONEBIY® LQY aZdN(t]\kbl_dJﬁd_é “f%@zaﬁé’xfﬁsagz‘%z%@%’
¢2YFT f221SR R2g6y |G (KSaAaKh¥B@#on¢idd VLNIBKEDQa DA S
UK2dzaKiu ' RSIFIR 02Ré ¢g2dz RthI\I'\Bloq- oKtSéNJ YaEOd\@ I gé(zﬁ XG YATr
Yes GKSNE 6SQNBE 3I2Ay3Ioé

Gl dzKd b2d L O2dA R KI 95 (2©Ras Adk HIKISH ¢ 2 gtaNgiling AT I NSO
OKFG 02R@ @2dNBEKE front gate.

Yes ¢2YFT &aFART a¢K2aS g2dA R 0o
L . e A you want to keep your front gate, then open it. Now.

aaé OZyRELSyOsSao: hNJ 8t a8 KSQa 3J2Ay3 G2 2L18y
Thank you? some valuable armament in the process.

[ ARAF &FART & - KIFIFSNI I yR Butifloge 58Sy Grtl1ayae [SGQa
Qual,,and ){hafer can catch you anq him up on the w52 AGHE [ ARAlF &FARO®

AAGdz GA2Yy 620K i 2y0Sod:

A oA R . _They reached the courtyard. Every lantern in the
GxSNE 6Stt o - KIFSNE 6KSNB, M Wi rbshifg foMaz and Lidia did not

LX R2yQG 1y2s6e | 5Qa of 2&pwwyhstherytwas gnattedntjo distaceualion y
looking for him on my remote crystals, but | havenot 2 NJ YSNBte | aA3dy 27F - KI TSN

found him yet. Qualion heard them coming and called out over his

[ARAF FyR ¢2YL] SEOKFy3ISRKEAA RSNP ¢ ¢RS (kS REARGIQGLI
need to exchange a word. They both tumed and ONBF 1 2dzi 2F¥ KSNBHe ¢KsSe O
02t GSR 2dzi 2F GKS OKI Yo ShgmpkistReguildnegsiofhi§ speegh. 62 N1LJIa §

hung in its crystalline web. [ ARAL 0S8tt26SR: a[SG - KITS
6/ KSO1 2dzNJ NP2YHé [ARAF OMIRASIRG SU KAY 2LISYy GKS 3L iUs

1 $Qa y2i GKSNBO . dzi y S KBIeed Resfront gatgfigrtesl swingipgyopen. pigeast
R Xhafer was listening.
a, NI f1AQa ol 1 SKE o 5 L
L . ac¢c22 fFrU0USHE vdzZhf A2y ONRSRC
b2ze | 5Qa y2ud from the gate and on top of a large bundle, which

The siblings burst into the room that they had happened to be Yralki still netted in the hammock.

claimed. It was, indeed, empty of both Qualion and  The teke grenade went off. It was a shaped charge,
Yralki, not to mention the hammock where they had 5o most of the blast was directed at the front gate,
left Yralki. knocking it the rest of the way open. Even so, the
Gz KIHi R28a KS KAyl KSQa Packlasy epught Tpmaz gbpve ﬁ‘%%’s&f\ﬁ%%
squarely in the chest, toppling them both. To add to
the confusion, Xhafer made a telepathic noise of



RAaYleo ! f(iK2dzaAK
projection cut directly to their brains.

You have to stop himXhafer cried] SQa 2 dzi

reach!

Tomaz stumbled to his feet and then helped his sister
to hers. Qualion had already dragged Yralki through
GKS 3L4S FyR @&l NRa
I LI NBydate (GKS
excellent grip.

That boom must have carried for miles. Everything in
range will be coming for them!

b gt
KI YY2 01 Qavas nosapl to stiffelisdinstingpise, which was to
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slumber. Ordinarily he emerged from one of his
%é‘%llnggomas fully alert and adrenalized. In this
case, the waking was a struggle, and even as he
opened his eyes he did not realize where he was. He
was caught in a web, and he svdoeing dragged.

RoweverNe was als@Gdroggy, (which iineant that he

let out an alarmed gurgle and fight against the web
which held him.

The dragging stopped immediately, and it took Yralki
no time at all to recognize Quahono(I:r(g}Jchlog ove[

¢2YFT 3INMzyGSRZ alLF¥ L NI £ ek 1Sa daJs KS SYR
GKSY o020Kde 1S O2dzZ R y2i K§I-l§|J KZ\YaSE? 0dzi G NMzad SR
that Xhafer could. a2 Sf 0O2YS o0l O] sid,aeachiagdof thev dzl £ J
ﬁf a{SuQa 3SG e2dz 2dzi 27

If he does wake ypXhafer saidl Yy R A F KS 2Sa y
perhaps | can. Something WentZzzott Qualion and the landscape

o _ behind him were momentarily lit by a harsh white
Tomaz and Lidia neared the gate, which was of L1 8d {2Y$5 ONB I G dzNB 2 dzil &

swinging closed. Apparently being blown further
21LISYy KIFIRYyQl RSadGNReeSR
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Tomaz planted himself between the closing doors
and tried to hold them open. He failed, yanking his
fingers free only at the last second.

G¢KS 58S@At GF{1S &2dz=
[ARAL ONASRSE &, 2dz OF yQi
Xhafersaid., @2y Qi ®

Atop the wall to either side of the gate was a brass
tube mounted upon a swivel. At the corners of the
courtyard were two more brass tubes. One of the
tubes remained motionless, but the other three

swivelled to point somewhere outside the wall.

One of the tubes wenZzzott.

* k%

screamed: an animal noise, a dying noise. The air was

0 K Sroo}ge% Q/mlo%t%‘eaw\ﬁ & was entirely too familiar

toy apyRyineer W Rad Rvgbeen caudht hyddliag S |j dzl

3 dufidergaggutcropriggngdilg ghe lightning storms of

SkyTerror raged. L o

Oy Qi NR&|l GKSY 3ISGOAy3a Ay
Yralki saw Qualion look up, and his eyes widened.

KS alAR®
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Although he was reacting to some menace before

S K AN  RABFaznm BRG1 A Qé-glowdt y ik

silhouetted something else looming directly behind

e(ﬂ?ﬁléh it wad HiRandld bt Yenthed & # &d S &

not move like a living illithid.

G. $EA, NI f1A ONASRO®

lllithids lived on brain matter. Vampires lived on

blood. Vampiric illithids sated their hunger on both.

The creature behind Qualion sank its fangs into the

back of his neck, and it wrapped all four of its face
GSyidl Ot Sa I NBdzy R vdzZd A2y Q
pulled his mouth open. Another ejected an eye.
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All grogginess was gone now. With a terrified, angry  Be safe Xhafer urged! will hold the gates open until
cry Yralki summoned a psionic knife and slashed you come back.

open the web which encased him. He started to peel
himself out when he heard a slithering sound behind
him.

[ ARAF NBI OKSR KSNJ O2YLJ yAz2
KFIR 020K ©06SSy ol Rfeé& odNJyI
discharge. They were surrounded by three similarly

And then he heard half of &zzott burnt illithid corpses.

* % % G2 GOK FT2NJ F2Sax¢ ¢2Yril al
Xhafer used, it does not appear to be precise in its

There was little that Lidia and Tomaz could do. The UF NHSUAY I oe

sound of the brass tubes firing was loud enough, but | § GNR dzOKSR R24y YR OF NBT
otherwise the ringing of their ears prevented them  sword. It was hot enough to burn, so he doffed his
from listening properly. They did not know whatwas  shirt and used it for protection from the heat. The
happening. sword would cool quickly, and hopefully it would still
G2 KFGQa 3J2Ay3 2yHE [ ARAL PREOPY peghans good,enguahcty Rl Ppee the 5 \ x
time. sword was'free, he rolled Qualion halfway over to get
at a pouch which had been halhielded from the
Xhafer did not respond. zzzott. The pouch contained two teke grenades,
miraculously unharmed. That was one benefit of

A third brass tube fired, and then a fourth did not. . : :
psitech: It was usually inert unless activated by the

| think | got them ajlXhafer said. properthoughts.

G!' YR vdzr ft A2yK YR | NI f1AKBEF YY F22f dzaSR (g2 2y GKS
There was only the slightest of paus&se vampiric It él-’ NI & [A RALI Q& ) K$ NJ\ ya gl
illithids got them. $SQ@S 3J204 G2 fSTOK
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Lidia could almost hear him. Her hearing was finally

; Gb2df
returning.
Xhafer said. Ol y Qi 488 Fye v2 N%LT Kgi;lail ?' Ui WSEKI St sald

does not mean it is safe.
, o o &l o . A Tama R&Q own at the burnt bodies of his
GeKbu edat YsStya 65 akzadd gmpgnlocrbls cordlng to Xhafer the illithids had
If you must. You may bring them to the back {Aff SR (GKSYZ &Sd AdG t221SR
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The front gate opened again. Lidia and Tomaz &, S& ®¢
exchanged looks. She nodded. He nodded back. She
drew her bow and one of her precious metal arrows
and stepped first through the gate, but he followed
shortly.

¢tKSe 020K GdzZNYySR gl @& FNRY
marching downslope. They had to find shelter before



night fell and Slkaferror brought down lightning of

its own.
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Thaan Fallen

BLUETSPUR FROM THE YAR'THAALADAN PERSPECTIVE

bylan Fordam

This survey details the domain of Bluetspur, not from
the perspective of the illithidbut as seen by the
Yar'Thaaladanthat is,thoseThaan ShatteredOnes,
andunfortunateotherswho ekeout their livesin (or,
more commonlypelow) the wasteland.

THELAND
Bluetspur at a Glance

Cultural Level Savage (0).

Ecology Sparse Climate/Terrain: Temperate Hills,
Plains, and Mountains

Year of Formation581BC

Population: Unknown

Raceslllithids, Humans (Yldi'Thaan, Foreigners),
Shattered Ones, Others

Languagesilllithid, Thaani

Religions:None

Government:Autocratic Psionocracy

Ruler:The GoeBrain Darklord: The Gerain
CoinageUnknown

Exports:eldritch horrors beyond mortal
comprehension

See Domains of Dread, p-88, and the Ravenloft
Campaign Setting, p.168657.

Landscape

SeeDomainsof Dread p.84,andthe RavenloftCampaign
Setting p.167.

Even as recently as two centuries ago, Bluetspur
could readily have been mistaken for one of the
surrounding domains, Barovia or Forlorn or
Kartakass. It had a sun and a moon and stars
overhead. Although it was more barren than its
neighbors,still plenty of plants and animalslived
upon its surface. Nonethelessas time has passed
andthe illithids haveexertedtheir influenceoverthe
land, it has turned increasingly bizarre and
inhospitable.

Bluetspur has always been dominated by two peaks,
Mount MakabandMount Grysl Both peaks achieve

a height over 7500 feet. They are surrounded by
other, shorter mountains collectively called the
Makab Rangeand theGrysl RangeThe area around
and between these mountains is known as the
Badlands because it is broken and desolate and
hardly less treacherous than the mountains
themselves.

However, since the Great Upheaval detached
Bluetspurfrom the Core,the landscapehasfurther
twisted into nightmarish shapes. (Mathematicians
from Gothic earth might call them "neBuclidean”.)
Narrow, twisted spires hang in the sky in utter
defianceof gravity. Streamsof viscousoccasionally
clotted red- purple liquid seep between therags of
the broken badlands. Boulders tumble themselves
into new positions as if they were billiard balls in a
cosmic game of snooker.



As another side effect of the Great Upheaval, the
surface of the domain appears to have crumbled ¢
away atthe borders leavingthe bulkof the domain
resting atop a massive plateau. Although the
plateauhasno particular name, its edge is known
as theVekle'farr ("crumbling ridge") in Thaani. The |
denizens of Bluetspubelieve that the land is
gradually breaking away into the Mists, and most
of them are reluctant (if not outright terrified) to
descend the ridge. Indeed, anyone who descends'
into the Lowlands will feel that gravity is an
uncertain thing there, as if at any moment they &
might fall sideways over the edge and into the
Void. Only the bravest and most desperate venture
over the Vekle'farr and into the Lowlands.

DreadPossibility* Falling Overthe Edge

TheVekle'farris not actuallycrumbling,nor is gravity
. shifting. Both sensationsare entirely mental in
" nature. Of course, that is little consolation when
those sensations take effect in the middle of combat.

Anyone who descendsinto the lowlands of the
Vekle'farr is potentially subject to this psychic
vertigo. It will only strike during moments of stress
such as combat or even scaling the ridge to reach the
Lowlands. Under these conditions, a character has a
noncumulative 10% chance of being afflicted each
round; if afflicted, the character must make a DC20
Will saving throw or else be badly disoriented
enough to become incapacitated for 1d8 rounds.

Illithids are immune to thisffect.

(=

Whilethere is evidencethat Bluetspuris geologically
activer the Misty Mouth upon the surfaceand the
Hot Springs below Mount Grysl, for examplié has

no actual active volcanos, and there exists no
surviving record of earthquakes. Of course this
geological stability is fortunate for everything that
lives beneath the surface.

DreadPossibility! Earthquakes as a

Weapon

In the handsof someonewith sufficient psionicor
magical power, earthquakescould be used as a
terrible weapon, whether invoked against the
illithids beneath Mount Makab or against the
Yar'Thaaladan beneath Mount Grysl.

Alternately,the strugglesof Arcturionto escape
might also inadvertently causean earthquake.
While less malicious, the effects would still be
deadly.

 —

Streams are common in Bluetspyarticularly along
the western side of the Makab and Grysl ranges,
althoughmanyappearonly after a heavyrain. Over
time these streams have cut narrow but deep
canyons into the rock. ThdskoFarr'evis the most
impressive of such canyons.

Inthe GrysIRangeyariousstreamscombineinto an
actual river flowing eastward over the Vekle'farr
and into the Mists. When Bluetspur was part of the
Core, the Hazlani called this river tielgmgsge
("Mistmoss"), and perhaps these Bluetspurean
waters still feed that river through the Mists. The
Yldi'Thaan call this river th&el'Garan ("Green
River"). Similarly, two rivers flow westward out of
the Makab Range. These rivers are known as the
Upper and Lower Makabadvers; the northern river
appears to start higkr up on Mount Makab itself,
while the southern river has its source somewhere
in the surrounding range. Both rivers flow over the
Vekle'farr and pool into a large lake called the
Bru'Spaa Another lake, theOtl'Spaa exists over
the Vekle'farr east of the Makab Range. It has no
obvious single source, but doubtless it is fed by
many streams running out of the mountains. Its
waters eventually flow eastward into the Mists.

Watersourcesarealsocommonbeneaththe surface

of both the Makaband GrysIRangesMany natural
chimneys open to the surface to the caverns below,
which means that plenty of water runs from the
surface into the depthsAs such, the tunnels are
replete with pools and trickles and even
underground rivers. (The same chimneys help to
keep the air fresh and allow smoke from fires to



escape.) When communities do form, they usually
form in proximity to some source of water.

The landscape is dotted with the abandoned
settlements of the Hulvi'Thaan. Over the decades,
the Yldi'Thaan have raided these ruins, often seeking
weapons and defenses for use against the illithids
but just as often seekingfurniture and utensils.
Nearlyall of these siteshavebeenstripped of their
valuables except for those few sites with unusual
defenses.

During the time of the original Thaan society, the
most commonly available building materials were
stone and wood. Most military structures,suchas
YrkatYrkatru,were built entirely from stone.Nearly
everything else, including most of the city of Thaan,
featured a ground story built with stone with the
roof and any additional stories constructed from
wood. Due to the ravages of time, the typical Thaan
settlement has rotted away to nothing but ¢h
ground story walls. However, due to the ravages of
the FourFingered Ones, many of the ground story
walls have been torn down as well. Nonetheless,
those foundations which remain indicate that Thaan
architecture was fond of edges and asymmetry.

Seasons anilVeather

Bluetspur has no proper seasons, nor does it have
proper day and nightAlways the sky is dark and
sunlessDuringthe "day" the horizonhasa pinkish
glow. Duringthe "night" the horizonisfully black.

Thetwo "seasons'are sometimescalledSkyTerror
and SkyQuiet. During SkyTerror, the landscapeis
ravaged by lightning storms every "night". During
SkyQuiet, lightning strikes only sporadically.

Unfortunately the "seasons" have no discernable
pattern. The only real solace is that once -Skyror
givesway to SkyQuiet, the "season"is unlikely to
changeagainfor at leastthirty days,perhapsaslong

as three hundred. Of course, once Slgrror
returns, it may linger for as long as three hundred
days agvell.

Regardless of the season, sometimes it rains,
occasionally just a light sprinkle but usually a heavy
downpour.Similarly abreezeoften blowsacrosgshe
broken landscapeand it escalatesregularlyinto a
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steady wind. Once in a while the wind becomes a
raging windstorm, particularly during the nights of
SkyTerror.

The entirety of Bluetspurhums with a ceaseless
tone. Always.No, really,always It's enoughto drive
a person mad.

Flora, Fauna, andFunga

The flora and fauna of Bluetspur are generally
unrecognizablé¢o foreigners.Moreover,the natural
world (such as it is) of Bluetspur is dominated by its
funga.

Upon theSurface

Very few creatures inhabit the surface of Bluetspur.
Most prevalent are the illithid vampires. Sometimes
a chuul may be encountered,particularly near the
Felgmgsg&iveror within gorgessuch as the Usko
Farr'ev.

Similarly, very little grows on the surface of
Bluetspur. Most of the topsoil, once sufficient to
provide food for theThaan, has been washed into
the Void by the stormgAt lower elevations there are
some sickly evergreens. Their wood is too soft for
use in any sort of construction, but it még used
for decorations, utensils, or simple (if fragile)
weapons such as javelins and clul#s. higher
elevations grow scattered clumps of faded yellow
grass.

However, two types of grass are worthy of noiée
first, glassgrassgrows with crystals along the edges
of its long, greenyellow blades.Glassgrasss very
sharp, inflicting up to 1d6 slashingdamage to
someone who falls into a thicket. Unfortunately,
glassgrass tends to grow among the less dangerous
grasses, making it more difficult to avoid. Horses and
similar creatures learn quickly that they cannot eat
glassgrass, although it may be harves(earefully)

for use as fuel for fire.

The secondsteelgrass resembles a large seeded
dandelion threaded through with metal tracery.
Steelgrass is harder to burn and even less edible than
glassgrass, and it is far more dangerous. During the
"season” of Skyferror, the nocturnal lightning
storms are drawn to steetgss and any creatures



unwiseenoughto be nearit. Savinghrows against
lightningaremadeat -4 by anycreaturewithin 15' of

a patch. However, anyone between 15' and 30' of a
patch of steelgrass will discover that the steelgrass
draws the lightning; saving throws are made at +4,
and a successful saving throw indicates thmat
damage is taken. The steelgrassitself does not
appearo be harmedbythesedischargesyhich may
even be an essential part of its reproductive cycle.

A potentially lifesaving form of flora is the
bloodscruh a leafless scrub brush. Its stems are
blood- colored, and if broken, they ooze a
disturbingly sanguine liquid. However, the liquid is
nothing more thanred-colored water, which eases
thirst without harm. Eventually the bloodscrub
stemsdry out and die, and the surface portion of the
plant breaks free of its roots to blow across the
surface, spreading seeds in a fashion reminiscent of
tumbleweed. While bloodscrub grows at all
elevations, gravity ensures that most stem clusters
wind up at the lowe elevations.

Attentive rangers and druids will note the presence
of areas where forests once stooAfter the sun
stopped rising over Bluetspur, the forests all died.
The lightning storms of Skierror have largely
destroyed the dead trees as well. Such areas have a
taint of despair for anyone who recognizsem.

Nearly every standing body of water, in particular
the Bru'Spaa and Otl'Spaa, acquires a film of algae
across its surface. The numerous varieties of algae
may often be distinguished by their color, shades of
red, green, brown, and sometimes gold. Moreover,
macroalgae that is, seaweed grows in the largest
bodies of water. Algae forms an important food
sourcefor creaturessuchasthe molluscoidsof the
Bru'SpaaAlthough most freshwater algae outside of
Bluetspur igoxic to humans, the algae of Bluetspur
generally is not. In fact, it can be a valuable source of
protein and other nutrients.

Finally but crucially, in some areas of Bluetspur
mushrooms dot the landscape after a downpour.
These mushrooms are usually called foxfire

mushrooms becausethey emanate a blue-green

light. They are not true foxfire mushrooms as known
in the Core; for one thing, true foxfire requires
decaying wood, which is in very short supply in
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Bluetspur. However, the difference is utterly
unimportant to anyone desperate for a light source
during the Bluetspurean night.

Below theSurface

Below the surface, life exists in a slightly wider
variety of forms. The most obvious form is
glowmoss a phosphorescentmoss which grows
along many of the tunnels beneath Bluetspur.
Glowmoss continues to emit light for hours after it
has been stripped from its root system.

The same algae which film the waters upon the
surface also grow upon bodies of water
underground. Th&arThaaladan have learned which
algae are toxic and, equally importantly, which may
be used as food or even as spices.

Two of the most useful fungi arvineroot and
leatherroot. The mycelium (root system) of both
these mushrooms may be harvested and usEde
twineroot mycelia are pale, thin, and coarse to the
touch, and they may be woveninto sturdy string or
evenrope. Theleatherroot myceliaare darker and
thicker, and they may be pressed into a leatlike
material.Athird type of mushroom, théeathercap

is so called because it grows a cap of a leathery
material.

Fortunately for theYar'Thaaladan, there are a great
number of edible mushrooms and slime molds. One
of the more notable varieties is the slime mold
known as manna, which has a texture similar to
chewy scrambled eggs when cooked. Crucially, it
also suppresses psionic ability and even psionic
activity, including the lowevel thought leakage
which illithids use to track their prey.

Of course, there are many toxic fungus species to be
found. One of the most pervasive are thpuff
plants. Whenmature, the puff plant will burst at a
touch into a cloud of sporeswhich infects and kills

any host which inhales thenA discerning eye is
necessary to distinguish between an immature and
mature puff plant. Usually it's just easiest to pay
attention to which puff plants are studiously avoided
by the other denizens.

In addition to fungus, some of the few animal
lifeforms are tasty. Soalledcave chickendook as



much like eyeless lizards as they do chickens. Cave

chickens live primarily on puff plants, and many
become infected by the spores. Fortunately most
people learn to tell the difference between a cave
chickenwhichis safeto eat and one whichis about

to explodeinto a new puff plant. In addition, cave
chickens and people alike consume the long, thick
worms which are known a@sone wormsbecause of
their color and size; stretched out, a fully-grown
bonewormresemblesa humanulnain appearance.
Moreover, the tunnels beneath Bluetspurcontain
many shallowpools,where blind albinofish may be
found, caught, and consumed.

Not everything found in Bluetspur is benign,
however. In addition to the illithids themselves (not
to mention horrifying variants such as the vampiric
illithid and the alhoon), other monstrous creatures
arefoundin the tunnelsheneathMount Makaband
Mount Grysl.Most of them are fungoid in nature,
such as the ascomid, phycomid, or myconid
However, bizarre animals such as carrion crawlers,
carrion stalkers, flail snails, and hook horrors prowl
the depths as well. Purple worms likely tunnel
throughthe deepestdepths.In addition,humanoids
suchas subdwellersand quaggothsmay be found.
One patrticularly vicious denizen of the depths is the
sporebat(from the Monstrous Compendium Annual
Volume 1l p.18), which is called abbin Thaani.

Over the Edge

Ever since the Great Upheaval of 740BC, the entire
domain has been surrounded by a sunless void.
However,the sunlessvoid is not a sign of border
closure.lt is simplyhow the Mists manifestaround
Bluetspur.Anyone who ventures into the void will
reappear at another point randomly around the
domain's perimeter.

For all that there are a number of owveay Mistways
leading into Bluetspur including the Worm's Path,
the Song of Obscene Hunger, and the Shattered
Passage the only known Mistway out is the
Sparking/ortex,whichmanifestsasaswirlingpurple
lightningstormat the edgeof the sunlessoid. It may
appear anywhere along the border, and it never lasts
more than 20 minutes.
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Salient Situations

In addition to the unnatural days and seasons,
Bluetspur has several other unusual salient
situationsto whichvisitors must adapt.

ArcaneResonance

Whenever someone casts a spell (arcane, divine, or
natural), there is a 2% chance per level of the spell
that the illithids notice the casting.If they do, then

1d4 minutes later 2d6 illithids will teleport to the
place where the arcane resonance occurred. In these
circumstances the illithids' goal is to capture and
enslave interlopers.

The arcane resonance applies regardless of the type
of spell in use. However, it doewt apply when
magicitemsareused.Fromthisdistinction,it maybe
inferred that howeverthe illithids detect the use of
spells, the mechanism is somehow related to the
casting in particular. Enchanting a magic item, then,
is especially dangerous. The arcane resonance
triggered by such a feat has a base 10% of detection
bytheillithids, plusanadditional4%chanceperlevel

of eachspellinvolvedin the creationprocess.

Certain powerful psionicistshave developed a
devotion which allows them to suppress arcane
resonance Apparentlythe use of this devotion is
highlydraining,perhapsevenphysicallydangerous.

Psionic Resonance

Similarly,the lllithid GodBrain is alwaysalert for
psionicactivity. Under ordinary circumstances, the
GodBrain always knows when psionics are used.

However, it is also important to note that the God
Brain does not send out illithids to investigate every
psychigpingwhichit detects.lt doessoonly whenit
feelsthreatened,and givenits tremendous psionic
might, it does not often feel threatened. In fact,
most of the time it considers others' thoughts to be
entertainment

Invasion of Dreams

Sleepingsdangeroususinessn BluetspurTosleep
is to dream, and in Bluetspur dreams twist into

nightmares. Sleepers gain little regthorror check
is required every time a character awakens.



Consumingmanna reduces the vividnessof the
nightmarego the point wherehorror checksare not
needed.

TheUnrelenting Drone

Finally, visitors to Bluetspur cannot escape an
unrelenting drone which emanatesfrom the very
land.

The drone is at least partially psychic (because
consumingnannahelpsdiminishthe drone)but not
entirely (because stabbing on&ars out also helps).

Left unfettered, the unrelenting drone causes
madness in those who linger Bluetspur.

Psychic Shielding

Fortunately there are severaways to avoidthe
worst of the psychic effectsof being within
Bluetspur:

x The SacredBarrier, also known as the Rod of
Houtras isthe mosteffectivemethod.Eventhe
GodBrain may only fight through the Sacred
Barrier's shield given promixity and effoithe
invasion of dreams and the relentless drone are
halted entirely within the shielded area.

x Many Yldi'Thaansites are psychicallywarded.
Nearlyall of thesewards are flawed, but they
decrease the likelihood of madness.

x  Thepsionicdefensemodetower of ironwill also
shieldspsionicactivity. Psionicistavho survive
in Bluetspur quickly learn to use this defense.

x  The consumption of the slime mold called
mannareducespsychicleakagein general,and
it causes psychic signatures to grow fuzzy to the
GodBrain.

x The Shattered Ones beneath Mount Makab
havedevelopeda vile but effective potion. This
potion may involvenanna but then it may not.

x Certainpsychotropicmushroomsalter thought
patternsinto unrecognizabilityOf course they
also make ordinary thought difficult as well.

24

History

History of the Den'ni'Thaan

Nearlytwo centuriesago,ahumansocietycalledthe
Thaarexisteduponthe slopesof Mount Makab and
Mount Grysl. lllithids lived below the surface, but the
leaders of Thaan possessed their own psionic
abilities, and united they were generally able to
defendtheir peopleagainstthe illithid threat.

When Mount Makab was drawn into the Mists and
the domain of Bluetspur created, most of the Thaan
were unaffected and remained behind in their
Outland world. However, some of the Thaan
perhaps the most wicked, but perhaps merely those
with the most psychic sensitivitywere drawn into
the Mists as well. Those unfortunate Thaan believed
that all of their kinsfolk had been killed.

Shortly many of theThaan fled their home,
eventually arriving in the village of ImmolBarovia.

When the Thaan of Immol have need to be specific,
they refer to their lost kinsfolk as thElulvi'Thaan
("LostThaan"),and they refer to themselvesasthe
Den'ni'Thaan("Thaanwho Endured").

History of the Yldi'Thaan

However, many of the Thaanremained behind in
Bluetspur, determined to reclaim their homeland
from the Masters of Thought. They called
themselves theYldi'Thaan("Righteous Thaan").

After seven years of continued struggle against the
illithids, eventually a small group of Yldi'Thaan
acknowledged the need to retreat and regain
strength. According to legend, thirteefyldi'Thaan
(later known as theThirteen Survivory came to
Immol, where each wrote one of thEhirteen Texts

of Thaan Subsequentlythe Thirteen Survivors
scattered,mostof them leavinglmmol, eachtasked
with protecting the Text which they had written.

Over time, the tale of the thirteen survivorshas
overrunthe fact of the initial group of Den'ni'Thaan
who came to ImmolAt this point most of the Thaan
in Immol believe that they are all descended solely
from the thirteen survivors. Certain professors
across the Core, most notably Bmthony Reuland
of the University of Richemulot, have asserted that



this cannot possibly be true without introducing
corruption due to inbreeding.

TheWar Against the lllithids

Meanwhile, the Yldi'Thaan who remained in
Bluetspur continued to wage war against the
illithids. The majority of these Yldi'Thaanforces
occupiedYrkat Yrkatu, the mighty fortress where
oncethe leaders of Thaan society had lived.

Althoughthe Yldi'Thaarhadanumberof true psions
and many wild talents among their number, the
illithids were far superior psionically. On the other
hand, the illithids lacked any magical ability, while
the Yldi'Thaancould claim a halflozen powerful
wizards. For many years, the fight between the
Yldi'Thaan and the illithids was more even than tales
might indicate.

Eventually the Yldi'Thaarsed their magic to create
two mighty flying fortresses. Using these fortresses,
they planned to bring the battle to the heights of
Mount Makab without needing to fight througthe
illithids' many groundbasedforces. Unfortunately,
the Yldi'Thaandid not realizethat the illithids had
prepared for such an eventuality, and tkié&di'Thaan
were unprepared to meet "slime wyverns" serving as
troop carriersThe first flying fortress was brought to
earth in the lower reaches of the Makab Range. The
second cameloser to achieving its goal, eventually
crashing into the slopes of Mount Makab itself.
Several of the most powerful Yldi'Thaan wizards
were killed in the fortresses' destruction. It was the
beginning of the end for YIdi'Thaan society.

Founding of thelldi'Thaan

According to further legend, a century after the
formation of Bluetspur, a Thaan man calling himself
Chorin Mur'Thaan escaped from Bluetspur. The
legend claims that he was the only person to escape
Bluetspurwith his sanity intact sincethe Thirteen
Survivors.ThisChorinMur'Thaanfounded a secret
society which calls itself the lldi'Thaan. The society
generally believes that none of the original
Yldi'Thaan survive in Bluetspur. Meanwhile, the
original Yldi'Thaan who still call themselves by that
proud name& know nothing of the secret society.

Although the fates of the Thirteen Survivorsare
generallylost to legend,it seemsinevitablethat at
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least one of the Thirteen was drawn back into
Bluetspur.Otherwisehow would ChorinMur'Thaan
have known about the Survivors and the Texts of
Thaan?

Defeat of the YIdi'Thaan

Perhapsnevitably,the Yldi'Thaarcould not sustain
their struggleagainstthe illithids. YrkatYrkatu fell.
TheYIdi'Thaan were either captured and enslaved or
else scattered to the cornerless corners of the
domain.

Following the illithid victory, the land grew
increasinglywarped. The sun appeared gradually
smaller and more red, and eventually it ceased to
rise over the horizon at all. Shortly afterward,
lightning stormed from the empty sky in the first Sky
Terror.

TheGreat Release

In 737BC, a group of adventurers raided the illithids'
lair under Mount Makab. During the course of the
raid, they freed hundredsof Yar'Thaaladawho had
been enslavedby the illithids. Although many of
these people were subsequently hunted down by
the illithids or otherwise died, many of them found
shelter beneath the surface and survived.

Theanniversanofthe GreatReleasés celebratedoy
manyYar'Thaalagettlements.Of course,given the
difficulty of keeping a calendar underground, these
anniversaries are not celebrated on any consistent
day among the various communities.

TheGreat Upheaval

The Great Upheaval of 740BC upended the Core and
beyond. Bluetspur was one of that handful of
domains which was physically torn from the Core.
From the perspective of those fewWar'Thaaladan
who ventured to the surface, the entire domain was
now surrounded by a sunless void. Naturally the
Yar'Thaaladablamethe illithids, assuminghat the
ThoughtMasters have found someway to further
tighten their noose.



Timeline
Date | Years Event
Ago
The Sixth Century
581Bc 179 | Bluetspur is drawn into the Mists. Most of
the citizens of Thaan vanish without a
trace.
581Bc 179 | Most of the surviving Thaan escape
Bluetspur into Immol in Barovia.
582eC 188 | Kraol is founded.
584Bc 176 | Jenvi ([@23) comes into her full psionic
strength and ceases to age.
=588BC 172 | Thirteen Y1di'Thaan survivors escape from
Bluetspur to Immeol. They start writing the
Thirteen Texts of Thaan.
=590BC 170 | The authors of the Thirteen Texts af Thaan
scatter.
The Seventh Century
611sc 149 | Xhafer becomes the driving intellect within
Melesku'ta.
=620BC 140 | Ga't'va founded.
=660BC 100 | The Delve 1s founded.
=678sC 82 | The two flying fortresses of the Yldi'Thaan
assault the Makab Range. but both are
destroyed.
=G79BC 81 |Edul'va 1s founded.
=G83Bc 77 | Yrkat Yrkatu falls.
=G683BC 77 | Jenyi and Trellin Hev settle in Edul'va.
=6958C 65 | Azaax 1s founded.
=710BC 50 | Wevez 15 founded.
=720BC 40 | The Forge 1s founded.
=730BC 30 | The Nest 15 founded.
Recent History
7378 23 | The events of Thoughts of Darkness occur.
7378C 23 | The Great Release. Scores of
Yar'Thaaladan escaped the Citadel
Subterrene after being freed by
adventurers.
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Date | Years
Ago

Event

T40eC 20 | The Great Upheaval occurs. and Bluetspur
is torn from the Core.

T42BC 18 [Oo'oo'pada 1s founded.

7428 18 | Sakka-gor 15 founded.

T48eC 12 [Hevnens Ambolt 15 founded and destroyed.
757BC 13 | Mora 1s founded.
7598C 1 |"The Second Release". Grozirg and

Orolahr lead a raid upon the fringes of the
Citadel Subterrene. Many thralls are freed,
but many die in the freeing.

Now

T60BC 0 | Now.

The SecondRelease

In 759BC, the githzerai Grozirg and Orolahr
organizedaraid uponamushroomgardencavernat

the edges of th@ hought Masterderritory. The goal
was to perform a Second Great Release, liberating
the several hundred YIdi'Thaan thralls working in the
mushroom garden. While technically successful,
significant losses were suffered by the war party and
the freed refugees alike. In addition, the
communitiesbeneathMount Gryslwere burdened
with the difficulty of integrating a hundred new
mouths to feedAs a consequence, this raid is known
as the Second Release, but the word "Great" is rarely
applied.

Populace

x Hulvi'Thaan("Lost Thaan")Those Thaan who
were not drawn into Bluetspufhose Thaan
who were not drawn into Bluetspur.

x Den'ni'Thaan ("Thaan Who Enduredhose
Thaan who were drawn into Bluetspur.
Technically the YIdiThaan are also
Den'ni'Thaan,but nowadays Den'ni'Thaanis
usedto refer to those Thaanwho escapedto
Immol.

x Yldi'Thaan ("Righteous Thaan"yhoseThaan
who remained in Bluetspurto challengethe
illithids. The descendents of the original



Yldi'Thaan still describe themselves as
Yldi'Thaan.

x lldi'Thaan (variant of "Righteous Thaan"A
secret society of psionic wild talents founded by
Chorin Mur'Thaan. It started in Immol but has
spread to nearby areasAlthough Chorin
MurThaan was the only Yldi'Thaan in this
society, to this day the Ildi'Thaan have
pretensionsof beingthe rightful heirsto Thaan
society.

x Avev'Thaaladan ("ForeignersBeople who are
drawn into Bluetspur from the lands beyond the
sunless void. Sometimes Outlandefsom
beyond the Land of Mists are actually called
Outlanders, but mostly they are considered
particularly foreign foreigners.

x Yar'Thaaladan ("Yet Sapients"The blanket
term for those who continue to resist the
illithids. It is almost always used to include the
Yldi'Thaan and foreigners who find themselves
in Bluetspur. Depending upon the speakir,
mayor not alsoencompas$ShatteredOneswho
haveescapedrom captivitybythe illithids. (This
article uses the term inclusively.)

x Nnarl A cluster of communities. Used to
describeindependentcommunitieswhich are
nonetheless close enough to interaéinnarlis
a geographic description rather than a
governmentabne.

Ordinarilythe Den'ni'Thaarrefer to themselvesas
the Thaan,usingthe longerterm only whenthere is
a need to distinguish themselves explicitly. The
Yldi'Thaansometimesdo the same,althoughthey
are more likely to call themselves Yldi'Thaan.

From the illithid perspective, they divide ndliithids
into two categories: servitors and thralls. Servitors
are more highly regardedthan thralls, so they are
allowed more freedom and are lesslikely to have
their brains consumed. Drow and duergar are the
most common examples of servitor races, which
explains why they are both regarded with extreme
suspicion by the Yar'Thaaladan.
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Appearance

Especially given the scarcity of food in Bluetspur,
most Yldi'Thaan are thin, even emaciated. Similarly,
they tend to be shorter than foreigners from the
Core, although their physical proportions makem
appeartaller than they actuallyare. TheYldi'Thaan
haveslightlylongerlimbsrelativeto their torsos than
most of the rest of humanity.

Among the YIdi'Thaan, pale violet eyes are
associated with psionic wild talents. Such individuals
are both respected (because they might possess
psionic abilities) and feared (because they might
draw the attention of the ThoughtMasters).They
might be kept to the outskirts of a community,but
equally likely they might be leaders or trusted
advisors.

Human foreigners are generally taller than the
modern Yldi'Thaan. When they first arrive in
Bluetspur, most of them are more heavily built as
well, although the constraints of a Bluetspurean diet
shortly change that. Even a foreigner who has
survivedyearsin Bluetspurtendsto standout asa
foreigner, just because their features are not
Yldi'Thaan features.

ShatteredOnesvary greatly in appearance.Often
little of their originalhumanityremains.Veryfew of
them are mistaken as unmodified Yldi'Thaan or
foreigners.

Fashion

ThesurvivingYldi'Thaarhavescavengedhe ruinsof
their ancestorsfor scrapsof durable clothing. Or
course, much of that clothing, no matter how
durable, has failed to survive the decad@és.this
point, most of the ancestors' clothes are used only
ceremonially.

Therefore, many Yldi'Thaanwear clothing made
from fungus.Fortunatelyleatherrootand twineroot
can be used to shape and stitch clothing. In addition,
certain mushroom caps provide a leatHé®e
material as well.

The daily temperature throughout Bluetspur is mild
and rarely changes much. Given that, many
Yldi'Thaardonverylittle clothing,insteadusingtheir
scarcematerialsfor essentialdike pouchesand tool



belts.

Shattered Ones who remain humanoid in shape
often dressasthe Yldi'Thaardo. Thosewho do not
usually wear no clothing whatsoever, if only because
clothing fits them at best awkwardly.

Foreignerarevaluedfor the goodswhichthey carry
with them into Bluetspur, and clothing is highly
prized. Of course, over time foreigners tend to dress
like the Yldi'Thaan, if only because their precious
clothing only lasts so long.

Economy

Most Yldi'Thaan settlements are isolated from the
rest. In cases where settlements do interact, they
rely entirely upon barter. The most valuableitems
are artifacts of the ancestralYldi'Thaanand items
brought into Bluetspur by foreigners. In addition to
weapons and armor, these valuables include
standard adventuring gear such as poles, ropes,
tinder boxes, torches, lanterns, oil, pitons, caltrops,
backpacks, pouches, and iron rationasnything
metal, wooden, wearable, or edible, really.

However, most YarThaaladan communities
understand the need for "new blood" (that is,
genetic diversity)As such, a marriage between two
settlements in a nnarl is highly valuable. The
settlement which gains new blood gives something
valuable as a dowry to the settlement which loses
someone; thisdowry is givenregardlessof gender.
Alsonote that the dowryispaidto the settlementas
awhole, not any particular person or family.

Language

The people of Thaaspoke a language called Thaani.
That language endures among the scattered human
populationof Bluetspurandin the town of Immolin
Baroviaas well. Thetwo versionsof the language
have drifted enough to be considered distinct
dialects, but the spoken forms remain mutually
intelligible. However, the Thaan of Immol write their
language using a modified Balok script, while the
Thaan of Bluetspur continue to use their owatine
script.

Thaani makes extensive use of the glottal stop,
frequently written in Balok as an apostrophe. The
primarypurposeof the glottal stopisto interrupt the

28

flow of syllableswhich the Thaan believe would
otherwise draw the attention of the Fotkingered
Ones.

Consider an example of the difference between
Immolese Thaani and Bluetspurean Thaani: The
Thaan of Bluetspur use the suffix -n to indicate
plurals,while the Thaaniof Immol havetackedthe
Balok-i onto -n for the samepurpose.(Howeverthe
secret society known as the lldi'Thaanfavors the
traditional plural.)

As another example, Bluetspurean Thaani has two
distinct letters for the similar sounds which were
originallyrepresentedin Balokasthe letters "Y" and

"I". However,in ImmoleseThaanithe letter "Y" has
fallen into disuse in the initial position of a word, so
the wordsyldi and yrkat are now spelledldi and
irkat. Pronunciation has also drifted accordingly.

The suffix 4" is used to mark a word used an an
adjective, but only when applied to sapient
creatures. For example, the word yld means
"righteousness"and so an yldi'thaa is a righteous
person. However, lakes are not sapientBsa'Spaa
without the "-i", is the "vast lake".

The suffix “u" means "of". The usual construction
places the possessed object, including the' ‘suffix,
after the possessing object. For examplhaan
Naagaaru is the glory ilaagaa) of the Thaan.
However,certain other constructionsomit the "-u".
Forexample Aark'tluchThaanisthe lore (@ark) book
(tluch) of the Thaan.

Note that "mur" is used in a fashion similar to the
German "von". That is, when used as part of a name,
it indicates not only a place of origin but also a sense
of noble entitlement to that place. In particular,
ChorinMur'Thaanusesthis conventionto assertthe
authority of hisclaimuponthe lost Thaan society. To
further bolster himself, he applies the same surname
to each of the Thirteen Survivors, implying that he
has a particularly strong claim to their inheritance.

Finally,Thaanoriginallymeant"ThePeople"andthe
ThaanSaanuvas"TheNationof the People". Other
intelligent races were calledThaaladan "The
Sapients”, but they were not considered to be
among"ThePeople".
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While nowadayghe term Thaanis more often usedasa claimof descentanda cultural grouping, there remains
the lingering sense among some of the Yldi'Thaan that other races are not actually proper people.

Word Meaning Letter(s) Sound Example
Aark lore a (non-terminal) | a in mach Makab
Avev distance a (termunal) a in idea Va
Em giant, vast aa a in mach (but longer) Spaa
Den'ni | (those who have) endurance ae gy in fay Athaekeetha
Edul safety ao ou in foul Kraol
Evhe eclipse ar ar in far Farr
Farr ridge ch ch in loch Thach
Farr'ev |chasm. gorge e e in hen Vekle
Fel green ee ee in el Athaekeetha
Gar water er er in her Ermal
Garan | river. lit. "waters" g gin gef Genke
Hulvi | (those who are) lost g dg in ridge Gjon
Tdi variant of ITdi 1 (non-terminal) |7 m il Dritan
Irkat variant of Iriat 1 (terminal) im ill or ee in eel Yldi
Kaat building ir ear Irkat
Mur from 1 J m jewel Jenyi
Naagaar | glory k kin kek Eugo
Nnarl | closter of commmnnities nn n in hen (but longer) MNnarl
Otl east o 0 10 over Otl
Chur city oo og in broom Qo
Saan nation q q in gadi Qamil
Spaa lake 5 5 in say Sokol
Thaa person sh sh in shave Shpresa
Thaalad | sapient being 8Z = in azure (but softer) Sziszim
Thaan |people t fin eat Yrtak
Thich  |book th th in thin Thaan
Ulde dwarf u ue in ghie Bm
Usko infinite, bottomless ur ur in fimr Mur
Va place 4 X i ax Azaax
Vekle |crumbling xh g in genre (but really soft) | Xhafer
Yar still, yet ¥ (initial) M in vip Yldi
Tldi (those who are) righteous ¥ (non-initial) |y in byfe Hysni
Yrkat | strenghold ¥r year Yrkat
Zorr huat z zim buzz Anjerza

zh I ML aziire Zhaklina




Names
SeeGazetteeVolumel, p.27.

AlthoughmanyShatteredOneschoosenameswhich
reflect their inhuman condition (e.g. Snarlerfor a
leonineseeming Shattered One), many others
choose Thaani or Thaainispired names for
themselves. Some Yldi'Thaan take offense at the
latter choice.

Education

Bluetspuris a brutal domain.Thereis little room for
educationoutsideof whatis necessaryo survive.

That said, cultural values are taught through stories
and chants.YIdi'Thaan learn the history of their
peopleandthat they were not alwaysforcedto hide
beneaththe surface Oneimportant culturalvalue is
the strengthening of the mind against the Thought
Masters.As such, most of the Yldi'Thaan possess
somemeasureof psionicdefenseif not actualwild
talents. Foreignerscanlearn how to better protect
their minds as well.

Arts and Crafts

What, you think this is somenambypampydomain

like Vorostokov,where they havetime for arts and
crafts? Cave paintings are about as artsy and crafty
as things get in Bluetspuknd even those you might
not want to stare at too long.

In truth, though, arts and crafts actuallydo existin

the cavernsbeneath Bluetspur.The most obvious
would bestone carvings, sometimes made from free
rocks, sometimes carved into stagmites. The Singing
Frog Cavern provides an impressive if inexplicable
example of this art form.

Also, the Yar'Thaaladan make jewelry from the
bones of cave chickens (which are also useful for
piercing ears) and from beads strung with sinew.
More transiently,ochreis usedto draw designson
skin.

Crystals of various sorts were important to Thaan
society for two reasons. First, they were an essential
component of Thaan psitech. Second, they are
pretty. In fact, the presence of crystal veins beneath
Mount Grysland Makab was one of the factors
behindthe originalvitality of Thaansociety and then
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the subsequent clash with illithid society.

Unfortunately, by now most of the Thaan crystals
have been taken by the illithids for study and
destruction. Most of the crystals which remain tend
to be decorative rather than psitech because the
illithids actively seek out such devices for
destruction. Nonetheless, even the decorative
crystalsare highly valued by thé/ldi'Thaan as a
reminder of the beauty which their civilization once
offered.

Attitudes Towards Magic

Most of the Yar'Thaaladan are terrified of arcane
magic, knowing that the illithids are drawn to the
arcaneresonancereatedby spellcastingSomeview
divine magic with similar suspicion, but others
consider it something harmless or else worth the
risk. The natural magic used by druids (such as
Queen Hazel) and rangers is viewed as divine magic
if the druid or ranger worships a nature deity.

Otherwise,if they reverethe force of nature itself,
then their magic is often viewed more benignly,
though opinions do still vary.

Unfortunatelyfor the Yar'Thaaladregardlesof the
various opinions on the subject, the arcane
resonance makes all spells equally dangerous to
cast.

Attitudes Towards Non-Humans

SomeYIdi'Thaanbelieve that anything which has
been touched by the illithids is contaminated.
However, most of them recognizethe Shattered
Ones as fellow-warriors in the fight againstthe
illithids.

Demihumansand humanoidsare fully welcomedby
the bulk of the YarThaaladanReally,once you've
accepted that the Shattered Ones are people,
dwarves and calibans are easy to accept.

Religion
Thereis no organizedeligionin Bluetspur.

That said, refugees from other domains and from
Outland worlds often continue to worship those
deities whom they followed before coming to
Bluetspur. There is no ban on religion (although
casting divine magic is sometimes frowned upon



because of the risk of attracting the illithids'
attention). In fact, sometimes entire communities
will settle upon a single god or pantheon to worship.
However, this shift usually has less to do with belief
and more to do with community. Other groups may
simply gather to worship "the gods" without ever
specifying any particular gods. The Yldi'Thaan and
Shattered Ones appear to like the idea of religion
better than they understand its actual practice.

However, despite the lack of a general ban on
religion, certain practices absolutely will not be
tolerated. In particular, anyone who appearsto
worship the illithids or their deities will doubtless
meet an uncompromisingly violent end.

Attitudes Toward Property

The Edul'vanshave a saying: "Private is private.
Communityis community."Asimilarattitude is held
in many other Yar'Thaalad settlements.

Property which newcomers bring to Bluetspur is
private, and only the most desperatéar'Thaalad
would attempt to steal it or take it by force. On the
other hand, once someone dies, their property
becomes community property, and it cannot be
claimed by any single person thereafter. (Rare
exceptionsmay be made for "inherited" property,
andthen onlyif the propertyis claimedby someone
dangerously powerful.)

However, even after a particularly valuable item has
become community property, it will carry its original
owner's name indefinitely, regardless of who carries
it. Morlack's Sword is an excellent examplethis
sort of legacyname. In this manner,Yar'Thaaladan
honor those who provide material wealth for their
communities.

The Realm

Government

There exists no domawide government among
the Yar'Thaaladan. Each individual settlement has its
ownr government. Some are direct democracies, but
most are lead by a headman or headwoman.
Although such leaders often lead only at the
sufferanceof the led, sometimesthey consolidate
enough power to become local tyrants.
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Diplomacy

TheYar'Thaaladano not haveany way to interact
with landsapartfrom Bluetspur,andsothey engage
in no interdomain diplomacy.

Yar'Thaaladasettlementswhich are closeenough

to interact with eachother are consideredpart of a
nnarl. They conduct trade, sometimes fight over
resources, and occasionally intermarry. Such
engagements may also occur between settlements
which are not part of a nnarl, but they are less
common out of geographical necessity.

Note that conflicts between communities rarely
becomedeadly. Theweaker party in a conflict will
back off as soon as their relative weakness is
revealed, and the stronger party will let them. How
foolish it would be to risk unnecessary losses, and
particularly to fight to extinction, in a conflict which
does not require such sacrifices.

SITES OF INTERESTOVERVIEW

The Citadel Subterrene, that foul heart of illithid
society, is located beneath Mount Makab. Naturally,
then, few Yar'Thaaladan communities have been
established there, much less survived. Instead, most
communities exist in the relative safety beneath
Mount Grysl. The illithids launch an occasional
patrol, particularlyaroundsitessuchasYrkatYrkatu,
the city of Thaanandother placeswhereYldi'Thaan
havehistorically been known to cluster. Otherwise,
they are unlikely to go raiding unless they detect one
of three conditions:a powerful psychicpresencea
sizablegatheringof Yldi'Thaamminds,or a shortage

of thralls in the Citadel Subterrene.

Each community description is accompanied by a
sidebar with the followingletails:

x oundation - Theyearthat the communitywas
founded. Given the difficulty of accurate
timekeeping in Bluetspur, all dates should be
considered approximations.

x Population - The approximate number of
residentsin the community, broken down by
raceand (when applicable) ethnicity.
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x Nnarl - The nnarlto which the community is However, the clan's misfortune continued. Forty
broadly considered to belong,afy. years later they were discovered by the mercenary
x Depth - How far from the surface is the Bonespurwho recruitedthe now-grownchildrento

hiscause Theseyoungergiantswerefrustratedfrom
decades of hiding, and they wished to join the
winning faction. Unfortunately, when Bonespur's
band of drowand stone giants ran afoul of powerful
adventurers, all of the younger giants were killed.

community? "Upperdark" indicates that the
communityis near to the surface, perhaps even
with a connection to the surface. "Middledark"
communities are deepebeneaththe surface,

andtheir memberslikely neverseethe surface.
"Lowerdark" indicates that the community is Nowadaysthe Desolate Peaksare an abandoned
deeper yet. ruin. Stoneworkof surprisingdelicacyand beauty
still adorns the site, but otherwise there is little sign
Somenon-community sites are accompanied by a  that anyone ever lived there.
shortersidebar.

SITESOFINTEREST THE SURFACE Dread Possibility The Last éCL'llptor
The Desolate Peaks are not entirely abandonqé‘«d.
Badlands(Geography) { Three of the stone giant elders remain, shaping

monumentsdedicatedto the community that has
been lost. All three are reachingthe end of their
natural span. In addition to the usual abilities of
elder stone giants, they have acquired the ability to
meld with stoneTwo of the elders will use this ability

Seethe mapon page84 of Domainsof Dread ;

The portion of the surface of Bluetspur between and
surrounding Mount Makab and Mour@rysl.

Bru'SpadLake) to avoid all contact with intruder§he third does the
same unless he is too involved with his latest
TheUpperand LowerMakaboRiverspour over the sculpture. This giant, Hrinthannon, may also reveal
ridge of the Vekle'farrand empty into this massive himself to visitors who speak their appreciation of
lake. ‘ his haltfinished work. |

The Bru'Spaa is inhabited by many varieties of Ifthe party haspreviouslyencounteredOskaugand
molluscoid, which live upon each other and uponthe  Suroldin the UskoFarr'ev,then Hrinthannonwill be
algae which frequently covers the lake's surface.  very interested in the young giants' return to the

Some larger creaturgschuuls, perhapslive Desolate Peaks. If the party agrees to bring the
beneath thesurface,but fortunately they seemto | young giants home again, then Hrinthannon will
spend much of their lives somnolescentbetween offer them a very ordinasooking rock which
short periodsof frenzied feeding. " nonetheless has the powers ofsand of earth and
stone
Desolate PeakgRuin) f
. f,__ J

Onceasmallclanof stonegiantslivedin the cragsof
the GryslRange Generallythey refusedto involve The Fallen Tower (Ruin)

themselves in the war between the illithids and the ) )
YidiThaan. Unfortunately, though, when the  One of the two flying towers of theldiThaan

YIdi'Thaan finally convinced the stone giants to join ~ crashed high up on Mount Makab, and the impact
them, the stone giants discovered that their reducedit to ajumbleof stoneblocksandfragments.

unprotected psyches were easy pickings for the However,the other flying 'tower was brought_down
illithids. Most of the clan was lost in one battle, and @t the base of thenountain, and its destruction was

the remaining stone giantswho were all elders and less complete.
childrert retreated to their crags. Two portions of the fallen tower remain, held



together by remnantsof magic.Thefirst portion is
oriented properly, while the second lies upon its
side. Both portions are surrounded by cut stone
blocks.

Although the fallen tower has been thoroughly
looted, it remains an important site for the
Yldi'Thaan. Inasmuclas any of the Yldi'Thaan
understandreligion, it is a sacredsite to them. It is
alsoa protected site, since the lightning storms of
SkyTerror do not reach anyone hiding within the
fallen tower.

Fel'Garan (River)

Thisriver originateson the northeasternslopesof
Mount Gryslalthoughit vanishesnto the Mistsafter
a relatively short run.

Back when Bluetspur was part of the Core, the
Fel'Gararwasalsoknown asthe Felgmgsgafter it
ran into Hazlan.

Lower Makabo River(River)

Ariverwhosesourceissomewherewithin the Makab
Range.lt flows over the Vekle'farr and into the
Bru'Spaa.

Melesku'ta(Site)

Onthe northeasternslopeof Mount Grysistandsone

of the bestpreservedYIdiThaansites. Its state of
preservation is entirely due to an experimental
defense. Melesku'ta is protected by a psionic
projection which insists there isothing here This
projection has proven effective against illithids and,
by unfortunate coincidence, anyone else with
psionics or significant psionic potential. In other
words, the Yldi'Thaan are also incapable of finding
Melesku'ta.

Melesku'tawas originally constructedby the Thaan
asamilitary output whereweaponsanddefensedor

use against the illithids were developed. Psions and
wizards worked sidéy-side toward their common
goal. Unfortunately, nothing had been quite finished
before Bluetspur was drawn into the Mistsll of the
occupants were among the Hulvi'Thaan, who were
not drawn into Bluetspur, and so Melesku'ta and its
secrets were lost for years.
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Eventually, though, a band oidi'Thaan stumbled
across the outpost, and they learned how close the
scientistshad come to finishing the nothing here
projection. Theydecidedto finishthe effort, except
that they discovered they needed an intellect to
monitor and focus the projection system. None of
the approaches considered by the Hulvi'Thaan
seemed viable, and the Yldi'Thaan were desperate.
Ayoung man named Xhafer drew the short straw.

Not only did the projection system work, but it has
worked for the century and a half evsince.

TheGodBraindetectsMelesku'taasa numbspotin

its psychicawarenes®f the domain.However,none

of the illithid scientists which it has sent out to
investigate have ever found anything unusual.
Besides, it hasn't changed in nearly two centuries, so
clearly it is harmless, yes?

Theexterior spacesf Melesku'taare vulnerableto
the lightning strikes of SkyTerror, but the interior
spaces are protected.

The Misty Mouth(Site)

Afumarole in the side of Mount Makab. It is active
and emits a steady gout of sulphurosteam.

Many Yar'Thaaladarbelieve that breathingin the
fumarole'smistsandmeditatingnearbywill increase
one's psychic power.

Mount Grysl (Mountain)

Seethe Realmof Terrorpostermap.

Mount Makab (Mountain)

Seethe Realmof Terrorpostermap.

ObsidiarForest(Site)

Before the rise of the illithids, Bluetspuand the
land of Thaanbefore itt had a healthy surface
ecosystem. One of the lingering monuments to that
truth is the Obsidian Foreshccording to legend, on
the night that Yrkat Yrkatufell, this formerly vital
evergreenwoodland turned to obsidian. Skeptics
insist that the transformation probably occurred
shortly afterward at the foufingered hands of the
illithids. By destroying one of the crucial resources of



would stayfallen.
.

Otl'Spaa(Lake)

Alake in the Lowlands beyond thé&kle'farr east of
the Makab Range. It has no obvious single source
(andtherefore is likely fed by many little streams), .«
but its largestoutflow extendsinto the Misty Border.

Asabodyof usuallydrinkablewater, the Otl'Spaas
a valuable resourceto ruineers and anyone else
travellingupon the surfaceof Bluetspur.However,
experiencedruineersalsowarn that visitorsto the

Otl'Spaashould be wary. Something lives beneath

the surface, they say.

Thaan-Qurru (Ruin)
SeeBookof Sacrifices"Thelllithid GodBrain",p.24

Once the capital of the nation of the Thaan.
Sometimes called simply Qurr ("the City"),
sometimes called simply Thaan after its former
inhabitants. Now a ruin.

Whenthe city of Thaanfell, shortly after Bluetspur
wascreated,the survivorsretreatedto YrkatYrkatu,
which they defendedfor many decadesafterward.
Theruinsof ThaarhadbeenlootedlongbeforeYrkat
Yrkatu fell.

After the fall of Thaan, the two most widely
remembered districts are the military district and
the noble district. The military district has been
looted for its weapons ever since the city's fall, but
as more and more Yldi'Thaan were driven
underground,the noble district hasbeenlooted as
well by ruineers seeking fine goods. The illithids
regularly patrol both districts, but this threat has not
completely discouraged ruineers from searching for
anything which their predecessors have overlooked.

Another district worth mentioning is the former
jeweler's district. In addition to gems and jewelry,
this districtalsohandledthe developmentof those
crystalswhichwere usedin Thaanpsitech.Although

it has also been heavily picked over, doubtless there
are still one or two undiscovered vaults where latent
psitech might be stored.

the Thaan, they could help ensure that the fallen *

2/
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Dread Possibilityt The Gate To Beneath

Awhispered secret among théarThaaladan holds
that a gateway of some sort (either psionic or

magical or perhaps a combination of the two) leads’

from the former military district to a nnarl far
beneaththe surface.Thisrumor could not possibly

be true, though, becausethe military district has
been so thoroughly searched. Besides that, what
community could still be powerful enough to
maintain sucha gate?

Thaan-Saanu(Ruin)

The nation of the Thaan. ThaanSaanu once
encompassedeverything that is now in Bluetspur
andmore. However, its heart was Tha@urru, the
City of the Thaan.

TheTluch-Kaat (Ruin)

Anancientlibrary of the Thaan stillwardedby spells
which keep the illithids at bay. A favorite placefor
Yldi'Thaamruin-divers to explore, although few have
penetrated the defenses to reach the most valuable
books.

The TluchKaat is encircled by a wall which once
defined the boundary of a contemplative garden.
The gardenis long sincedestroyedand the plants
oncewithin it havedied. Thebuilding of TluchKaat
itself still retains its defenses, but experienced
ruineers share tales of how to bypass them. Most of
the chambers within have been thoroughly looted of
any lore of value. However, perhaps something
previouslyundiscovered yet remains.

However, within the main building of the Tlu&aat

are smaller chambers, known as The Vaults. Special
booksandartifactsarekeptin TheVaultsto preserve
them for future generations.(Any of the Thirteen
Texts would qualify.) In nearly every case, The Vaults
remain sealed and wetlefended by Thaan psitech.

The TluckKaat is inhabited by a psychic odem which
is all that remains of Izu'un of the Thirteen Survivors.
As a former archivist of the Tludtmaat, he knows
how to open any of the Vaults, but he will not

Al
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provide the keysunlesshe can be convincedthat
releasingsuchknowledgeinto Bluetspurwill leadto
the imminent downfall of the illithids.

UppemMakaboRiver (River)

A river whose source is somewhereupon Mount
Makabitself. It flows overthe Vekle'farrandinto the
Bru'Spaa.

Usko-Farr'ev (Geography)

"TheBottomlessChasm"Achasm(verydeepbut not
actuallybottomless)in the Badlandgust northeast

of Mount Makab. Thehunting is better within the
UskoFarr'ev than anywhere else on the surface,
although that is saying very little.

UskoFarr'evisinhabitedby plantsandcreaturesnot
found elsewhereuponthe surfaceof Bluetspur.For
example the veinworm is a type of caecilianwhich
hasblackskinwith bright red markings;it cangrow

to three feet in length.Thorn kelpis a common
macroalgae in the UskBarr'ev; both the stipes and
bladderbulbs are edible, although the blades are
covered with many tiny neediike structures to
deter consumption. Thehalk-shelled snot clanis a
type of small mollusc with a brittle gray shell; it is
poisonous to most creatures apart from the
veinworm.

At least one marl (from Monstrous Compendium
Annualll, p.85)inhabitsthe UskeFarr'ev,asdo the
stone giants Oskauga and Surold.

Vekle'farr (Geography)

The name of the ridge which divides the
Bluetspurean plateau from its lowlands. It is
sometimesusedas the name of the lowlands.

Void of Infinity (Geography)

TheYar'Thaaladacall the edgesof Bluetspur"The
Void of Infinity", "The Sunlesd/oid", or simply"The
Void". The Void is simply a particularly empty
manifestation of the MistsAnyone who ventures
into its blackness will reappear at another point
randomly around the domain's perimeter.
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Yrkat Yrkatu (Ruin)

For over a century after Bluetspurwas drawn into
the Mists, the Yldi'Thaarstrongholdof YrkatYrkatu
("fortress of fortresses") held out against the
Masters of Thought and their minions.

Until it didn't.

The ruins of Yrkat Yrkatu still stand upon the
southeasterrslopesof Mount Grysl,overlookingthe

ruins of the capitol city of Thaan. They are a popular
place for scavengers to seek treasures such as metal,
wood, cloth, and magic. Unfortunately the illithids
know this, and so the ruins are also a popular place
for the illithids to hunt for thralls. The illithid
vampires have also learned that tasty prey may
sometimes be found here.

SITESOF INTEREST UNDERMOUNTGRYSL

Azaax (Settlement)

Founding/ Fcp @&SIFNAR 32
Population (90% Yldi'Thaan, 10% Foreigner)
Nnarl Nnarl Edul'va

Depth: Upperdark

A Yar'Thaaladsettlement under Mount Grysl. It
featuresanexitto the surfacewhichstandsrelatively
close to the entrance to Edul'va, and it interconnects
to the same larger system of tunnels.

However, the inhabitants ofAzaax are almost
entirely Yldi'Thaarexcept for a handful of human
foreigners. Yearsago in another settlement, the
founders of Azaaxwere betrayed by one of the
Shattered Ones, which forced their resettlement to
Azaax. The leaders éfzaax have refused to give
shelter to a Shattered One ever since.

The current leader is Zaaxl
Known citizens oAzaax include théllowing:

Haxhi
Melikish
Mirjona
Zaaxul |
Zaaxul Il

X X X X X



x  Zaaxulll
x ZaaxulV

Dread Possibility* Broken Succession

After Zaaxullll's son ZaaxullV died in the Second
Releasethe successiomasbeenin doubt. A pair of
young men have presented themselves \as
illegitimate sons of Zaaxul lll, and in one case it's
feasible because of a known affair between his
mother and Zaaxul Ill. One of llI's advisors and one
of his bodyguards have been positioning themselves
similarly:

And Zaaxul llI? He's grieving too muclcaoe.

P
Cavern of Many SungSite)
Far beneath Mount Gryslis a site known as the

Cavernof Many Suns.Floatingin the center of the
large cavern is eollection of nearly a dozen burning

spheres. The light emitted by each of these spheges”

is equivalent to sunlight.

Periodically the mad druid Queen Hazel venturesto
the Cavern of Many Suns to coax one of the suns to
cometo her own cavern.Perhapsusingher magic,
perhapsbecauseof the power of her delusionsshe

has always succeeded.

As part of the Second Release, Bramduhi hglrak

and the other participants fronthe Forge revealed

a secret weapon: They had discovered a way to cage
a sun, which they intended to use against the
heliophobicillithids. Unfortunately,the glow of the
sundiminishedsignificantlyduringits journeyacross

the surface of Bluetspur, and the secret weapon
proved ineffective.

Dread Possibilityt The Dimming Suns

Perhaps the suns in this cavern appear to be
dimming, and the party is sent to discowehy. "4
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The Delve(Settlement)

Foundin/ Fmnn &SI N& |32
Population 200 (100% Duergar)
Nnarl: Nnarl Ulden

Depth: Middledark

A duergar settlement beneath Mount Grysl. It is
home to approximately 200 duergar. They aren't
exactly enemies of The Forge, but they certainly
aren't allies either.

The Delve is led by a warrior named Bro@raneye.

=

Dread Possibilityt Delving Deep

The duergar are native to the plane from which the
Thaan and the illithids originated. They were
servants of the illithids for many years. Their own
rebellion was fought in parallel with the surface war |
of the Thaan.Much like the Thaan,the duergar
eventually lost. Very few survived. Most of the
survivors remained under Mount Makab as servitors
to the illithids. The duergar of the Delve are the only
free duergar in Bluetspur.

ManyYIdi'Thaamefuseto seepastthe manyyearsof
conflict between the Thaan and the duergar.
However, others are willing to consider the Delve &Q'
Ulden as tentative allies.

Edul'va (Settlement)

Founding:679BC

Population: 70 (60%ShatteredOnes,
37%Foreigner3%YIdi'Thaan)
Nnarl: NnarlEdul'va

Depth: Upperdark

Seethe Fraternity of Shadows~orum, "Communitydea:
Settlements!"topic.

Unfortunate souls stranded in Bluetspur might do well to
seek a particular (but welidden) cave entrancen the
lower end of the southwesternslope of Mount Grysl.
Within cavernsaccessibleviathat hidden entrance is the
sprawling settlement called Edul'va.

Edul'vawas founded by refugees of two sorts. The first are



Shattered Ones who escaped from Mount Makab, and the
second are travellers from the Core who arrive via one of
the several Mistways which leamhto Bluetspur. The
settlementvariesbetween60and80members consisting
of approximately60% Shattered Ones and 40% others.

Peoplewho stumble acrossEdul'valearn very quicklyto
pronouncethe glottal stop between Edul and va. The
word edulva without the glottal stop, is part of a mantra
used in summoningThose Who Slither Into One's
Thoughts, and nobody in Edul'va wants to sumrttoem.

Theheadmanof Edul'vais a ShatteredOnenamedGrult,
but the heart of the communitymay be the priest Trellin
Hev.

Inhabitants of Edul'va include tHellowing:

BorosGyula
Grult

Jenyi
KellekRowe
Sytara
TrellinHev

X X X X X X

TheForge(Settlement)

FoundingF nn &SI N&R | 32
Population:(70%Dwarf,30%Gnome)
Nnarl:NnarlUlden

Depth: Middledark

TheForgeis a communityof Outlandergnomesand
dwarveslocatedbeneathMount Grysl.It is centered
upon a particular large cavern, calld@the Heart of
the Forgein Dwarven, where a deep rift provides
plenty of geothermal energy. However, even apart
from the Heart of the Forge, the settlement extends
into a greatmany smaller caverns where individual
(if extended) families live.

Thesmithsat the Forgesuffergreatdifficulty making
steel. Theirtraditional techniqueshavefailed them,

as have their subsequent innovations. Fortunately
they are still able to work irorAlthough iron rusts
badly in the damp caves beneath Mount Grysl, even
so their iron weapons give the Forge considerable
defensive strength.

The inhabitants of the Forge have been growing
fungal food sources which they carried with them
when they arrived. Thesefungi compete with the
native Bluetspureanvarieties. In particular, the
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myconids and Oo'oo'padans are unhappy about
their dwarven and gnomish neighbors.

Theleaderof the Forgeis GedmunZincCutter.Heis
asvirfneblin,althoughhe doesnot drawattention to
the fact that he is anything different from a surface
gnome.

Inhabitantsof the Forgeincludethe following:

x  Bramduhr agrhulrak
x  GedmunZincCutter

Ga'i'ya(Settlement)

FoundingF c v 1. /
Population:300(90%yYIdi'Thaan,
10%Quaggoths)

Nnarl: Ga'i'ya

Depth: Lowerdark

An Yldi'Thaan settlement far beneath the surface. Its
inhabitants include handlers who establish
telepathic dominanceover quaggoths,which does
implythat the Ga'i'yarmighthavelearnedthe wrong
lessondrom the Masters of Thought.

Over generations, Ga'i'ya has turned into a
storehouse for Yldi'Thaantechnology and magic
looted from the surface worldAs such, it is one of
the Dbestdefended, besfed settlements in
BluetspurAlthough a significant number of refugees
from the Second Release came to Ga'i'ya, that
community was able to

absorbthemwith minimaldifficulty. Intermsof their
physicalneeds,at least. Thedifficult part hasbeen
accepting several dozen people wlhioeoretically
might yet be spies for the Fodringered Ones.

Inhabitants of Ga'i'ya include the following:
W Vahktang

Grath's Hermitage(Hermitage)

Founding long ago
Population 1 (100% Grath)
Nnarl 1

Depth: Middledark

Far below the surface of Bluetsput and nowhere too



close to anyone, the hermit Grath inhabits this small
complexof interconnectedcavesTheouter caverns,
the oneswhich he grudginglyallowsvisitors to see,
are as austere as any other settlement beneath
Mount Grysl. The innermost cavern, though, is a
treasure trove of psitech. Not that anyone has ever
glimpsed it and survived to tell the tale.

HevnensAmbolt (Ruins)

Founding:748BC
Nnarl:t
Depth: Upperdark

HevnengAmboltwasoriginallya settlementfounded

by ShatteredOnesnearthe surfaceof Mount Grysl
However, it was discovered by a Mulan wizard who
accidentally led a cabal of followers into Bluetspur
via the Song of Obscene Hunger. This wizard readily
conquered the settlement and renamed it, and he
prepared to strip all of Bluetspur from the illitrgd
His ambition was exceeded only by his folly. The
illithids could not help but notice the arcane
resonance which his war preparations generated,
and they invaded in full force. The wizard and his
followers fell swiftly.

The illithids periodically return to ensure that
HevnensAmbolt remainsabandoned.To coverthe
periods of their absence, they have left behind a
crystalline growth which is particularly sensitive to
the use of arcanenagic.Any wizardspellcastwith
100feet of the crystalwill haveits arcaneresonance
amplified by the crystal and echoed to the Citadel
Subterrene, which will inevitably provoke a
response.

Fortunately this crystal is not similarly attuned to
divine or naturamagic.

Theinhabitantsof "nearby" communities(none are
particularly close) know to avoid the region of
HevnensAmbolt.

TheHot Spring(Site)

Nnarl: Nnarl Edul'va
Depth: Upperdark
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ThecavernknownsimplyasTheHot Springstandsat
the intersectionof severalnnarls. It is a mammoth
cave, but most of its floor area is filled by massive
pool of water heated by geothermal activity.

Occasionallyater spoutsupwardfrom the centerof

the pool,reachingheightsof two dozenfeetor more.
Because of these spouts, the Hot Spring is known in
Thaani ag he Place Where Water Flies

TheHot Springisfed by a slow-movingunderground
river, althoughthe river'sentranceand exitsare not
visible from above the waterline. Becauseof this
flow, the waters continually refresh themselves,
making the Hot Spring an ideal place to bathe and
wash clothing, especially at the edges where the
pool is pleasantly, not scaldingly, hot.

TheHot Springis widely consideredo be a placeof
sanctuary Not only is violenceforbiddenat the Hot
Spring, butrar'Thaaladan from different settlements
will generally pretend that others are not present at
all, just to give the illusion of privacy. However, the
Hot Spring is also used as a neutral place where
settlement leaders can meet to discuss any conflicts.

Mora (Settlement)

Founding 757BC

Population (100% Kartakan Foreigners)
Nnarl: ??7?

Depth: Middledark

Asettlementformed by expatriateKartakanslit was
founded and is still led by JuhaszGergo,a man of
excellentvoice and raging temper who could not
manage to cooperate with others in the
Yar'Thaaladan settlement where he originally lived
after Bluetspur abducted him.

Perhapsunsurprisinglythe heart of Mora is a cave
with wonderful acoustics. While Juhasz Gergo
retains his position as leader because he founded
the settlement, in Kartakan fashion his circle of
advisors is largely comprised of the community's
best singers. Otherwise, this cave is treated as a
sacred space for entertainment and teaching.

Inhabitants of Mora include th@llowing:



x JuhasZsergo
x  TevinDakken
x VargaNora

TheNest(Settlement)

Foundingd/ Fon @&SFNHER |32
Population (100% Steeders)

Nnarl: Nnarl Ulden

Depth: Middledark

Decades ago a pregnant steedole deep into the
tunnels beneath Bluetspur. Some of her children
survived, and they continued to breed. Now the
steedershavea communityof their own, sometimes
called The Nest.

Whilethe steedershaveonlylow intelligence rumor
holdsthat they areled by aqueenwhoismuch more
canny, perhaps even psionic. It is not certain that this
gueen is actually a steeder. Outlanders familiar with
the drow have guessed that she might be a drider.
Or she might be some entirely new arachnid
aberration.

Nnarl Edul'va(Nnarl)

Aclusterof communitiesconsistingdf Edul'vaAzaax,
Weyez, Oo'o0'pada, The Stump, and the cavern
where Queen Hazel lives.

Two communities in the nnarl provide access to the
surface, Edul'va anézaax.Accordingly,Azaaxans
referto the nnarlasNnarlAzaaxHowever the other
communitieshavebetter relationswith Edul'vaand

so the most common name for the nnarl is Nnarl
Edul'va.

Nnarl Ulden(Nnarl)

Literally the "Nnarl of Dwarves".A nnarl beneath
Mount Gryslwhich includesThe Forge,The Delve,
and The Nest.
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Oo0'o0'padgSettlement)

Founding 742BC
Population

Nnarl: Nnarl Edul'va
Depth: Upperdark

Oo'oo'pada is an underground settlement,
seemingly inhabited by humans. Visitors are
welcome,but almost immediately they will notice
the pervasive oddity of their hosts. The
Oo'oo'padans seem perpetually distracted, as if they
are incapable of focusing their concentration. Or
perhaps their concentration is already focused upon
something undetectale to visitors.

Intruth, the Oo'oo'padansrenolongerfully human.
Theyare symbiotes,possessingiuman bodiesand
fungoid (in particular, mycon)dnervous systems.
They understand full well their nature, and they
consider themselves akin to humans and myconids
alike. They look kindly upon both. Like myconids,
they are fervently nofviolent.

Theair in Oo'o0'padais thick with "rapport spores”
which allow its citizens to communicate with
intelligent beingsvia a kind of slow-motion fungal
telepathy. However, they usually reserve such
communication for themselves, preferring to speak
Thaani with visitors if possible.

The original symbiotes formed after a group of
Yldi'Thaan hid among a group of myconids for
months on end. Ever since, the myconids and
Oo'oo'padansalike have been wary of allowing
anyoneto stay with them for more than a week.
While the Oo'oo'padansre perfectly content as
they are, they do not wish to shoulder the moral
burden of unwittingly inflicting the same change
upon others.

The peculiar nature of the Oo'oo'padansrenders
them psychicallyinvisible to the illithids. On the
other hand, they also never manifest full psionics or
even wild talents.



40

Dread Possibilityrt A New Species?

Oo'oo'padans areot actually a new species. That is, they remain capable of breeding withenfunginated
("pure strain") humansAn Oo'oo'padan woman will always give birth to an Oo'oo'padan chfletionoccursin
utero. AnOo'oo'padamanwill father a pure strainbabyif the mother is pure strain.

Like many settlements beneath Bluetspur, the Oo'oo'padans fear the dangers of inbreédimg Oo'oo’'padan
women are encouragedo seekout other settlementsand seduceany willing men. This behavior rarelynakes
them popular with norOo'00'padan women.

Oo'oo'padanyouths are also encouragedto woo un-enfunginatedgirls. However, most such courtships falil
because pure strain humans tend to be horrified at the thought of having their brains consumed by fungus.
Oo'oo'padans, on the other hand, generally fail to understand why this is a concern at all.

Oo'oo'padan morality prevents them from seducing pure strain women by deceit. In particular, when courting
they will neverdenythat they are Oo'oo'padan However,they feel no particularcompulsionto inform a pure
strain bride that she will probably become infected after living many mont®ino'pada.

After 3d4 months of exposure to the Oo'oo'padans' rapport spores, a pure strain human must make a saving
throw againstpoison;1d3 monthslater, they must make another; 1d2 monthsafter that, a third. If any of the

three saving throws fail, the human is infected and becomes a symbiont. If all three saving throws succeed, then
that particular human is utterly immune to the Oo'oo’'padan infection.

Any time before a saving throw has been failed, spells sudues diseasavill eliminate potential infection
entirely. However, after any failed savingthrow the Oo'oo'padaninfection has taken intractible root. If cure
diseaseascastuponahostwho hasfailedasavinghrow, then anothersavinghrow should be rolled immediately.
Success indicates that the victim is cured but suffers a loss of 1d3 intelligence and 1d2 dexterity. Failure indicates
that the victim is cured but can no longer sustain independent life.

Oo'oo'padansgnsistthat anyonewho becomesinfected remainsthe samepersondespitethe infection. In truth,
new Oo'oo'padanslo retain most of the host's memories and many of their behavioral patterns.

Evenso, anyone who knows the host well enough will be able to discern signifigerences.

In time, as the Oo'oo'padans evolve to become more dependent upon the fungoid structures in their central
nervous systems, babies fathered by Oo'oo'padans will lack sucfungnid structures. Such childrevill suffer

-2 to intelligenceand dexterity. However,they might show unusualpower in other areas, such as a warlock's
connection to incomprehensible fungoid elder beings.



Sakka-gor (Settlement)

Founding:742BC
Population:F mp n
Ones, 15% YIdi'Thaan)
Nnarl: 1

Depth: Lowerdark

0 Cc JE?

A settlement deep under Mount Grysl. It has a
particularlyfell reputation. Its ruler, Thuxa,s one of
the most ruthless tyrants beneath the mountain.

Thuxa has organized the best fighters and the best
psychics of Saklgor into an elite bodyguard which
she originally called The Talons. However, because
nearly all of the foreigners associate "The Talons"
with Vlad Drakov, these people have become known
as "Thuxa's Talons" to differentiate them. Thuxa also
calls them "Thuxa's Talons" because she is not the
sort of person to be bothered by speaking in the
third person.Beinginducted into Thuxa'sTalonsis
considered both a great honor and license to
generdly do as one pleases, but it also carries a
certain risk. If Thuxa ever feels threatened by one of
Thuxa'sTalons, she ensures that they meet a bloody
end in short order.

Thereis only one true law in Sakkagor: Do asthe
TyrantQueen commands.Other crimes are not
crimes in Sakkgor, not unless Thuxa's inconsistent

judgement decrees otherwise. Even murder is

permitted if Thuxa does not objecthen again, if
she does object to any particular behavior, the !
usual punishment iexecution. {

Inhabitants of Sakkgor include the following: ,

x Ro
x Thuxa

Singing Frog Cavern(Site)

One of the sites beneath Mount Grysl is a large
cavern known for its "singing frog" statues.
Approximatelythree dozen stalagmiteshave been
carvedinto four-foot high figures which resemble *
red- and blackmottled frogs. Their toothless mouths
are all open, making them appear as if they were
singing Water drips steadily from stalactites directly
overhead, giving the "frogs" a milky white coating
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which has failed to obscure the detail with which the
statues were originally carved. The coating also
indicatesthat the statues were carved a very long

C2NBA3IY|S NRtsNne aiggg:probpbm.e@n igefon@ the original conflict

between the Thaan and the illithids.

Nobody knows who carved thesgatues.

The StumpSettlement)

Founding prior to 581BC
Population (100% Myconids)
Nnarl Nnarl Edul'va

Depth: Upperdark

A colony of myconids has establisheditself in a
gigantic cavern which they call "The Stump". The
center of the cavern is occupied by a fofoot
diameter stump which provides most of the
nutrients necessary for the myconids to thrive. No
sign remains of the rest of the tree. It is also unclear
how any tree, much less a tree of such significant
size,ever grew so far underground.

Having learned their lesson from the accidental
creation of the Oo'oo'padansthe myconidsof The
Stump will not allow visitors to linger for more than
a handful of days.

y

Dread Possibilitt The Fallen Tree

Thestumpat the heart of TheStumporiginallygrew
upon the slope of Mount Grysl.Somehow though,
the earth split and swallowed it up and then closed-
again behind it. ‘

Duringparticularlyheavyrainstormson the surface,

the rain runs through the nearlyinvisible cracksin

the ceiling, causing a curtain of drizzle acrose
Stump.The myconids consider this a holy occasion,
and they will line themselves up beneath the curtain,
hold fungoid hands, and drone a song of =
communion.



Weyez (Settlement)

Founding/ Fpn &SFNR |32
Population (100% Shattered Ones)
Nnarl: Nnarl Edul'va

Depth: Upperdark

AYar'ThaaladettlementunderMount Grysl.It lacks
an entrance to the surface. However, it is

interconnected to other settlements such as Edul'va .
- Dread Possibility* An Excellent

and Azaax.

The population of Weyez consists entirely of
Shattered Ones. Unsurprisingly, they exist in
perpetual tension with the citizens of Azaax.

.

Zorr'va (Site)

Nnarl: Nnarl Edul'va
Depth: Upperdark

At the center of the Nnarl Edul'va is a series of caves
which are not claimed by any of the settlements in
the nnarlbut are usedby all asa hunting groundfor
cavechickensaandother, frequentlymoreformidable
creatures. This is the Zorr'va, the "hunting place”. It
is neutral territory.

SITESOFINTEREST UNDERMOUNT
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the Bru'Spaa. The lake teems with molluscoid
creatureswhichthe peopleof Kraolsnarein netsand
haulbackto their home,wherethey saltthem using

an odd greenish mineral found in abundance
beneath their caverns.

The people of Kraaat little but salted molluscoid.
Scurvy is aroblem

y o

Preservative

Themineralwhichthe Kraolanuseassaltis, in fact,

suchan excellentpreservativethat most deceased
Kraolanrise as rank 1 ancient dead after they die.
They look much as they did when alive, except that
their eyes glow the same odd greenish color as the

" mineral.

ThecavesaroundKraolproperareoccupiedoythese
ancientdead.Theysimplysit. Andstare.Andsit. And .
stare. And sit. And stare.

Rather than causingfear, the Kraolan mummies
invokerevulsioninstead.

e

The Mushroom Garde(settlement)

MAKAB

Citadel SubterrengSettlement)

The primary illithid settlement beneath Mount

Makab.

Founding prior to 581BC

Population 200 (85% YIdi'Thaah0% Shattered
Ones, 5% Foreigners)

Nnarl t

Depth: Upperdark

Kraol (Settlement)

Founding582BC
Population:(100%YIdi'Thaan)
Nnarl:t

Depth: Upperdark

An underground settlement located at the western
edge of the Makab Range. Wharer the "season"

of SkyTerror ends, the bravest of the people of Kraol
depart their lair to descend the Vekle'farr near the
Lower Makabo River and venture to the shores of

AnimmensecavernbeneathMount Makabwherea
communityof nearlytwo hundredYIldi'Thaarthralls
worked to grow mushrooms to feed other thralls in
deeper communities. This cavern is not the only
mushroom garden beneath Bluetspur's surface, but
since it was the target of the Second Release, it is the
one that most Yar'Thaaladan mean when thay s
"the mushroom garden".

Following the SecondRelease,the illithids have
presumablybroughtthralls from elsewhereto labor
in the mushroom garden. However, they have
equally likely increased their security in anticipation



of a Third Release.

Nnarl Drow'u (Nnarl)

Overthe decadesf conflict,the Yar'Thaaladahave
encounteredenoughof the illithids' servitorraces
most notably drowand duergar to know that there
must be at least one community of servitors beneath
Mount Makab. They call these communities the
Nnarl Drow'y, the nnarl of the drow.

Thedrow andduergar calthis communityTekenzza.

Tekenzza(Nnarl)

Founding presumably prior to 581BC
Population (Drow, Duergar, Lizardfolk)
Nnarl: Tekenzza

Depth: Upperdark

Long before Bluetspur was created, the illithids
beneathMount Makabenslavedhe drow who also
lived beneath the mountain. The drow were the first
among the illithids' servitor races, and they have
always ranked the highest (or perhaps merely the
least low). Before their enslavement, the greatest
city among thedrow wascalledTekenzzaT hatcity
hasfallen, but Tekenzzaemainsthe namegivento
the whole of drow society beneath Mount Makab.

In addition to the drow, this nnarl also includes at
least one duergar community (not to be mistaken for
The Delve, which lies under Mount Grysl). These
duergarare servitorsof the illithids. Thosewho have
trained steeders serve as cavalry.

Similarly, this nnarl includes a community of
lizardfolk. The lizardfolk are not quite a servitor race.
However, the illithids leave the lizardfolk alone in
exchange for allowing the illithids to periodically
claima few of the lizardfolkfor ceremorphosisnto
tzakandiAlthoughthe lizardfolkloathe the illithids,
they know that rebellion would be a disaster for
them.
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SITESOFINTEREST MISTWAYS

Aberration Triangle (Mistway)
See Quothhe Raven Issue 29, p.331

Athree-way mistwaybetweenBluetspur,Markovia,
and Baroviaexplainswhy there are tentaclerats in
Markovia. From Bluetspur, it opens only for
aberrations, allowing travel to either Markovia or
Barovia

Shattered Passagé&Mistway)
SeeRavenloft Third Editigrp.110.

A one-way mistway of moderate reliability linking
Kartakass t@luetspur.

Song of Obscene Hung&Mistway)
See Gazetteer Volume I, p.43

A one-way mistway of excellent reliability linking
Hazlan tdBluetspur

Sparking Vortex (Mistway)

The only known Mistway out of Bluetspur. It
manifestsasa swirlingpurplelightningstorm. It may
appear anywhere along the border, and it never lasts
morethan 20 minutes.

According to rumor, the Sparking Vortex also
manifestsin certain cavernsbeneath the surface.
Not every cavern, but certain caverns, and not upon
any schedule discernable to mortal minds.

Worm's Path (Mistway)
See Gazetteer Volumed,87.

A possible mistway linking the tunnels beneath
southeasternKartakasgo Bluetspur,identified and
named by the author of th®oomsdayGazetteer



NON-PLAYERCHARACTERS

Aldu (oneof the ThirteenSurvivors)

One of the Thirteen Survivors.Unlike most of the
Survivorshe possessedo psionicability, but hewas

a knowledgeable historian. His Text is a history of the
Thaan and their mortal foes, the illithids.

Arcturion (sundragon)

Arcturion is a sun dragon (as described in €9
Spelljammer Monstrous Compendium Appendix I
He has been imprisonedbeneath Mount Gryslfor
approximatelytwo hundred years. In addition to
being perpetuallyurious,heisalsoquite mad.Heno
longer rememberswho imprisonedhim, and so he
lashes out at anyone hencounters.

Arcturionis bound by specialchains:althoughthey
appearto be craftedfrom silver,they are afusionof
iron, chromium, and trace amounts of other heavy
minerals bound together by heat and magic. In
addition, each link has an intricate crystalline
structure embedded, which is an indication of
Thaani psitech.Arcturion has been unable to
damage, much less destroy, any of these links.

The cavern whereArcturion is imprisoned is
significantly colder than the surrounding areas.
Investigatiorwill revealthat the chainsabsorbheat,

an effect which intensifies whenever Arcturion
struggles against his bonds, which he perpetually
does.

OccasionalhArcturionmanifestshisragein physical
form, and he spitsout a miniature sun. Thesesuns
rise into various chimneys in the roof of the cave
where Arcturion is imprisoned, eventually floating
upward into the Cavern of Many Suns.

BorosGyula(inhabitantof Edul'va)

A human woodsman recently arrived from
KartakassA travelling companion of Kellek Rowe,
with whomhehasmuchincommon.However Boros
Gyulais a muchnicer fellow. He standsbetter odds
than anyone else of talking Kellek Rowe out of a
foolish idea.
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Bramduhrag Thulrak(inhabitantof the Forge)

A dwarvenfighter. An inhabitant of The Forge.He
ranks highly among the dwarven faction of The
Forge, and he is a trusted advisor to Gedmun-Zinc
Cultter.

Bramduhrag Thulrakcommandedthe ForgeUlden
who participatedin the SecondReleaseHe joined
the war party willingly, even knowing that he was
likely to lose loyal dwarves or even his olie.

However, he now quietly regrets The Forge's
participation,not becauseof the two liveslost, but
because of Grozirg's cavalier attitude toward those
YarThaaladan under his command. (The two
dwarves lost were respected warriors, not pieces on
agame board.All in all, Bramduhr ag Thulrak would
not join Grozirg in another expedition, although
there is some chance he would join Orolahr alone.

BrovnaGrimeye(leaderof the Delve)

The leader of The Delve. In addition to the usual
duergar abilities, she also possesses the ability to
"orecut", that is, to walk through solid stone asan
urdunnirdoes.Shemayusethis ability 2/day for 5d6
rounds each use.

BrovnaGrimeyehasa quiettruce with GedmunZinc
Cutter,the leaderof TheForge Althoughduergar are
historically at odds with dwarves, gnomes, and
svirfneblin, Brovna Grimeye recognizes that her
community is better served by working with The
Forge than against it. Because many of the duergar
might disagree violently with her, she is not
outspoken regarding this understanding.

ChorinMur'Thaan(founderof the Ildi'Thaan)
SeeForbidden Lore: Cryptic Allegiancpsl4

Thefounder of the Ildi'Thaan,at leastaccordingto

the legendsof the Ildi'Thaan.Thesesamelegends
claim that Chorin Mur'Thaan was the only person to
escape Bluetspur with his sanity intact since the
Thirteen Survivors emerged to write the Thirteen
Texts of Thaan.

Thecurrentleaderof the lldi'Thaanclaimsto be the
same ChorinMur'Thaanwho founded the society,
despite the many years which have passed since his
escape from Bluetspur.



y
DreadPossibility! TheBodySnatcher

over a century by using thé&witch Personality
telepathic science. Ordinarily this science causes
Constitutionlossfor the psionicistandvictim alike,a
loss which continues until the switch is reversed.
However, over the decades Chorin Mur'Thaan has
learned how to overcomethis obstacle.Eachnew
bodywhichhe inhabitssufferssuchlossfor no more
than a week before recovering, and he never returns
to his previous host. In fact, he usually kills hIS
previous host once the switch is complete.

Givensuchbehavior,one mightreasonablygquestion
whether Chorin Mur'Thaan actually escaped
Bluetspur with his sanity intact.

="

Dardan(hermit)

Dardanis a foreigner who spent many miserable
yearsskulkingin the nnarlsbelow Mount Grysl.One
day his hunt for food happened to bring him into a
cavern where theSparking Vortex had appeared.

Unfortunately it was already closing when he saw it,
and he was not able to patisrough.

SubsequentlyDardan has made that cavern his
home. He leavesonly to gather edible mushrooms
from nearby caverns. He is filthygmaciated,
malnourished, and frequently ill. (More so than most
Yar'Thaaladan, even.) He is also very determined to
pass through the vortex the next time it appears.

Unfortunately,though, he hasbeenwaiting at least
five yearswithout success.

Gedmun ZineCutter (leaderof the Forge)

The leader oTheForge.

Gedmun Zin€utter has an understanding with
Brovna Grimeye, the leader of The Delve. Fighting
between the two communities is more harmful than
cooperation, and so he has decreed that the Ferge
Ulden are to treat norviolently with the duergar
unless theduergar commit violence first. Many of
the ForgeUldenresentthis policy, and ZineCutter
does not entirely fault them for their suspicion.
Although ZineCutter has come to trust Grimeye to
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keep her word, he does not trust the duergar as a

The entity known as Chorin Mur'Thaan has survived 3 whole.

While Gedmun ZineCutter misses many things
abouthisworld of origin,morethan anythingelsehe
complains more about missing tea. "What | wouldn't
give for a decent cup!"

Genke(oneof the ThirteenSurvivors)

Oneofthe ThirteenSurvivorsvho escapedluetspur
in 588BCAuthor of the SixthBookof the Thirteen
Texts of Thaan. Given how many years have passed,

™ clearlyhe must be deceased.
(; Grathelax(alhoon)

~ When CommissionerSeldrigcame to the Citadel

Subterreneto betray the Thaanin his quest for a
more powerful, more pure psionic mastery, not all of
the illithidswere satisfied with their new Elder Brain.

Grathelax was one of those who objected. So
strongly, in fact, that he left the Citadelfor the
caverns beneath Mount Grysl.

In the nearly two centuries since Bluetspur's
creation, Grathelaxhaslurked in isolation,usinghis
psychic abilities to pose as a wizened hermit. (The
Yar'Thaaladan call him "Grath" and mistake him for
an odd kind of haiélf.) He is not on particularly good
terms with any of his neighbors, but neither is he
upon poor terms. He will, in fact, aid the
Yar'Thaaladan against illithid incursions. He hopes
that the YarThaaladan will grow strong enough to
bring down the GoeBrain. However, the moment
that the GodBrain falls Grathelax will turn upon the
YarThaaladan.

Given that illithids live only 125 years at the outside,
clearly Grathelax is aahoon.

Grozirg(githzeraifighter/mage)

Agithzeraifighter/magetrappedin Bluetspurafter a
rrakkma hunting party went terribly wrong. A
companion to the githzerai monk Orolahr.

Since finding himself in Bluetspur, Grozirg has spent
his time wandering the tunnels beneath Mount
Grysl, seekingto organizea rebellion againstthe
ThoughtMasters.He hasbeendiscouragedy what

he has encountered thus far. Humanity, he feels, has



done a miserable job of resisting its own oppression.

Grozirghas been encouragedby his and Orolahr's
successin organizingthe Second Release.Then
again, he doesn't have to feed any of the refugees
whom he helped rescue, so it's easier for him to
declare an unambiguous success.

While Grozirghasa fiercetemper, he isalsoloyalto
anyonewho hasearnedhis trust. Unfortunately,he
has a tendency to treat negithzerai as exgndable
pawns.

Grult (leaderof Edul'va)

Seethe Fraternityof Shadows~orum, "Community
Idea:Settlements!"topic.

The current leader of Edul'va is Grult, a Shattered
One who appears mostly human until he reveals the
fangedmouthwhichopensdirectlyinto hisstomach.
Histwo bodyguardsappearto be ShatteredOnesas
well, but they are in fact hook horrors. Therest of
their packhasbeenkilled by the other monstrosities

of Bluetspur, and so they have latched onto Edul'va
as their new pack.

Haxhi(inhabitantof Azaax)

Claimsto be an illegitimate son of Zaaxullll, or at
leasthis mother claimshe is. Shehad an affair with
Zaaxul Il in the appropriate timeframe, which gives
strength to her claim.

Haxhisphysicallyfrail but nimbleandveryclever.He
isn'tcertainthat hewantsto becomeZaaxulll's heir,
but in truth he would probably become a good
leader with experience.

Hrinthannon(stonegiantelder)

Oneof three remainingeldersof the DesolatePeaks,
andthe onlyonewhomightrevealhimselfto visitors.

Izu'un(oneof the ThirteenSurvivors)

Two hundred years ago, before Bluetspur was drawn
into the Land of Mists, Izu'un was an archivist at the
TluchKaat. Once Bluetspur was created, Izu'un
joinedthe Thaanwho resistedthe resurgenceof the
illithids. He knew that his telepathic abilities would
be valuable to the cause.
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Severaleardaterlzu'unbecameoneof the Thirteen
Survivorsand assuchhe wrote one of the Thirteen
Texts. Once his text had been written, he returned
to Bluetspur to the TluckKaat, where he felt the
Thirteen Texts would be safe. In that he was right,
but upon his departure he was ambushed by illithids
just outside of the TluclKaat.

Although Izu'un did not survive the ambush, his
telepathic abilities have allowed him to linger as an
odem. However, he is different from the traditional
odem in two ways. First, he is psychic rather than
magical in nature. Second, he is not at all evilc®

he possesses someone, he can communicate with
them via telepathy, and unless they give their
consent to his possessionhe will release them
immediately. Ultimately Izu'un haunts the Tluch
Kaat, and his mission is to gather the Thirteen Texts
for safekepingthere.

Jenyi(assistanto the priestof Edul'va)

Ayoung woman who assists Trellin Hev in his priestly
duties. In truth, Trellin Hev could no longer perform
those duties without her support. Sheremindshim

of hissermonsandredirectshim whenthey wander

too far off course.More importantly, her contact
with "the gods"ismoreconsistenthanTrellin Hev's,
and so she performs most of the healing in Edul'va.

If asked her age, Jenill contemplate a moment
and answer, "Twentyhree." She looks younger,
though. Her pale skin is not unusual, not in the
sunlesstunnels of Edul'va,but her pale violet eyes
are.

Jenyicringesevery time someonecallsher "an old
soul", which is a shamebecauseshe hearsit a lot.
She really is remarkably patient for someone her
age.
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DreadPossibility? An Old Soul

Jenyiwas once nothing more than what she appears to be: a young woman helping her community survive despite %
the dangers of Bluetspur. However, that was one hundred and eighty years ago, and much has happened to her
since. Perhaps most crucially, she was ontefThirteen Survivors who escaped Bluetspur in 588BC. She fell in
love with Traian Hevescu, an itinerant priest of the Morninglord who came to Immol. When the thf@i€rhaan
survivors scattered, the priest insisted upoomingwith her. Sheallowedhim. (Infact, shemarriedhim.) Having
learnedthat Baroviangook her less seriously because of her gender, at that time she started disguising herself as

a young man, calling herself Genke. Under that name she wrote the sixth of the Thirteen Texts of Thaan.

For severalyearsthe subterfugewas successfuland Jenyiand her husbandevadedthe illithid minions who
skulked after them. Eventually, though, they were forced to flee into the Mists. Neither was surprised to find
themselves transported to Bluetspur, but fortunately they were deposited near a cave complex at the base of
Mount Grysl. There theyfinded the settlement of Edul'va.

Among her many talents, Jenyi possesses the psychometabolic s€lengaete Healingnd the devotion Cell

Adjustment In addition to curing disease and healing damage, her psionics have also preherrfiedn aging

normally.Fordecadesheusedher gifts upon her husbandaswell, but it merelyslowedhis aging. In fact, she has

not used her gifts upon hirsince she realized that it no longer prevented his mental deterioraf\dthough her

husband no longer remembers the discussions, he has told her repeatedly that he does not wish to live with a

vacant mind in a healthy body. _
‘e

In order to retain the use of her psionic abilities, Jenyi does not actually consume manna. However, having

survivedin Bluetspurfor more than a century and a half, she has confidencein the robustnessof her mental

shields

Juhasz Gergf@leaderof Mora) creature with intelligence 14 comeswithin range,

) she gainsno benefit. However,if a creature of 15
An expatriateKartakanwho foundedand now leads intelligence comes within range, her intelligence

the settl'ement of Mora. He has an excellentvoice increases by a point.)
and raging temper.
As a side effect, Kaziki is capable of speaking any

Kaziki(gatekeeperor Edul'va) language which anyone within her psychic range

Seethe Fraternityof Shadows~orum, "Communitydea: actively speaksfor 1d6 rounds. Once 3” speakers

Settlements!"topic. havedepartedherrange sheforgetstheir languages
within 1d6 rounds as well. (Kaziki does speak Thaani

A shattered one named Kazikilives on the very natively.)

fringes of Edul'va.ln appearanceshe resemblesa o _

cross between a woman and a centipede. Furthermore, although Kazikicannot directly read
minds,arcanemagicleavesa particularimprint upon

Her wild talent allows her to perform "distributed the brain, and so Kaziki can cast a nearby wizard's

mental processing” on unused portions of nearby  memorized spells from within their own brain.
brains. Her baseline intelligence is 7, but she gains +1

point for every humadlike brain of greater capacity ~ All 0f Kaziki's psionic abilities are blocked by any
(i.e. higher intelligence) within 100 yardd.Khziki is psychic defense or a thin sheetle&d.
operating at an effective intelligence of ivhena



Kazikirefuses to eat manna because without her
psychic abilities she loses most of her intelligence.
Givenher refusal,the Edul'vansare terrified to have

her live within their communityfor fear that shewill
bring the Masters of Thought down upon thest

the same time, Kaziki is afraid to travel too far from
Edul'va because that would also cause her to lose
intelligence as well.

Kellek Rowdginhabitantof Edul'va)

Seethe Fraternityof Shadowd~orum, "Communitydea:
Settlements!"topic.

The leader of the human faction of Edul'va is Kellek
Rowe, a human woodsman recently arrived from
Kartakass. He would like to take Grult's place as
leader of Edul'va. He believes that when he moves
againstGrult,all of the humansin the settlementwill

join him, but in truth many of the humanshaveno
interest in a rebellion. Life is difficult enough without
infighting, isn't it?

Boros Gyulacameto Bluetspurwith Kellek Rowe.
Gyulais a more reasonableman than Rowe, and
fortunately Rowe usualliistens to him.

Kugo(oneof the ThirteenSurvivors)

Oneof the ThirteenSurvivorsLike Shalvahe went
mad while writing about the illithids. Unlike Shalva,
though, Kuqo's text is not poetic, merely opaque.

LidiaTanas€ruineer)

An expatriateBarovianhow a memberof the band
of ruineersled by Yralki.Her brother Tomazis also
part of Yralki's band.

Lirushe(one of the ThirteenSurvivors)

One of the Thirteen Survivors. Nicknamed"The ™,
Wise", althoughshe never caredto be calledsuch.
Hertext focused upon clairsentience.

Melikish (inhabitantof Azaax)

An ambitious young man who claims to be an
illegitimate son of Zaaxdil.

Melikish possesses a unigue wild talent which allows
him to inflict 1d6 psychic damage upon a single
target within 30'. Targets with psionic defenses gain

T
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a wisdom check to avoid all damage, even if no
defensesare currently active. Moreover, if a target
does have a psionic defenseactive, then they roll
with advantage. When using this talent, Haxhi's eyes
appearviolet, but otherwise they are dark.

Mirjona (inhabitantof Azaax)

An inhabitant of Azaax. Frequently serves as
bodyguardo Zaaxulll.Nowcarries'Cymu'ssword",
which had been wielded by Zaaxul IV before his
death.

Mirjona participatedin the SecondReleaseandshe
witnessedthe death of ZaaxullV. Shewishesthat

Zaaxul 11l would recover from his grief and |@aax
properly again.

Nelsku(one of the ThirteenSurvivors)

Nelskuwasone of the ThirteenSurvivors He wrote
one of the Thirteen Texts, focused upon
psychoportation.

Nelsku simply vanished one day. Given his psionic
specialty, none of the other Thirteen Survivors
thought much of his disappearance,but they
eventuallygrewconcernedvhenhefailedto return.
Intime they decided that he must have fallen victim
to the FourFingered Ones somewhere upon his
journeys.

DreadPossibility! Temporalportation

Perhaps Nelsku has actually psychoported himself™
into the future.

Or did he attempt to dreamwalk and get drawn into
the NightmarelLands? \

—

Orolahr(githzeraimonk/psionicist)

A githzerai monk trapped in Bluetspur when a
rrakkmawent badlyastray Acompanionto Grozirg.

Alongwith Grozirg Orolahrhelpedorganizeandlead
the SecondReleaseHe is perhapsmore willing to
consider the shortcomings of their venture.



Orolahr rarely shows emotion. For that matter, he

rarely feels any. Coldness is the best defense he has

found againsthopelessnessOrolahrwould give his
life fighting beside Grozirg,but any other being he
would leave to die instead.

Oskaugdstonegiant)

One of two young stone giants from Desolate Peaks
who survived the Great ReleaSéhe other isSurold

Followingthe deathsof their fellowsat the handsof
foreignadventurers Suroldand Oskaugéhavebeen
hiding in the Uskd-arr'ev, too ashamed of their
failure to return to the Desolate Peaks.

Qualion Rathenagruineer)

Amemberof the bandof ruineersled by Yralki.Heis
an expatriate from Sithicus. He is also severely
claustrophobic.

Queen Haze(druid)

An Outlander druid gone mad from her lack (@f™
connection to a natural world. She now calls herself
QueenHazelandshemaintainsa giganticforestin a
large cavernbeneathMount Grysl.Of course,most

of the supposedblantsare actuallyfungi, and most

of the supposedanimalsare too. Much of the time

she believes that they are true plants and animals.

Queen Hazel is not inherently wicked, just terrified
by the unnatural world in which she has found
herself. Visitors who treat her gently may be
welcomedandtreated well, at leastaslong asthey
do not disrupt her delusions. On the other hand, if
she perceives a threat she will lash out violently.

Unfortunately she has many days where everything
feels threatening tder.

Two ambulatory mushroomsdefend QueenHazel,
even unto their own destruction. They should be
treated as fungoid treants.

QueenHazel'sgardenis a wonderful placeto find
fungusrelated spell components. She won't even
mind, assuming she is asked nicely and she isn't in
one of her moods.

Even more crucially, the combination of Queen
Hazel's delusions and her magic have altered the
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fungi whichgrowin her garden.Theycontainnearly
the samenutritional valueasthe plantsandanimals
which they mimic. In particular, Queen Hazel's
garden is the best place under Mount Grysl to find
"fruits" and"vegetables".

Queen Hazel'sgarden has one other property of
note: It is a deadzonefor arcaneresonance Spells
castherer by QueenHazelor anyoneelser do not
attract the attention of the illithids. QueenHazeldid
not create this effect deliberately, nor does she
realize that it occurs. The "creatures" and "flowers"
of the garden appear to create the dead zone.

y

{ DreadPossibility! Rootof Her Madness

Queen Hazel is the last surviving member of an
Outlander adventuring party which was drawn into

Bluetspur. The group knew nothing of Bluetspur's ~

arcane resonance, and so they used Higrel magic
indiscriminately. Queen Hazel's companions were
slaughteredin their very first encounter with an
illithid patrol. She escaped only because of a
desperate use of a magic item which allowed her to
transportviaplantsonce.Thebrief communionwith
the sparseflora of Bluetspurmay have contributed
to her fragile nental state.

=== -

Ro(pterrax)

Thepterraxwho is perhapsThuxa'spet and perhaps
her truest friend. It is only half the size of most
pterraxes.

Seldrig(traitor to the Thaan)
SeeBookof Sacrifices'Thelllithid God-Brain",p.24-26.

Amember of the ruling elite oThaan who betrayed
that city to become the Goe@rain ofBluetspur.

Shalvaoneof the ThirteenSurvivors)

Oneof the Thirteen Survivors Like Kugo,shewent
mad while writing about the illithids. Her text is
beautifully poetic and completely incomprehensible.



Surold(stonegiant)

Oneof two youngstone giantsfrom DesolatePeaks
who survived the Great Release.The other is
Oskauga.

Followingthe deathsof their fellowsat the handsof
foreignadventurers,Suroldand Oskaugdnavebeen
hiding in the Uskd-arr'ev, too ashamed of their
failure to return to the Desolate Peaks.

Sytara(inhabitantof Edul'va)

A Rasheman originally from Hazlan. Now an
inhabitantof Edul'va.Sheparticipatedin the Second
Release.

TevinDakken(inhabitantof Mora)

An expatriate Kartakannow living in Mora. He is
short and slight, not at all imposing.He cansing,of
course, but he is not noticeably superior to the other
citizens of Mora.

DreadPossibility! Wolf in the Fold
VargaNorais not awolfwere; TevinDakkens.

Thuxa(mul)

Thetyrannicalruler of Sakkagor. A foreigner from
KalidnayThepterraxRois her constantcompanion.

Forthe mostpart, Thuxaappeargo be asevenfoot- \

tall, umber-skinnedhuman. (Sheis actuallya mul,

but because muls are virtually unknown in the Land -!

of Mists, she is assumed to be human.) However,
because her left arm and hand are reptilian, she is

also frequently mistaken for a Shattered One. Even'

after many years living in Bluetspur, she remains
thicky muscled and in apparent good health.

Like most inhabitants of Kalidnay, Thuxa has psienic
abilites. In her case she is a powerful
psychometabolist. However, Kalidnayan miridsl
different from Yldi'Thaan or illithid minds, which
makesher threateningto the Yldi'Thaarandillithids
alike. If Thuxa'smental shieldswere not so strong,

her presence would doubtless draw no end of
attention.
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Thuxa always wears a certain leather mask. It is
rumored to be the source of her powers. (Ihiat.)

As a mul, Thuxa was born and bred to be a gladiator.
She achieved considerable success in the arena of
Kalidnay. However, the usual pattern for successful
gladiators is to reach a peak and then either retire or
else swiftly fall, if only becausenotoriety draws
challengersAsaslave,Thuxadid not havethe option

of retirement, but her original owner decided to sell
her in order tomake one last chunk of profit before
she made some fatal mistake in combat. To
everyone's surprise, Thuxa was purchased by a
nobleman never known for an interest in the arena.
After her purchase, the nobleman told her that he
was certain her success as a gladiator was partially
due to her latent psionic ability, and he wished to
train her and return her to the arena, demonstrating
to other nobles than théNay of the Mind was a
formidable enhancement to mere brute strength.
Thuxa agreed (she had little che), and she proved
an adept student. She never digturn to the arena,
though. Whenshe had learnedenoughto confront

her new master,shekilled him. Brute strength also
has its place.

'.!' -

; DreadPossibilityt A Dragon Aspirant

In the grand tradition of Athasiansorcererkings,
Thuxadesiresto becomea dragon.Her attempt to
start the transformation involved the creation of a
psychic network among several dozen people;
everyone else was killed, but Thuxa caught the /
attention of a distant gabal of illithids. Upon her
second attempt, the illithids were ready, and they
drew her nto Bluetspur. They expected a six
againstone psychic battle. They did not expect to a
physical brawl against someone with mental
shielding which allowed her to ignore their attacks.

Havingfailed twice, Thuxais now proceedingmore
carefully before her next attempt to become a

dragon. She intends to snare as many people from \

the nnarls beneath Mount Grysl as she can.



TomaZzTanasegruineer)

An expatriateBarovianhow a memberof the band
of ruineersled by Yralki.He wasborn a caliban.His
sister Lidia is also part of Yralki's band.

TrellinHev(priestof Edul'va)

Trellin Hev has been the spiritual leader in Eddbva
decades. He is now an old man, the oldest in the
settlement, still healthyin body but losinghis mind

to age.Intruth, he couldnot fulfill hisdutieswithout

the aid of his assistant Jenyi.

Onceperweek(asbestaweekmaybe judgedin the
cavernsand tunnels),the Edul'vangyatherto listen

to Trellin Hev read from the Sacred Text. Sometimes
he stumbles over the words. The Edul'vans don't
mind. Trellin Hev has their respect regardless. Very
few in Edul'va live so long.

In truth, Trellin cannot read a word of the Sacred
Text, for it is written in Thaani in its original script.
(Although he speaks Thaani, its writing has escaped
him in recent years.) When he preaches, he makes
up a "reading" based upon vaguely remembered
teachingsof the Morninglord. Much of what he
preaches makes little sense, but the Edul'vans don't
mind. Trellin's sermons are a good opportunity for
the community to gather.

Trellin Hev was originally a priest of the Morninglord
in Barovia. In his distant youth he travelled to Immol
andfellin lovewith aThaangirl. Thetwo of them left
Immok he no longerrememberswhyt and ended

up in Bluetspur, where they were lucky to stumble
across Edul'va. He recalls many happy years with his
Thaanwife. He is convinced that Jenyi is actually his
granddaughter.

DreadPossibility? TheSixth Text of Thaan

TheSacred extof the Edul'vanssactuallyEvhe'tluch
Thaan the SixthTextof Thaanwhichwas written by
Genke of the ThirteeSurvivors.

Evhe'tluch Thaan is largely focused upon the &
psychometabolipsionicdiscipline.

r)

“
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Vahktang(inhabitantof the deepernnarls)

An Yldi'Thaanpsionicist from Ga'i'ya, one of the
deepernnarlsbeneathMount Grysl.He participated

in the Second Release, acting as thirdommand
after Grozirg and Orolahr. Like Grozirg, Vahktang
considers the Second Release an unguestionable
success, but then Ga'i'ya was in a better position to
absorb Yldi'Thaan refugees than most settlements.

VargaNora(inhabitantof Mora)

An expatriate Kartakannow living in Mora. Shejust
might be a wolfwere. Shejust might be the true
power in the community. Certainly she is a more
subtle and patient person than Juhasz Gergo.

VargaNora has the finest voice in Mora, and she
playsthe lute aswell. Asthe finestvoicein Mora, she
is perpetually in Juhasz Gergo's inner circle.

Xhafer(brainin ajar)

The psycheat the heart of Melesku'ta,driving its
nothinghereprojection.

Unfortunately, Xhafer has gottetonely over the
many decades. Once someone (Fbithid, non
Yldi'Thaangntersthe outpost, he will divert psychic
energy to keeping his new "friends" present and
content. He doesn't mean to hurt them, even
indirectly. He's just terribly lonely.

Yralki(ruineer)

Theleaderof a bandof ruineerswhichalsoincludes
QualionRathenaslidiaTanaseand TomazTanase.
He is anYldi'Thaan with some psionic abilities,
including the ability to heal himself by lapsing into a
recuperative coma.

Zaaxul (founderof Azaax)

The founder oAzaax after the community where he
had lived was betrayed by Shattered Ones and
destroyed by illithids. Upon his death, Azaaxwas
then ruled by his son Zaaxulll, starting a dynasty
which persists to this day.

Zaaxul I(former headmanof Azaax)

The previousheadmanof Azaax.The secondof his
line. Thefather of Zaaxulll. Gotold, went mad,was



killed by his son. It's the circle of Bluetspurean life.
Zaaxul lIlheadmanof Azaax)

Thecurrentheadmanof AzaaxThethird of hisline.
Thefather of ZaaxulV.Possibleather of Haxhi and
Melikish. Since the death of Zaaxul IV, he has
declared no new heir.

Zaaxul IMheirto Azaax)

The hier toAzaax.The fourth of his lineThe son of
Zaaxulll.

ZaaxullVwaskilled in the aftermath of the Second
ReleaseHe carriedthe weaponknown as"Cymu's
sword" until his death, after which it was passed on
to Mirjona.

FACTIONSCABALSAND SECREBOCIETIES

Ruineers

Nomadicbandsof Yldi'Thaarwho roam from ruin to
ruin, seekinglost treasuresand the secretsof their
ancestors. Most ruineers have contacts with
communities beneath the surface.

The Publi¢ace

Ruineershide from the illithids, of course,but not
from the Yar'Thaaladarindeed,mostYar'Thaaladan
treat them as conquering heroes, somewhat in the
hope that the Ruineers will share their treasures.

The Hidden Face

Although individual Ruineersmay possesssecrets
that they want to remainhidden,bandsof Ruineers
as a whole areentirely forthright about their
mission.

Allies and Enemies

The illithids are their foremost enemies. Most
Ruineers are at best skeptical of (if not outright
hostile to) ShatteredDnes.Theyare willing to work
with foreigners, but foreigners are always
considerednferior to the Yldi'Thaan.
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Thirteen Survivors
SeeForbidderLore:CrypticAllegiances

TheThirteenSurvivorof legendarethoseYIdi'Thaan
who escapedfrom Bluetspurto Immol in 788BC.
Theywrote the Thirteen Textsof Thaanand then
scatteredto the cornersof the Land of Mists in
590BC.

GeographicaNote: At the time of the scatteringof

the Thirteen Survivorsthe Corewas much smaller
than it is today. Bluetspur bordered upon Barovia
and Forlorn. Upon Baroviarsorthern border stood
Keening andArak. Darkon occupied the far north.
Mordent clung to Darkon's western edge. Over the
next twentyfive years, Gundarak, Indivia, and then
Kartakass formed. Off in the Mists, Har'Akir, Paridon,
Sebua, Kalidnay, and Pharazia could be found.
Vechor, Sanguinjé&Shadowborn Manor, and Nidala
would all appear shortly thereafteTherefore, some

of the ThirteenTexts might reasonably be found in
any of those domains.

Althoughthe ThirteenSurvivorscatteredacrosshe
Landof Mists, they are includedin this gazetteer
because of their close ties to Bluetspur. Besides,
several of them were drawn back by the Mists.

The Public Face

Fearinghat the illithids would trackthem down, the
ThirteenSurvivorsstroveto avoidcallingattention to
themselves, although the Den'niThaan of Immol
knew who they were.

The Hidden Face

The Thirteen Survivors
Yldi'Thaan:

included the following

Aldu
Genke
Izu'un
Lirushe
Kuqgo
Nelsku
Shalva

X X X X X X X



Allies and Enemies

Like all YIdi'Thaan(and any other right-thinking
people), the Thirteen Survivorswere steadfastly
opposed to the illithids.

NEW MAGICITEMS

BeaconCrystals

Beaconcrystalsare created by the illithids using
psitech copied from the Thaanin the hope of
obscuring their actuabrigins. They appear as glassy
shards, usually the approximate size of a human
hand.

A beacon crystal has three modes: quiescent,
attractor, andtransporter:

x Quiescent Modeln the first mode, the beacon
crystal does not radiate any form of magic.
However,when someonewith actualor latent
psionicability drawswithin 10' of the crystal,it
transitions to attractor mode.

x Attractor Mode Anyonewithin 10'mustpass a
Will save,exceptsubtractinginsteadof adding
their WIS modifier. Those who fail become
fascinatedwith the crystal.

x Transporter Mode Finally, an indetermined
amount of time later, the crystal switches briefly
to transportermode, teleporting every sapient
creaturewithin 20' to the surfaceof Bluetspur.
(Unless thecrystalis activatingin adomainwith
closedborders,in which casethe teleportation
fails.) The crystal itself does not teleport. It
simply reverts to quiescent mode.

Except in quiescent mode, the beacon crystal
radiates magic. This radiance is artificial, part of the
trap which the illithids have set. However, in
conditions where detect magicwould ordinarily
reveal the relevanschoolof magic,nsteadit reveals
the artificiality of the magic. As such, canny
adventurersmay recognize that danger is present.

Lightning Cannon

An example of the fusion of magic and psionics,
lightning cannons are rarely found anywhere but
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Melesku'ta.Whilenot all of that outpost'sarmament
still functions,the front wall of Melesku'tahasthree
working cannons, while the back wall has two.
Removing a lightning cannon from its mount would
likely ruin the device and would certainly disconnect
it from its trigger mechanism.

Eachlightningcannonfunctionsasif it castsan 8d6
lightning bolt everythird round. Eachcannonhasa
maximum 4d4 charges, and it recharges at a rate of
1 charge per hour.

Morlack's Sword

A longsword +1 claimed by the community of
Edul'va.lt was brought to Edul'vaby a foreigner
named Morlack, and it has borne his name ever since
his passing.

Why does a mere +1 longsword warrant an entry in
this article? Because even commonplace magic is
rare in Bluetspur.And because calling Morlack's
Sword by name is the best way to honor Morlack for
bringing his sword into Bluetspur, where it can
continue to defend Edul'va down through the
generations.

TelekinesisGrenades

Telekinesis grenades (commonly called "teke
grenades™are a type of psionicitem occasionally
foundin Thaan ruins. Like most Thaan psitech, they
are constructed from psionically charged crystal.

Teke grenades are similar to the beads from a
necklace of missilédeom 2nd edition or thenecklace

of fireballsfrom 3rd and 5th editions. Unlike those
magic items, telekinesis grenades have a
hemispherical areaf effect, and they causeforce
damage instead of fire damage. Typically 1d8
grenadesarefoundat atime.

Outside of Bluetspur, teke grenades grow
increasinglyunstable. They have a cumulative 5%
chanceper day of spontaneously triggering. They
may also trigger upon a sudden forceful impact.
Fortunately for anyone carrying a grenade, the
grenade emits an increasingly highched whine as

it grows unstable.
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The Thirteen Texts of Thaan
Thefollowinginformationis knownaboutthe ThirteenTextsof Thaan

# Title Author Subject Current Location
bl s Izu'vn | telepathy Bluetspur — Tluch-Kaat
T 7 psionic combat 7
bl s Limushe | clairsentience m
T m psychokinesis 77
51177 Nelsku |psychoportation | Nightmare Tands
6 | Evhe'tluch Thaan Genke |psychometabolism | Bluetspur — Edulva
(Book of the Eclipse of the Thaan)
77 | Book of Thaan-Naagaam 7 m retrieved from Bluetspur in 6378c
T Aldo | Thaan history 77
T Enge |777 E4)
T T Shatva | 777 77
11 | Aark'tluch Thaan m ilhthid lore 77
T TIT 177 e 177
13777 m metapsionics 7

Legencdholdsthat all thirteen textsare necessaryo unlocktheir full power,andonly thenwill the mind flayers be
driven out of Thaan.

e

DreadPossibility* TheTruth of the Texts
Unfortunately, legend has run far ahead of reality here. Most of the texts contain valuable information about

Bluetspur and its inhabitants, yes, but only half of the texts describe psionic disciplines in sufficient detail to allow

a psionicist or even aild talent to expand their power. In other words, the ThirteBextsare not actuallythe
mysticalfix-all solutionthat legendclaimsthey are.Not evenwhen combined.

Anothertruth of the matter is that none of the ThirteenSurvivorshad enoughtime to finishwriting their texts .
before illithid minions tracked them down in Immdf they had, then they would have used the Texts! Some of
the survivors finished their texts after scattering, but some of the texts were reorapleted.

Thuxa'sMask improving armor class and saving throws. Second, it
provides its wearer with a reserve of an additional 20
PSPs, which activates only when the wearer uses all
of her own natural PSPs.

Thuxathe TyrantQueenof Sakkagor, alwayswears
a leather mask stained a deep red. (Stainedwith
blood, many say, but it's actually not.)

In other words, Thuxa's mask is useful, but it's not

Themaskis a psionicitem, not a true magicitem. It
truly the source of hepower.

offers two benefits. First, it provides+2 protection

-0

-,



NEW MONSTERS
HopeLights
Climate/Terrain  Bluetspur
Frequency Very Rare
Organization Swarm
Activity Cycle Any

Diet Psychovore
Intelligence Low (57)
Treasure Nil
Alignment Neutral
No. Appearing  1d4

Armor Class 0
Movement Fl 12(A)
Hit Dice 5

THACO 15

No. of Attacks 1
Damage/Attack Special
SpecialAttacks  PSHDrain

SpeciaDefenses Spellmmunity, Invisibility
MagicResistanceNil

Size T (6" diameter)
Morale Unsteady (57)
XPValue 800

Before the Great Upheaval, travellers upon the
surface of Bluetspur attested to the presence of a
phenomenon known as the "hope light" or the "will
o'mind". (For example, seRealms of Terrom.64
65.)Much like the will o'wisp, these phantomlights
float aimlesslyabovethe brokenterrainof Bluetspur.

The name "hope light" was given by newcomers to
Bluetspur desperate for signs cifilization.

Much like the will o'wisp, hope lights can become
invisible at will unless involved in combat. When
visible, they manifest in a great variety of colors,

slowly changing hues as they wander. Regardless of

whether they are visible,anyonewho is psychically
sensitivefeelsa mental pricklinessat their presence.

Subsequento the GreatUpheavalhopelightshave
grown exceedinglyrare. Recent sources fail to
mention them at all.
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Combat

Hope lights have exactly one attack: Upon a

successfulhit, they drain 1d10 PSPsfrom their

victims.In fact,they often swarmwhichevernearby
target hasthe mostavailablepsionicstrength.Hope

lights can cause no damage to nqsychic people,
and they will ignore such individuals altogether.

Althoughhope lights are vulnerableto non-magical
weapons, most spells have no effect upon them.

Spells such adarknesswill drive them away but
cause no harm.

After draining 20 or more PSPs, a will o'mind
becomes sated and will casuadlgpart.

Habitat/Society

Hopelightsare foundin Bluetspur althoughthere is
nothingto preventthem from inhabitingother lands
where psionics are widespread enough to provide
them with sustenance.Although most reports
describe hope lights floating upon the surface, they
exist underground as well.

Hopelightswanderin smallswarms seekingpsychic
creaturesto feed upon.Theydo not showparticular
signs of society other than proximity.

Accordingto one theory, hope lights are the ghosts
of psychicawvho died within Bluetspur.Of course,if
this theory is true, then there should be more hope
lights as time passes, not fewer.

Ecology

Hope lights subsist on psychic energy. Both the
Yldi'Thaan and the illithids find them dangerous
nuisances While hope lights cannot kill someone
directly,theycanleavethem psychicallygefenseless.

Molluscoid

Climate/Terrain Bluetspur
Frequency Uncommon
Organization Colony
Activity Cycle  Any

Diet Omnivore
Intelligence Animal(1)
Treasure Nil
Alignment Neutral

No. Appearing  10d10



Armor Class 10
Movement 3, Swi2
Hit Dice Y

THACO 20

No. of Attacks 1
Damage/Attack 1d4-3
SpecialAttacks See Below

SpecialDefenses None
MagicResistanceNil

Size S (6:24)
Morale Unreliable(2)
XP Value 0

The name "molluscoid” is given to a number of
similarcreaturesfoundacrossBluetspurlnall cases,
molluscoidsare softbodied invertebrates. Like so
many Bluetspurean creatures, they possess four
tentacles surrounding their mouths. While their size
varies among subspecies, their bodies generally
range from 6" to 12" long with tentacles doubling
their length.

Combat

Most molluscoids are harmless to humansized
creatures. However, some notable exceptionsdo
exist. The bluginged molluscoid, for example, has a
deadly venomous bite. The inky molluscoid ejects a
stream of liquid which may blind its foes.

Habitat/Society

Molluscoidsare commonlyfound in the Bru'Spaaa
lakein southwesterrBluetspur but they alsomaybe
found in the Otl'Spaa or any other permanent body
of water in Bluetspur Unlike terrestrial octopi or
squid, molluscoids are adapted only to freshwater
environments.

As a species molluscoids survive using a technique
known ashaving lots and lots of offspring\fter
mating, males die. Females deposit strings of
fertilized eggs in rocky crevices for protection from
predators,andthenthey defendthe eggswhile they
develop.Eventuallythe manyeggshatchinto many
hungry molluscoids, who proceed to devour their
mother and each other. Even despite the carnage of
birth, many molluscoids typically survive to mature,
mate, and begin the cycle anew.
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Ecology

Molluscoidsprovide a crucial sourceof protein for
creaturesof Bluetspur,includingthe inhabitantsof
Kraol. They live primarily upon algae and each othe

SlimeWyvern

Climatd Terrain  Bluetspur
Frequency Very Rare
Organization Herd
Activity Cycle  Any

Diet Carnivore
Intelligence Non- (0)
Treasure Nil
Alignment Neutral
No. Appearing  1d4
Armor Class 6
Movement 9, FI9

Hit Dice 15
THACO 5

No. of Attacks 2
DamagéAttack 2d12/2d10
SpecialAttacks  See below
SpeciaDefenses Nil
MagicResistanceNil

Size G (25'ong)
Morale Fanatic (1718)
XPValue 13,000

Slime wyverns resemble winged purple worms,
althoughtheir color is a mottled purple-pink. They
were largely responsible for the fall of the
Yldi'Thaan's two flying fortresses, and so they have
become creatures of terrible legend to the surviving
Yldi'Thaan.

Combat

Slime wyverns have no eyes, and of coursetheir
tremorsensedoes them no good when they are
flying. Instead they rely upon psychic images
conveyed by their illithid handlers.

Like purple worms, slime wyverns attack by biting
(and potentially swallowing) and by stinging. Their
bite cause2d12damageanda critical hit indicates

that the victimhasbeenswallowedwhole (assuming

the the victim is 8' tall or smaller)he stinger causes
2d10 damage, and it injects a poison which causes
1d4 WIS damage and the loss of 1d6 PSPs for psionic



characters.

After suffering its first wound, the slime wyvern
secretesa protective mucusacrossits entire body.
While bludgeoning weapons are unaffected, piercing
and slashing weapons slide away, causing half
damage.

The protective mucus can be washed away by a
sufficientquantity of water, or elseit hardensafter
10d6 minutes and then crumbles away.

Habitat/ Society

Slime wyverns are naturally solitary creatures. When
not involved in combat maneuvers, they must be
kept in separate caverns to keep them from
attackingeachother. Onlyin combat,whenthey are
underthe steady control of their illithid handlers, do
slime wyverns act in a coordinated fashion.

Ecology

Slimewyvernswere bred by the illithids asweapons

in the war againstthe Yldi'Thaan.As such, slime
wyverns don't have a natural place in the ecology of
Bluetspur.

However, given their significant size and hunger,
slime wyverns have an equally significant effect
upon the local ecology. Fortunately they spend much
of their lives sleeping, and the illithids post under
handlers to telepathically prolong the slime wyverns'
somnolence.

Thought Tracker

Climatd Terrain  Bluetspur
Frequency Uncommon
Organization Pack
Activity Cycle Any

Diet Carnivorous
Intelligence Semi (2-4)
Treasure Nil
Alignment Neutral

No. Appearing  2d4

Armor Class 6
Movement 15

Hit Dice 2+2
THACO 19

No. of Attacks 1
DamagéAttack 0 or 1d4
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SpecialAttacks Paralysis
SpeciaDefenses Nil
MagicResistanceNil

Size S (3'long)
Morale Steady (1112)
XPValue 120

Thought trackers appear similar to greyhounds,
except that they have doubled hocks and four
tentacles instead of muzzles. Just as humans raise
certain breeds of dog specifically for their hunting
abilities, so do some illithids raise thought trackers.
However, whereas dogs rely upon scent, thought
trackers rely uponpsionic activity. In particular,
thought trackersare able to discernpsionicsat a
greaterdistancethan even intellect devourers.

Close inspection reveals that thought tracker
tentacles morestrongly resemble the tentacles of a
carrion crawler than those of a mind flayer.
However,very few peopleever havethe chanceto
inspectathought tracker's tentacles so closely.

Combat

Thoughttrackersattackfirst with their tentacles.(All
four tentaclesmake a single attack.) Although the
tentacles cause no damage, anyone struck by them
must save vs. paralyzation or be paralyzed for 2d4
rounds.

Once their prey has been paralyzed, thought
trackers instinctively want to attack with their
stubby beaks, automaticallgausing1d4 slashing
damageper round. However, most of them have
been trained to avoid feeding and turn their
attention to other, nonparalyzed prey if so
commanded by their handlers.

Habitat/Society

Like dogs, thought trackers live in packs, usually
guided by a mind flaygrandler.

Ecology

Thoughttrackersare bred andraisedby the illithids.
Theoreticallyathoughttrackercouldescapeand live
on its own, but it might have trouble finding
sufficient meat to survive.



REFERENCES

The following canonical Ravenloft adventure
modules and supplements contain useful
informationabout Bluetspur:

Realm ofTerror

Forbidden Lore: Cryptic Allegiances, "lldi'Thaan"
Domains of Dread

Ravenloft Campaign Setting

X X X X

The following netbook articles are less canonical but
equallyinteresting:

x Book of Sou)sThe RealmBeyond"
x Book of Sacrifice§The lllithid GoeBrain"

Teovy, HAVEN'T You NOTIED How
DiFFERENT EVERYTHING i5 SiNCE
THE vice PRESIpENT s#or THE ?RES.'DENT'
AND Took ovep? Every DAY is S0
FoGGy, AND THE NiGHTS sEEM DARKeR!
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Twoof the ThirteenTexts the Aark'tluchThaanand
Bookof ThaanNaagaaryfirstappearednthe Teeny
Tiny Tales of Terror on the Fraternity of Shadows
forum at:

https://www.fraternityofshadows.com/forum/vie
wtopic.php?p=5557and
https://fraternityofshadows.com/forum/viewtopi
c.php?p=53344espectively.

In addition, despite not being publishedas part of
the Ravenloftproduct line, the CompletePsionics
Handbook and The lllithiad are also valuable
references.

Finally,| found inspiration in the following tidbits
gleanedfrom the Internet:

x Culinary Ethnography: A Discussion of Eating in
the Underdark
x Prehistoric Arts and Crafts

YEAH, No wonDER. ELEcwiciTy
COSTS MRE vp JUST AS HiGH AS
GROCERIES AND INSURANCE.

Lousy polLiricians !



https://www.fraternityofshadows.com/forum/viewtopic.php?p=55572
https://www.fraternityofshadows.com/forum/viewtopic.php?p=55572
https://fraternityofshadows.com/forum/viewtopic.php?p=53344
https://fraternityofshadows.com/forum/viewtopic.php?p=53344
https://www.reddit.com/r/DnDBehindTheScreen/comments/17jacdw/culinary_ethnography_a_discussion_of_eating_in/
https://www.reddit.com/r/DnDBehindTheScreen/comments/17jacdw/culinary_ethnography_a_discussion_of_eating_in/
https://www.americanscientist.org/article/prehistoric-arts-and-crafts
https://www.americanscientist.org/article/prehistoric-arts-and-crafts

Teddy and Sammy

by Helen McLaughlin Art




60

The Arcane Age of Darkon

byMatt "strahdsbuddy" Doyle

2T RSYAKdzYl ya
GNRO6Saed Ay (GKAA

The Darkonians arrived with Darcalus Rex in 383 BC.

They found a large, lushly forested land, dominated
by the mighty Vuchar River. From their initial
foothold on the Jagged Coast, Darcalus led them
inland, splitting the realm like a knife, and
established capitol on the site the four native tribes
had been using as a trading post. The Darkonians
brought the other tribes to heel, but managed to
establish a government where the cultures could
exist side by side, and even independently of the
centralized Dekonian feudal system in isolated
areas.

Before the arrival of Darcalus, the realm was shared,
but dominated mostly by the Nevuchar, translated
fAGSNYIEfeé | a atS2LXS 27
tall, sometimes up to six and a half feet, with long,
slender limbs and fingers. Their skin is pateis their
hair, with lightcolored eyes gray and violet are not
uncommon.

Before the arrival of Azalin, the Nevuchar lands
stretched further north, including their capital at
Cannuine and the mighty tower called Histirion
Their control is still strongest in the north and east,
from the Nezron River to the Mountains of Misery,
and east of the Khourx River. The Cities of Neblus,
Maykle, Sidnar and Nevuchar Springs all still show
signs of the Nevuchar style of architectusghich
tends to leave living trees as a part of their
structures. They are skilled foresters and gardeners,
as well as woodworkers and herbalists. They are

I NB dNEIAl SagdidiiaRs, diséhewing meatSas uanedessaryi A S
R 2 O dgic yainich is already provided by the forests.

As their power waned, the Nevuchar negotiated
positions of power in the government the
Darkonians were creating. As such, there are still
many of them in positions of influence, though few
in direct power.

The Nevuchar worship a large pantheon of gods,
mostly in secret due to the influence of the Eternal
Order of the Grave. Their main goddess is called
Sehann, and she is said to reside in the moon, which
the Nevuchar venerate for guiding souls to eternal
res in the Grey Realm. Second to Sehann is
Mestarine, who encourages the Nevuchar to be
independent and stand on their own knowledge
rather than depending on others. The Nevuchar

foKgBe iskno@rSiotitsdiiting yghmbaBdsamde + NI |

sound, and it can tend tput non-speakers to sleep.

Geography protected the Tempites from ever being
fully dominated by either the Darkonians or the
Nevuchar, who called them the Polda, meaning
GaGNRYy3IdPeE wlk GKSNI GKI Y
Tempites dramatically translated the appellation to
mean stubbornor inflexible, and ironically proved
their own theory to be correct. Their traditional lands
began between the Corvus and Tempe Rivers and
climbed southeast into the Mountains of Misery.
Since the Great Upheaval, they have gleefully
expanded south into th rocky barrens around
Mount Nirka, discovering artifacts left by the Sand
Scourge of 588.
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Tempites are of average height with thick builds,
quite the opposite of the Nevuchar in nearly every
way. Their hair grows in many colors, but is uniformly
coarse and often worn long, especially in the form of
beards and mustaches, which are typically dated
with precious metals. Tempites have tan to brown
skintones, and their eyes are either blue or brown.

Stone and metal are the media of the Tempites, and
they dig their homes directly into mountainsides,
creating very defensible, if a bit unwelcoming, cities
lit day and night by torcffire and filled with the echo

of pick on stone. Tempites raise hogs aruhrse
grains, and every meal is accompanied by beer,
giving them a reputation as drunken miners. Their
gruff demeanor toward outsiders has done little to
endear them to travelers, but the quality of their
smithing makes the effort of getting it worth a few
rough words.

The Tempites have a strong cultural need to protect
their women and children from other tribes. Many
view this as a backwards and discriminatory practice,
but the Tempites insist it is because they value their
women so much, they dare not let anything happ

to them. They say this extends back to the Arcane
Age, when the Nevuchar captured families of the
Tempite noblemen to help leverage their
negotiationg an allegation the Nevuchar dismiss
out of hand. Because of this, Tempite women are
rarely seen outsid the home, and when they do
venture out, they tend to wear false beards and
disguise themselves as Tempite men during their
quick, silent errands. A few stories among other
tribes revolve around this tradition, and it is
sometimes joked that there are ribempite women,
and the hardheaded Tempites are just hewn from
stone when there is work to be done.

Tempites are monotheistic, worshipping Amman,
whose scripture speaks highly of those who travel
and explore, leaving the safety of their clan behind.
Despite this, Tempites are known to stick together
and the majority of their travel occurs in a downward
directionm as they seek veins of metal in their
beloved caverns and mines.
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The Tempite language is full of clipped consonants
and a steady rhythm of syllables, which tends to
demand the attention of listeners. Tempites eagerly
learn the languages of their neighbors to conduct
trade, but it is considered a serious cultural breach
to teach their language to outsiders.

Once the most numerous of the native tribes, the
Kuduk ranged across the realm in the years after the
fall of Darcalus. They are called the Halamat by the
bS@dzOKI NE ¢ KA OK
description is incomplete, however, as the Kuduk
have voracious appetites that bely their slight
frames. The Kuduk are practical alchemists, turning
every plant or animal they encounter into something
that can be devoured, spiced, imbibed, smoked,
pressed, or rubbed on the skin.

The Darkonians split Kuduk lands more or less in half,
and the two main Kuduk towns, Rivalis and Delagia,
have taken very different paths culturally. Delagians
are rustic boaters who pull a living from Lake Korst,
while Rivalisians tend to avoid water dk eosts and
have leaned heavily on their contact with Lamordia
to become academics and craftsmen. Indeed, those
Y dzR dz] TNRY a&agl YLk
southern banks chose to pull up stakes and look for
new homes, and they can be found in great numbers
further south in the Core.

Kuduk are short and thin when young, but their

eating habits catch up with them in early middle age,
when they become plump and tend to give up

physical activity to take up more sedentary hobbies
like gardening or genealogy. It is rare to find a Kuduk
with any facial hair at all, but their curly hair rarely

falls off their heads, even well into old age. Eyes tend
toward green, hazel and brown. A Kuduk makes
friends easily, and they rarely forget a favor or a
debt, although they are polite regarding both.

Kuduk religion focuses on an afterlife directly
2L12aSR G2 GKS ARSI 27
repose. Rather, their pantheon of gods host an
eternal feast with drinking and practical jokes. A
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their funerals tend to look like their version of the
afterlife for at least a couple days before work needs
to get done again. In mixed company, Kuduk still
remain somber regarding death, so as not tceofd.

Kuduk speak a clear tongue that seems made for
singing, a testament to how many of its nouns
actually rhyme. The language is easily picked up by
outsiders, and other languages have a tendency to
draw slang from it in areas where the Kuduk have
migrated.

The Forest of Shadows is home to the Chzemel, who
the Nevuchar refer to as the Ambal, which simply
YSI ya GaliAftt SRp¢ ¢ KSANJ
although only a few score still remain there, as the
warF220Ay3 OFdzaSR o6& (KS
did not me& with their peaceful nature. Hence
Mayvin is the last city that can truly be considered
Chzemel territory, and they have followed the lead
of the Kuduk and migrated to other nations. They are
particularly fond of spending some time in Lamordia,
where ther skill for invention is appreciated by that
yIEGA2yQa aOASyiGrataod
Chzemel tend to be short, with average builds. They
go bald early in life, but keep finely manicured
mustaches or pointy beardsthough rarely both.
They are not overly athletic, but their hands are
dexterous and well suited for fine work, such as gem
cutting or working with machinery. Eyes are usually
dark brown, but rarely a baby will be born with steel
blue eyes. This is considered lucky for the family,
however a blueesyed Chzemel of either sex will be
thought to have a streak of unfaithfulness this
belief is mostly unfounded.

Chzemel are bookish and sometimes eccentric,
throwing themselves into their work and hobbies
with equal vigor, sometimes to the exclusion of all
else. They tend to marry late in life, having small
families. Chzemel diet consists mostly of beef and
dairy, and they prefer barley bread to that made
from wheat.
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brothers who may or may not be divine themselves.

Fland teaches that nothing in life should be taken too
seriously, and warns that obsession is right around
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sponsor feats of engineering and invention to set the
Chzemel apart from other tribes in their innovation

and daring.

Their language is a staggering combination of
consonants, where the vowels are often implied in a
maddening mishmash of sound, and the dense
lexicon of tenses and noun genders makes the
learning curve steep for nenative speakers.

The Darkdnlaris, mighty &onquierdrs frdmib&d@ing thes

sea, have made Darkon their own. The Nevuchar
gubbleR thent Ciya@m wHery tdeyA arived, the
GAKALIDAAET RSNEE 2N GaSk TFNBI
what would become the city of Martira Bay, they
expanded Il Aluland built Karg and Viaki in defiance

of the soft, marshy ground that surrounded them.

Taller than average, the Darkonians have a proud
bearing and athletic build. Hair ranges from blond to
black, and tends to be straight. Eyes of all colors can
be found, and they always burn with the fire of
leadership.

The Eternal Order of the Grave sprung from
5Nl 2YAlLY AYGSNIINBGFGAZ2Y 2
creation myth, taking place in the Grey Realm of the
not-yet-born. The upstart Church of the Overseer has
no such connection to any specific myths discovered
when the first Darkonian ships made landfall. Today,
both religions are losing ground to the foreign
Church of Ezra, especially since the founding of the
Darkonian sect in (ironically) Nevuchar Springs,
trampling the old ways of the Nevuchar on its way to
prominence.

The Darkonian language is known for its flexibility,
and it is said the words in a sentence can have their
order scrambled without changing the meaning of

the statement.



Darkonians enjoy law, and enforcing laws. The
government they created is a successfully layered
feudalism that does not tout any ethnicity as above
another, but they tend to sway policy just by their
sheer numbers. Darkonian numbers are inflated by a
mystical condition that has existed since the rise of
Azalin Rex in 579. Namely, the memdegching
phenomenon that convinces people who spend time
in Darkon that they are from Darkon. While rarely
discussed due to a social taboo on the topic, this
phenomenonhas caused census numbers to skew
significantly toward the Darkonian ethnicity in
Darkon.

The description above seems very general, but there
are several omissions that may point to a Darkonian
lineage being imagined. First is hair color; the original
Darkonians did not have any redheads among their
number, and silver before middle age is alsmisual,
although it may indicate there is Nevuchar parentage
mixed in. Also, Darkonian hair is straight, so coarse
or curly hair is another clue that the individual may
have been adopted by the realm (although again,
this could indicate Kuduk or Tempitéobd.) Next is
eyes, which vary in color, but not in shape. Because
of this, any almonehaped eyes are likely not from
Darkonian parentage. One could look at skin tone,
which on a Darkonian is light tan and bronzes nicely
in sunlight. Pale, olive or browskin is a major
indicator that an individual may not be of Darkonian
stock. A sure method to verify Darkonian ethnicity is
to look at the toes; the second and third are the
longest and equidistant past the big toe. Sandals are
uncommon in Darkon, howevesp this can often be
difficult to verify. Consider the Valachani, whose
physical traits are very homogenous due to their
isolated location before the Great Upheaval, and are
particularly unique among the other ethnicities of
the Core. If a Valachani weite be adopted by
Darkon, he or she would stand out from other
Darkonians physically, but social norms would
prevent the neighbors from pointing this out.
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The realm tends to modify the memories of people
on an individual basis. Outlanders who stumble in
from the Mists, sailors abandoning the sea to stay
with a lover, and even a branded Falkovnian left
behind by hisunit are the types of people usually
claimed by Darkon. There are a few examples,
however, of groups of people that have been
absorbed by Darkon. The largest, and possibly most
tragic, are the group of people known by

F NOKIF S2f23AadGa Isadigircted 1 A G S
made to show they were from the doomed domain
of Arak. The Arak are actually what the Shadow Fey
call themselves, after their martyred leader, Arak the
Erlking.

The human population that existed when the domain
of Arak formed called themselves the Daoine, which
YSIyd aArayvyLXe adikKS tS2L) So
reached a technological and magical level that has
yet to be replicated in the Land of Mists, and they
singlehandedly helped stave off famine in Barovia
and Mordent during their brief history by sharing
some of these secrets with their neighbors. The
mighty cities of the Daoine were destroyed in 588
during an event known as the Sand Scourge. All living
creatures in the domain were killed during this
calamity, and it caused a fair amount of xenophobia
in neighboring domains. However, the trade
relationships between the Daoine and their
neighbors were such that a few enclaves were
outside the affected area when theandstorm hit. A
large number of them were in Darkon, and although
they had an affinity for their own kind, within a
generation, due mostly to the memory
phenomenon, their culture had been subsumed by
the Darkonians and their archaic language became
extinct.

An observant person will easily notice Daoine
features: pale skin, a high number of redheads and a
thick accent which is attributed to living so close to
the Tempites, although there are hardly any Tempite
modals that would lead to distortion of the
Darkonan tongue in such a way.



In their heyday, the Daoine considered their own
souls to be a perfect representation of their actions
in life and worshiped no specific gods, but they did
quickly adopt the pantheon brought north by their
Forfarian allies, and this may be the reason tog t
resurgence of the worship of Belenus in nearby
Tepest. Daoine artifacts litter the windswept crags of
GKS az2dzyidlrAya 2F aAaSNe:
of this region after the Great Upheaval has made
mountaineering, spelunking, and archaeology the
neweg fad in active scholarship following the
destruction of the old university system during the
Requiem.

The newest tribe in Darkon did not exactly arrive in
the kingdom like most nomads; they were already
there. When the Requiem destroyed Il Aluk and its
inhabitants became the walking dead, the city was
renamed Necropolis. For a long time, it was assumed
allthe creatures in the Slain City were servants of the
entity calling itself Death, however it soon became

apparent that many of the tragic inhabitants

retained their own minds, and they were going about

their lifeless existence in whatever way made sense.

Originally called Necropolitan, the framinded
residents referred to their conditionand
themselves as Insepulta: the Unburied. Isolated
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from the living by the negative energy field that
surrounded their home, the Insepulta have thrived in

a closed society. The lack of hunger or fatigue
created the conditions for intricate crafts to be
completed in half the time a living man could do so.
Fields were switched from grains to textiles and the
cold hearths in homes allowed fuel to be used to
spar( frgeSihstid, 2y Qa | Yy SEFI GA2Y

Many of the Insepulta want to rejoin Darkonian
society, but are not so foolish to think they can show
up on the doorsteps of their relatives and expect a
warm welcome. Additionally, the agents of Death
KFEI@dS y2 AYGSNBad Ay RAYAYA
through a mass exodus, since the ability to naturally
reproduce is something else they have lost through
their transformation. Still, if the Shroud could be
overcome and the great city reopened, the collected
knowledge of the university and the hard workits
people could make Il Aluk into the gem of civilization
it had been for centuries, although with considerably
less shine.

--Professor Mortimer Wachter, University Bbrt-a-
[ dZOAY ST SEOSNLIOSO NBigtiBOrs KA &
and Their Histos/
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Strigoi of a Starving Land
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| amnclined to heedher request. Now
| just have to convince the High
Priest andthe Warder General.

Timelineof the Four Families

Date Event

7008c | The Grand Rebellion fails, and the Four Families are
driven into G'Henna.

7028c | Yagno Petrovna emerges from the Outlands and deposes
the Dommnitor.

705ec | The Calator: come to Maradici Manor.

707ec | Voroslav Kvemadze leads his family to Maradici Manor
and requests sanctuary.

709ec | The Calatori depart Maradici Manor.

716ec | Voroslav Kvemadze leads his family, including his sister
Rozalia, back into the Outlands. The Calator: return to
Maradici Manor.

719ec | Zdesklav Maradici 1s assassmated. Desimir Maradic slays
many of the Calator1, who abandon the Maradic: famuly
again.

724pc | Desimir Maradici fails to Ascend.

726Bc | Sretko, a Fang of Zhakata, attempts to kill Amanta
Maradici and fails.

739ec | Voroslav Kvemadze successfully Ascends. His sister and
two of his three children are killed as part of the ritual.

740ec | The Severnng occurs.

741ec | The Calatori depart G'Henna.

745ec [ Goju Cojec kalls Octavin Kvernadze. Amanta Maradica
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intention of establishing a new principality, only
to discover that city already held in the
formidable grasp of the DomnitoAfter a quick
political calculation, they chose to ally
themselves with the existing ruleWhile this
alliance was never destined to be Iolingedt
neither the Jeladze nor the Domnitor were
either trusting or trustworthy it ended more
suddenly than either side anticipated.agno
Petrovna led his First Circle out of the desert and
usurped the Domnitor. The Jeladze vanished in
the aftermath.

DreadPossibility* Vengeful Scions
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x  TheGugunavdamily had turned south into the
Badlands. Their choice had been hailed by the
other families as an unwise decision, given the
dearth of prey in that direction, but word of

their continued existence still trickles north
upon occasion

Dread Possibilityt A Principality in the

invites Pesha to her manor. Malistroi destroys Dervich. DeseArt 3
¢ KS Ddzadzy | Gl Tl YAT e Kl a T
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Rebellion. They went to Zhukar with the
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x The Maradici family ventured to Dervich, ¢KS [ 2
intending to rebuild their strength by discretely Y K |; ( 9
feeding upon an unsuspecting populace. Y9SNV
Zdesklav Maradici established a manor well to
the south of that city, where he lived with his
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wife Ro.zaha. and two chlldren: E.ventual.ly thg Kid 1AYRNBRO
Maradci family and the Calatori tribe of Vistani ~ e o 5
learned of each others' presence. They cameto 2 KAt S UKS oAl FNR RAR y2u a4
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THECALATORI

AlLetter from Madalina,745BC

Peshacamewoaingi ght . Or thatodés what | fir
girls and come back to me for a bitbHedsadhalf Wander er/,, ‘af t e
knowplentgfboywithoatdropfWanderétoodharesimilariynwillingsettidown. |
hear@eshaallingtmywindowignorddmatfirstiongnoughshowimthat wo.u | d n
come running whenever he called.

Finally threwpemywindow. Y el ©i8sédottodoudithouglh.d i dvamdwaken
Papa.

Peshsaidhynammthaheartbrokenbegeterhehevantsomethimgganthave. | sighed.
0Oh, itds you.é6

oOMadali na,sadome with me, 6 he
oWhat, you think IMdmn going to. 1l ift
0 C awitima e heépeatedorargently. S o meetyphdsabagtbh a p pen.. 16

Thisvasinevapproatbseductiéted i dauriikehemeamaughiesoundékihe
meant something honestly terrible.

0 d ol dheagidd MMistress o telhél dnosurthash& n'o ws . 6

[Editor8/oteteréhaauthansabaBaloivordtapanwhichmpliesvnersiigthethan
the wambitsawhich meaarssressore in the sense of the author herself.]

| didhotikehisisefthatvord. couldeatheauthorityfthecapitédtten Y Ma st r e s s

0 Y EhaMistresdtheManorShdnapromisedprotecti@hevilprotegbuooThat was
one of my conditions. 6

Even without the ridiculous fitle drawn g r stomesd ahthe strigor, thi$situation so!
lesandesbkesomethihgvantetbbea partof.0 A whihsorbfpricevould pay for her
Oprotectiond?é6
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0 N o wauldayorbotiofusShésfona f thossfusvitiCalatdsioodshdonotbke old
ways. 6

Somet hing in his &@dne chilled me. 0
Ol am ameedi ous, 6 he

Playingutittlegaméson¢hingRunningwaywitthimsanothey.¢ o ud adsdEaid.| vy ,
OMyeputation would never survive th

oDamn your reputatiomhgy. he said;, bu
None of this eased my womirglkts. 06 o0Let

0 Ma d aoWehavipieawenighlowinfactWemugeacthenanaooMy Mistress
i s strongest there. Please come wit

0 U 4 Saidhutheh savaerP e sMistrasstandimgtheshadotshingmExcephat
did not simply see Her /&ke her.

0 P espehkar shsgidndrsoftltharawhispaithoudheardverywordd bffeyou
my protection. But we must | eave no

Perhaps | would have accepted if she had not been so beautiful: However, with
my own attractiveness Vastildmgptompared to hers. | would become dsdie besid
woulcemaineautif@hevoulstilbbeheMistresdtheManor wouldecoriitle better than

an unloved pet.

| pullethavindowlos & forEithdearsrwordsouldetragnel haveheohytearad have
written these words, and | swear that | do not know if | have made the right dec

| 26 SOSNER B KS  IRBCANIDNU S BY Yy Iy SLKISSHI @WK 1122 6 SOSNE S@Sy all
a K2 NI G &SS oSNyt SWIGIKSE A1 SNBt I A@dSa KI @S yz2i 0SSy
Y240 DUI Syylyao ¢SNB |-t|Nmsm_A|ﬁjsTmako3m Odzu 2?? '-FNEY
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I+ f Miy2Ng - BB Y APIR Sy gl St @
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Barovia

The Land of Strahdand Mysteries

by Mistmaster

Official Name: The CountyKingdom of Barovia
Culture level: Medieval
Ecology: Full

Climate & TerrainContinental. Barovia is landlocked and dominated by the Balinok mountains and by the fertile
Luna River Valley and the West Gundar River Valley. A number of forests grows along the
southern and northern borders. It has frigid winters.

Languages:

Kartakassian (Terg), Forfarian.
Religions:
Races: Humans 97%, Other 3%.
Government: Hereditary feudal monarchy.
Ruler: Count King Strahd XII von Zarovich.
Darklord: Strahd von Zarovich.
Lightlord: Sergei von Zarovich.
Inhabitants: 10 million.
Surface: 230,000 square kilometres.
Analog: XV Century Romania.

Capital City: Barovia City (30,000 in, Né8tandard, LE),

Common (Baloki), Lazendraki (Baloki), Valachani (Baloki), Gundarakite (Terg), Invidian (Terg),

Andaral the Morning Lord, Ezra (Homefaith), Cult of Hala, Cult of D'vla, Cult of Kanchelsis.

Important towns: Vallaki (50,000 in, Standard, LN), Hoessla (35,000 in, Standard, LG), Cuzau (30,000 in,
Standard, LN), Renika (28,000 in, Standard, LE), Krezk (25,000-BtaNdard, LN), Berez
(21,000 in, Standard, NE), Jarvinak (17,000 in, Standard, LG), Immol {a5&@0dard, N)
Borders:North: Lazendrak; Northeast and East: Nova Vaasa; South: Hazlan, Forlorn, Kartakass, and Gundarak;
Southwest: Gundarak; West: Invidia, Borca, and Dorvinia

Tropes

Baroviais a land of insulation and mysteries, but
more than other lands it is the land of its darklord.
Strahd has created current Barovia in blood and tears
and has ruled it since the very beginning. Barovia,
even more than Darkon, is a land under a spell, with
an immortal evil ever changing but always faithful to
itself. Strahdsthe land of Barovia in many ways.

DomainOverview

The Land

Dominated by the Balinok mountain range, the
valleys of Baroviaare rich in forests and rivers.
Patches of fertile land are cultivated in groves,
GSNNF OSax FyR @lFtfSead . I N
give a deceptive look to the land as being sparsely
populated. In truth, a myriad of villages fills it out,

and an dficient net of roads allows surprisingly quick

travels for people and goods. The tallest mountain in

the Balinoks and in the whole Core, Mount Ghakis,



dominates Barovia City. The not equally tall, but
more massive Mount Baratak in the north is the
source of the Barataki River, and the lake of the same
name. The city of Krezk sits on the river Little Luna,
which is navigable up to Levkarest in Borca. ditye

of Vallaki, the largest in Barovia, sits on the shores of
the Zarovich Lake, the second largest lake in the Core
after Kronov Lake in Tepest.

The town of Hoessla is a thriving mining town in the
region of the Sawtooth Mountains. In the northwest
of the same region you can find the city of Cuzau, an
important hub of woodtrade and manufactories and
carpentry. Renika is a fortified city at the feef
mount Baratak. It sits on a strategically and
economically vital crossroabalfway between the
gold mines of Mount Baratak and Lake Zarovich, the
source of many fundamental rivers in Barovia. Berez
Ada Ay (GKS OSyidNB 2F GKS
forest, and is the main leatherworking centre and
timber source. Jarvinak is the northernmost city of
Barovia, on the Bloodmarked Pass which separates
Barovia and Lazendrak, and it is also the most
renowned metalworking centre in all the County
Kingdom. Imrol is the southernmost city of Barovia,
and its main producer of food.

ThePeople

Barovians are a determined and hospitable people
who are particularly attached to their traditions and
customs, which explains why they are reluctant to
employ steam machines like other nations have.
Barovians put a lot of faith in traditional lore and
hawe a very rich oral tradition. In harsh Barovian
winters, you need each member of the community
to survive, so families and villages become cksié
This can be hard to appreciate for strangers, and
non-human people, aside from the longtime settlers,
might not find themselves at ease. Barovians have a
strange relationship with their legendary herand
boogeyman Strahd 1, the Devil, the man who
defeated the Terg invaders and was the first Ceunt
King of Barovia. He is mentioned in a myriad of
stories and lgends, and every village has its own set
of anecdotes about him. His eleven successors with
the same name have all made some impact, but
Strahd the Devil remains the figure more ingrained in
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popular culture. Kids sing nursery rhymes about him
and play Strad in his Castle, a sort of king of the
mountain game. Strahd's coronation day is a national
festivity andcommemorates the Dislinyas' Treachery
too. There are plays about the Dilisnyas' Treachery
and the rise and fall of Strahd I, which are periodically
reenacted in theatres and even puppiieatres.
Barovia fears the supposedly turned vampire former
ruler, but on the other hand, they respect his
undying loyalty to his country.

Barovian society is divided into three classes. The
aristocracy is made up of the landowners (boyars)
and the upper echelons of the national militia
(cozaks). The middle class is made up of artisans,
clergy, tradesmen, free farmers, innkeepers,
national miitia soldiers, merchants, factory owners,
and scholars. The lower class is made up of miners,
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domestic servants. Vistani, on one hand, are seen as
strangers following their own laws, but on the other,
they are protected by a compact between the Crown
and the Great Raunie of the Zarovan tribe. The
Vistani are vital to the Barovian economy, as they can
transport people and goods quickly, navigating the
Mists. dusk and mist elves, halives, busyhands and
finfeet halflings, and stone and copper dwarves are
small but common minorities. Dhampyrs are a rare
and feared bloodline descendant from vampires,
protected by the law but sometimes still victims of
distrust and fear. Magic users are respected but
feared,and sometimes are victims of the ignorance
of rural communities.

History

Age of Creation

In the Age of Creation, nine deities created the
world, but then they disagreed on who had to rule it
among them. Andaral the Morning Lord and Erlin the
Lord of Death fought in Barovia. During this fight,
their blood mingled, and two young deities were
born: The Rake and Beast, Kanchelsis, Lord of
Vampires, and D'vla, the Queen of Night.



Age of Empires

In the Age of Empires, the Olympian Empire (its
capital, Olympia, seated where Barovia Town would
be built) dominated the Core Continent, and
extended its dominion even onto the other two
continents, the Amber Reaches and the Verduous
Lands. The Olympiamgere destroyed by a cataclysm
1000 years ago.

Age of Darkness

In the Age of Darkness, the Terg Horde, from the
Amber Reaches, invaded and conquered a good part
of the former Olympian land. The Terg Empire
dominated for 500 years, before the Olympian (in
Terg, Baloki) people rebelled under the leadership of
the von Zsovich dynasty, a dynasty of remote
Lamordian and Vistani origins.

Barov | von Zarovich was a Count, a Terg military title
reserved to vassal neterg nobles. When he
succesfully rebelled and created the free Baloki state
of Vallaki, he was hailed king, but humbly kept the
title Count. CounKing became the traditionaltk

of the rulers ofvallaki.

The Modern Age

Strahd | von Zarovich defeated the Tergs and
proclaimed himself first CourKing of Barovia.
Strahd | the Devil was embittered by a long campaign
against the Tergs. While alive, he was a strong ruler
and a dabbler in the Dark Arts, a cruel and violent
tyrant who fought a long, excruciating civil war
against the treacherous house of Dilisnya, getting
himself slain in an elaborate trap by Leo Dilisnya after
13 years of reign.

Strahd II, the Unexpected, succeeded his father after
the latter's death. He got revenge for his father and

dedicated his reign to pacifying the boyars. He was
assassinated by his wife's brother the day after his
second marriage, after 10 years of reign.

Strahdlll, the Conqueror, appeared as a young man,
and after avenging his father, started a series of
military campaigns which made Barovia a huge
nation, with large swathes of Invidian, Gundarakite,

Forfarian, and Borcan land. After his death during the
campagn in Lazendrak, killed by Night King Ezekiel,
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he was succeeded by his eldest son, Strahd IV. He
had reigned for 35 years.

Strahd IV, the Grim, abandoned his father's
conquests and dedicated his long reign to the search
for a bride, and to weeding ouhe opposition He is
remembered as a detached king, and under his reign,
Castle Ravenloft started to fall into ruin, and the
Kingdom of Barovia closed itself to the world. Strahd
IV was killed by assassins sent by rebel boyars and
was succeeded by a grandson. Hégned for 70
years.

Strahd V, the Atoner, or the Alchemist, is
remembered as one of the kindest rulers of Barovia.
He dedicated his life to bettering the lives of the
CENRGALY LIS2LX S3T G2y Ay3
crimes. Tragically, he had to pay for his ancestor's
mistakes andost his beloved third wife the day of

their marriage, fighting a demon, Inajira, allegedly
contracted by Strahd I. Heroically, he slew the fiend
and died in the process. He had reigned 20 years

Strahd VI, the Cunning, or Friend of Vistani, was
allegedly a cousin of his predecessor. He was a lot
less benevolent than his cousin was, but he restored
Castle Ravenloft to its previous glory and signed the
treaty with the Vistani Zarovan tribe, which allowed
Barovian trade to flourish. Strahd VI was reportedly
killed by a headless woman after 42 years of reign.

Strahd VII, the Rich, allegedly the grandson of the
previous CounKing, was particularly involved in
Barovia economics, reforming the taxation system
and encouraging mercantile activities. His long reign
was ended, apparently, by robbers who managed to
steal Barovia's regalia. Heigned for60 years.

Strahd VIII, the Merciless, grandson of the previous
one, returned to insulation in Castle Ravenloft,
enforcing draconian law against criminality and
ruling with an iron fist in a velvet glove. He was killed
by bandits and succeded by his youngest sorr 2@e
years.

Strahd 1X, the Silent, was never seen or heard by his
subjects, with few exceptions. He kept his kingdom
going smoothly, but infrastructure and buildings
decayed after his long reign, Castle Ravenloft
included. Under his reign, the Markov family decided
to embark on a colonial adventure that ultimately
resulted in the founding of Markovia. Allegedly, he



died peacefully in his bed, and his gremandson
succeeded him after 80 years of reign.

Strahd X, the Wise, was the best ruler in Barovian
history. Under him, Castle Ravenloft was rebuilt to its
former glory, the borders were opened, population
soared, and trade flourished. He became the patron
of many great heroes, financing the good fightoss
the Core. It was during his reign that Barovia
welcomed an exiled Darkonian wizard called Firan
Zal'honan, code name Azalin Rex. After a good initial
relationship between the two, they had a fight which
claimed both the CourKing and his future wife
concluding 38 years of reign.

Strahd XI, the Cursed, supposed son and heir of
Strahd X, was a cruel, manipulative, and
machiavellian ruler, who kept Barovia in a state of
fear and anguish. He was notorious for playing
sadistic games and trying to corrupt innocent people.
He surrounded himself with undead and evil
creatures andurned himself into a vampire. Under
his rule, the people revolted, and he was killed by his
own son after 17 years of reign.

The Current Age

It began 10 years ago when Strahd XlI, the Restorer,
ascended. He is slowly making people forget his
father's rule, restoring Barovia to the glory of his
"grandfather's" age. While he is a harder man than
Strahd the Wise, and way more conservative, under
Srahd XIll, Barovia has grown back to a regional
power level. He regularly hosts meetings of boyars in
Castle Ravenloft and in Vallaki, welcomes diplomats,
and participates regularly in various mundane
events.

Places of Interest

Barovia City

The Barovian capital was built on the site of ancient
Olympia. There areseveralancient ruins that are
forbidden to visitorswithout permissionfrom the
Lord Burgomaster. The main monuments include the
Barovian Ezrite Cathedral of Saint Markovia. The
massive form of Castle Ravenloft dominates the city
from the flank of Mount Ghakis. The Wolf's Den is a
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shady yet popular inn owned by Daria Fidatov (Half
Elf Rogue 4, N). The city has a theatre and is famed
for its royal museum.

On the road from the city to the castle you will find a
village of about five hundred people, also named
Barovia. Barovia Village houses the families of the
many employees of the castle. There are 5
kilometres of mountain road between the city and
the caste, and only 700 metres between the castle
and the village. The village is complete with a postal
service, a small garrison, an inn (the Blood o' the
Vine), a temple of Andaral, a hospitalpaokshop
which double as a library, a school, and a bazar.
Thereis also a sempermanent camp reserved for
the personal Vardo of the Zarovan Vistani Grand
Raunie, Madame Eva.

Vallaki
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Vallaki houses the Council Hall of the Diet of Barovia.
The Diet is summoned once every fouars ands
one of the few moments in which even the more
reclusive of the von Zarovich monarchs have shown
their face. The Royal Residence is a distinctive
fortified manor; allegedly it was House von
Y%l NP OAOKQa aSkd 2F LR66SNI o
monarchs. Mw Vallaki is ruled as a royal estate by

the steward branch of the von Zaroviches. The most
renownred inn of the city is the Blue Water Inn,
renowned for its bardic performances. It is owned by

the Martikova family, with Amelia Martikova being

the innkeeper. The Great Nest of the Sunraven, the
cathedral of the Church of Andaral, is the greatest
known temple of the CountyKingdom. Vallaki also

has the only Barovian institute of higher learning, the
Queen Ravenovia Memorial University, it includes a
hospital, an asylum, a library, an observatory, a
theatre, an art gallery, and a museum.
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Hoessla

A thriving mine town and a major industrial centre.
Iron, coal, copper, silver and gold are mined in
abundance, and exhausted galleries have been
transformed into inhabited districts by the
collaboration of humans and dwarves. The boyar
family of Petrov rles it from the Iron Maw castle.
The main inn of the city is the Pick and Ladder, famed



for its ale, owned by the boisterous Marwin
Silverbeard Aundrin (Old Dwarf Fighter 3, LG). There
is a small temple of Andaral, and several shrines of
the Dwarven deities.

Cuzau

A lumberjack town, built on the northwestern side of
the Sawtooth Mountains. It has a friendly rivalry with
Hoessla, reinforced by the fact that a sizeable
population of elves and haéilves lives in the city.
The Buchvold, an old family of cozak extractiwles
from the Old Tower, a massive wooden motte which
dominates the city. The Rusty Axe is the main inn of
the city, and it is owned by Ermelline "Axe Widow "
Azanau. There is also a shrine of Hieshdeities and
one of Hala.

Renika

A fortified city which guards the gold mines and the
stone quarries of MountBaratak andguards the
fundamental crossroad between the Mountain and
Lake Zarovich. The city hosts one of the biggest
garrisons of the national militidhe biggest temple

of Ezra in Barovia, the Cathedral of Our Lady of
Mount Baratak. The principal inn, the Lame Dragon,
just at the gates of the city, is frequented by both
soldiers and officers and it is owned by Petru Rala, a
retired officer of the milith. The boyar house of
Valakovich governs the city from their Viper Bastion,
the fortress which is also the garrison for the militia.

Krezk

A major trading hub, Krezk is a Terg city, and was
once the capital of the Terg Empire's province of
Krezakis. Being a major river port on thiéle Luna
River it has a sizable population of halflings. There
are several small temples in different corners of the
city, with three big ones in honor of Andaral, Hala,
and Ezra, and small shrines of the halfling deities. The
Market Square of Krezk is the most diveesal well
furnished market in Barovia. House Wachter rules
the city from their elegant manor irthe most
important district of the city, near the Needle of
Ghaddar, the ancient Terg palace of the government.
Among the many inns and restaurants, the most
famous is the Smouldering Ember.
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Berez

In the centre of the Duskwood, Berez is a thriving
centre for both timber and leatherworking. There is
a sanctuary of Andaral in the middle of the tovamd

a permanent autonomous settlement of dusk elves,
called Oathstone, in the woods immediately
adjacentthe northern outskirts of the city. A house
of Lamordian descent, House von Holt, rules Berez
from Von Holt Manor. The Bloodfall Inn is the most
luxurious inn in the city, famed fats prestigious red
wines. It is owned by Ludmilla von Haltside branch
of the Von Holts.

Jarvinak

The northernmost larger town in Barovia, it guards
the way to the Bloodmarked Pass, and it is the
primary centrefor metallurgy and smithy. Several
small temples, including one of Ezra and one of
Andaral, dot the town. It heavily relies on Vistani for
transportation and refurbishment, so it is not a
surprise that it holds a sempermanent Vistani
camp. House Markovfrom which spawned the
Markovs of Markovia, rules Jarvinak from the Boar's
Fang, their solid stronghold at the gate of the city.
The Hand of the Devil, run by the adult Ezekian
dhampyr Lomak Fitzezekiel (Rogue 3, CG) is a lively
and weltknown inn which § famed for its bardic
performances. There is a small sanctuary of D'vla in
Jarvinak, seen as a token of goodwill towards the
dhampyrs.

Immol

The southernmost city in Barovia, Immol controls the
grainbasket of the Counti{lingdom, Immols has a big
temple of Andaralandhouses a theatre. The Immol
Harvest Festival is one of the more important events
in Barovia. Harvest Fort is the luxurious manor of
House Olszanik, the richest house of Barovia, which
rules Immol and the surrounding region. Immol's
cattle market is the lgjgest in the core, and animals
from all overthe continent and beyond are sold and
bought there. The Bolting Stag is the most éars
inn in the city and has exceptional food provided by
its Forfarian cook and owner, lorweth apLamallan.



Religion

The Church of Andaral is a LG religion which is the
most ancient iteration of the Cult of the
Morninglord. It teaches care for the neighbour and
hope. Light vanquishes darkness, and wisdom is the
necessary complement of valor. The Church has a
profound rehtionship with ravens, which are seen as
the messengers of Andaral, whose symbol is a solar
disk with a raven feather. The church is organised in
a hierarchy, with the Archlierophant in Vallaki
being the faith leader, major cities having their own
Hierophants andarchpriests and villages and small
towns being served by priests and novices. Priests of
Andaral are usually healers and teachers, while
wandering clerics and paladins help those in need.
The church's favoured weapon is the bastard sword.
Every echelon of Barovian society has a strong core
of believers in the Morninglord. Andaral is depicted
as either a young man with fiery golden eyes and
hair, or as an old, kind lodgearded man surroundk

by ravens. His priests’ domains are Community,
Good, Hekling, Law, Protection, and Sun.

The Church of Ezra is a LN religion in communion
with the homefaith in Borca. Ezra the Protector, a
goddess of Justice, Order, Trade, and Defense,
teaches to maintain ties between communities, to
protect each other, and to respect the Mists without
fearing them. The Mists are dangerous but are also a
force which connects everyone. The Af®éntire in
Renika is the head of the faith in Barovia, elected by
the Barovian council of AreBentires and confirmed

by the Bastion of Borca. The Ezrite faith is popina
the mercantile class. The symbol of the Church is a
shield with a twig of belladonna and a longsword. Its
favoured weapon is the longsword. The clerics have
access to the following domains: Law, Protection,
Strength, the Mists, and Travel. Priests Exdra in
Barovia are spiritual advisors and protectors of
travellers and pilgrims.

The Cult of D'vla is a popular religion of the dhampyr
minority, centred around the CG Goddess of Night,

Dance, Second Chances, and Happiness. Priests of

D'vla, often female, are storytellers and dancers, and
often double as entertainers. They teach thaete

is beauty in the night and that blood is life and
sharing blood ianact of love. Vampires do not need
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to be monsters, as they are among the rare beings
able to feed without Killing living beings. The night
dancers of D'vla prefer to maintain a lowofile with

the regular, superstitious Barovian population. Her
favourite weapon is the dagger and her domadine
Air, Chaos, Charm, Darkness, and Good.

The Cult of Erlin was popular among Terg invaders,
and while currently forbidden, it survives in
clandestinity. The god of Death, Murder, Bloodshed,
Graves, and Undead, his faith teaches that life will
end and Erlin will rule over everyone, so the only
wise thing to do is submit to him and be blessed with
the gift of undeath or with a quick and painless death
in old age. Erlin priests keep a low profile and live
mundane lives during the day, donning black tunics
and sickles (Erlin's holy weapon) only athhjgvhen
they make their unholy sacrifices. Erlin is NE, his holy
symbol is a crowned skull, and his domains are
Death, Destruction, Evil, Magic, and Repose.

The Cult of Hala is an ancient religion tied to the
natural world and its magic, Hala is the Goddess of
Magic, Nature, Life, Family, and Motherhood. She is
revered by Vistani too. Hala's priestess are midwives,
healers and caretakers for the young. Haladlees
the importance of family, respect for nature, and to
use magic wisely. Hala is NG and her favoured
weapon is the quarterstaff. Her holy symbol is a
pentacle with a triskelion inside. Her domains are
Good, Healing, Knowledge, Magic, and Plant.

The Cult of Kanchelsis is a clandestine cult of
vampires, dhampyrs, and deranged aristocrats
looking for depraved pleasure. Kanchelsis is CE and
has two aspects: The Rake is a god of Reveling, Vice,
and Corruption, who teaches to be debauched and
hedonistand to look for pleasure, while the Beast is
a god of Hunger, Hunting, and Blood, who teaches
that all that matters is who hunts and who is hunted;
to be the predator and not the prey. His priests keep
their identities hidden and are often vampires.
Kanchdsis' favoured weapon is the gauntlet, and his
domains are Chaos, Destruction, Evil, and Madness,
plus Trickery for the Rake or Strength for the Beast.



The Famous and the Infamous

Sergei von Zarovich

(Young Adult Human 5th Magnitude Corporeal Ghost
Swashbuckler 20, CG)

Sergei appears as he did in life, a bright young man
wearing his best dress. He appears alive, but a quick
glance at his neck and chest reveals the deep cuts
which killed him in life. Sergei roams Barovia attwill
even though his body is buried in the cryuif Castle
Ravenloft protecting the inhabitants and at the
same time trying to mend things with his brother. He
is the only one to know for sure where and when
Tatyana is reborn. His burden is the love he still bears
for his brother.

(Adventure Hook: When a handsome gentleman
starts to offer the adventurers valuable information

about Barovia and its ruler, they soon or later notice
oddities about their friend, like the fact he never eat
or drinks. Will they still trust a ghost?)

Adrian Martikov
(Adult Human Wereraven Ranger 5, LG)

The innkeeper of the Blood of the Vine Inn in Barovia
Village, Adrian is a loyal friend and advisor for
anyone who needs an ear. His family is native to
Krezk, where they have the biggest vineyard in
Barovia. Only a few close friends outside of his family
know that Adrian is a Wereraven, because many of
the von Zarovich monarchs have persecuted them,
starting with Strahd the Deuvil.

(Adventure Hook: One of his closest friends is the
Archpriestof Barovia Village, and when the man
disappearshe is ready to risk his secret to help the
adventurers to find him.)

Lady Afina Khyristrix
(Adult Human Witch 5, NE)

Afina is the Court Alchemist of Barovia and one of the
more important advisors of the Cou#ling. A young,
fascinating woman, she often visits the village and
the city of Barovia to gather ingredients for her
concoctions.

(Adventure Hook: The truth is that Afina works for
Strahd because she is forced to. She made a deal with
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a demon for power, and her master, whose name she
has taken as her surname, wants her in Strahd's good
graces. She is not enthusiastic about it, and might be
persuaded to help desperate adventurers escaping
Castle Ravenloft, for a price.)

Alina Vaduva
(Adult Human Werewolf Ranger Woodcutter 3, CN)

A trapper and a furrier, she came to live in Barovia
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her threeyearold son. She is an expert in her trade,
and a capable guide if someone needs to reach the
Svalich Pass faster thaossible buts also reserved
and quiet.

(Adventure Hook: Alina is a werewolf, and when her
prejudiced husband discovered it, he tried to kill both
her and their unborn baby. She transformed and
killed him in self defence, but when a mysterious
stranger starts stalking her and her child, she tstar
to fear that her past has come back, and the
adventurers might be her only chance to survive.)

Queen Widow Anastrasya Karelova

(Adult Human Vampire Wizard Necromancer
8/Aristocrat 6, LE)

The last wife of CourKing Strahd XI, the Cursed,
allegedly the mother of his successor, is an
unexpectedly pleasant woman, involved in a lot of
charity projects, who animates Castle Ravenloft's
social life with balls and other eventdespite her
son's reluctance in participating.

(Adventure Hook: Anastrasya is in truth a vampire,
and she keeps it very private. When the adventurers
are charged with retrieving a jewel stolen from the

Queen Widow, they can't suspect that the alleged
thief is instead a person who stumbled onto the

Quea's secret, and now she wants that person

silenced.)

Andrea von Zarovich
(Adult Human Wizard Diviner 6, LN)

A member of the cadet branch of the von Zaroviches,
she is the Burgomistress of Valladnd a renowned
scholar. She teaches arcane arts at Queen Ravenovia
Memorial University, and she devotes a lot of her
time and resources to the institution. She is married
and has one son, Kurt von Zarovich.
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(Adventure Hook: The Queen Ravenovia Memorial
University is an ancient institution founded by Strahd

| five centuries ago. Its vault has come to store
several artefacts over time, sontelonging to the
royal house itself. When the heavily warded vault is
robbed, Lady Andrea needs the help of the PC's to
recover the stolen contents.)

Lady Anna Krezkova
(Middle Aged Human Cleric 7, NG)

The wife of Lord Wachter, Lady Anna is the respected
leader of the Cult of Hala in Krezk. She is respected
as a spiritual advisor and sought out as a midwife.

(Adventure Hook: After a visit from Duke Basil von
Holt, women in Krezk are falling ill. Lady Anna
charges the adventurers with investigating.)

Annika Bogareva

(Young Adult Zarovan Vistani Blooded [see QtR 28
page 379] Dancing Dervish Bard 3, CG)

Annika is a beautiful young woman of Vistani blood
and a great dancer. She is a performer at the Blue
Water Inn, where she performs unforgettable
dances, mixing skill and magic.

(Adventure Hook: Annika has been invited to perform
at court, but her grandmother, the raunie of the
Vardo, has a bad sensation, and she asks the
adventurers to escort and protect her.)

Arabelle Zarovan
(Adult Zarovan Vistani Blooded Human Wizard 5, N)

The greaigranddaughter of the Great Raunie of the
Zarovan tribe, Arabelle has inherited her great
grandmother's gift of the Sight. She is the main
overseer of the Zarovan commercial activities in
Vallaki.

(Adventure Hook: Arabelle is secretly an agent of the
Order of the Red Cloak, the secret knightly order at
the direct service of the CouHing. When a
mysterious creature starts to stalk and attack the
various Vistani's vardos, she needs to stop it, and
asks for the help of the adventurers.)

86

Arik Lorensk
(Adult Human Awakened Skeleton Rogue 5, CN)

Arik was the Blood o' the Vine innkeeper in the times
of Strahd the First. When he died, his body was
turned into a skeleton servant and stayed in that
state for centuries, until he was awakened by Strahd
XI and subsequently freed by Sergei. Nowadays, he
disguises himself as a jolly travelling wimerchant
andtries to make money to support his descendants.
Occasionally, he works as a messenger for Sergei.

(Adventure Hook: While travelling, the adventurers
meet Arik on the road, and he offers them a sum to
escort him. During the travel, they notice that Arik
never eats with them.)

Arrigal Zarovan
(Adult Zarovan Vistani Blooded Human Rogue 7, LE)

Arabelle's Uncle Arriggloses as a friendly and naive
merchant, but in truth, he is one of the most efficient
agents in the Order of the Red Cloak.

(Adventure Hook: The adventurers are in trouble, and
their recently madefriend Arrigal seems to be the
only one willing or able to help them. They only need
to do him a small favour...)

Dame Ashlyn Telekova
(Adult Female Human Paladin of Andaral 6, LG)

A member of the Order of the Raven, the knightly
order sworn to the Church of Andaral, Ashlyn is
renowned for her unwavering dedication to
protecting people from evil. She wears the King
Barov Medal of Honour, the hightest Barovian
civilian merit decoratia.

(Adventure Hook: When the adventurers meet
Ashlyn, she is trying to recover two missing friends.
However, there is something that does not seem
quite right with her. She is restless, gaunt, thinned
like butter spread on too much bread. And she keeps
holding her medal like a sort of talisman.)

Astrilax diCorvi
(Middle Aged Human Wizard Astrologist 12, LN)

Professor diCorvi, dfollodian origins, is a docent of
Astronomy in Queen Ravenovia Memorial University
in Vallaki, and the director of the Midway Haven
Observatory. He is a renowned scholar and has



written a lot of books on the arcane properties of
stars and planets.

(Adventure Hook: Professor diCorvi is secretly the
head of the order of Celestines, a cabal of scholars
trying to find an exact way to divine the future. As
such, he is in possesion of crucial secret information,
and when the Order of the Red Cloak stéotpress
him too much, he tries to diveittwith the help of the
adventurers.)

Baba Inecat
(Mature Sea Hag Witch 5, CE)

One of Baba Lysaga's daughters, she lives in the
Swamps near Lake Zarovich, and she is pretty
deranged and cruel. She is blindly loyal and obedient
to her mother, but every other being is a target,
including her sister.

(Adventure Hook: Tnecat kidnaps kids from a family
tied to the adventurers. She has hidden them in the
swamps, but they are magically protected for seven
days. Just enough time to go and kill her sister.)

Baba Lysaga
(Ancient Hag Witch 11, LE)

The most powerful hag in Barovia was Strahd the
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say Lysaga poisondaer but was discovered and
banished by King Barov IV. She was a Cletitataf

but was stripped of her divine blessing and turned
into a powerful, unique hag. She now resides in
Lysaga's Hill, near the town of Berez, in a hut which
moves on chicken legs, sometimes helping people,
sometimes eating them.

(Adventure Hook: Baba Lysaga is as mythical as the
Devil Strahd, and yet the adventurers might meet a
seemingly harmless old woman in thaskwood and

be invited to have dinner in her hut. A hut with
strange decorations, looking just like chicken legs.)

Baba Zelenna
(Mature Green Hag Witch 7, NE)

Vain, flickeringly moody, and cunning, Zelenna is the
daughter Lysaga mouderof, and also the one who

is less loyal to her mother. Zelenna craves luxury and
the best things ofife andwill use her considerable
power to get what she wants.
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(Adventure HookThe adventurers meet a distressed
damsel on the road, allegedly a victim of robbery.
Who could refuse to help adorable Lady Zelenna?)

Baron Vargas Vallakovich
(Middle Aged Human Fighter 7, LE)

Strongbuilt and tall, with black hair and moustache,
Vargas Vallakovich is the Burgmaster of Renika,
whose grip can go from gentle to vilke when the
situation demands. He appears as a reasonable and
well-loved ruler who feeds the paupers, pays for
hedthcare, and keeps taxes way lower than the
average. He punishes harshly only unrepentant
criminals.

(Adventure Hook: The reason Baron Vargas can keep
taxes so low is because he pays them in blood and
flesh; he regularly has prisoners and kidnapped
peasants carried away to Ravenloft to feed the Devil
Strahd. One friend of the adventurers was taken by
the guards for interrogation and somehow
disappeared.)

Morgana Sunbane
(Mature Night Hag Alchemist 5, NE)
This seemingly harmless apothecary living in Vallaki,
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Hag, a fiend native to the Mists themselves. She is a
talented crafter of alchemical items, and she is
always ready to present new concoctions afhcan
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(Adventure Hook: Missus Sunbane needs to carry a
provision of a lenitive ailin truth, night oil, a
concoction which makes vampires immune to
sunlight to Castle Ravenloft, and her usual Vistani
courier deserted her, so she gives a very generous

sum to theadventurers to deliver it.)

Lady Chantal Laurent
(Adult Human Oracle of Andaral 3, LG)

Lady Chantal was a lover of Strahd XI. She had a child
with him butrefused to leave her dhampyr son in his
hands anchid from him. After his fall, she was given

a pension, and a mansion in Vallaki with some land
in her son's name, Renoire Fitzstrahd. She is deemed
a charming woman, but with a peculiar way of
thinking, which keeps many from taking her
seriously.



(Adventure Hook: Strahd has never given up on the
boy, and sends his minions to kidnap him, counting
on the fact that nobody will believe Lady Chantal.
Unfortunately for him, the adventurers are
eyewitnesses.)

Cyrus Balcescu
(Old Caliban Bloodbourgervant Rogue 3, CN)

This old, stinking man, who works as head
majordomo at Castle Ravenloft, seems completely
harmless, and mostly he is. However, as the most
loyal of servants his master ever had, he is also the
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He is a centty old, thanks to having been bound to
his master, the Devil Strahd.

(Adventure Hook: Every month, at the end of the
month, Cyrus goes to the market in Barovia Village
and personally oversees the castle refurbishments.
That is the only moment the adventurers can
infiltrate Castle Ravenloft to investigate missing
children.)

Mary "Mad Mary" Barovianka
(Adult Human Oracle of Hala 1, NG)

A former maid at Castle Ravenloft, she left the job
after her husband's death. At the same time, she
started to develop a weird personality, mumbling
weird things about the world of the unseen. She is
still a great seamstress, and the doting mother of
little Gertrude.

(Adventure Hook: When Gertrude disappears, Mary
rambles to the adventurers about the Devil in the
castle.)

Maxwell Bilkon
(Old Human Wizard Evoker 18, LG)

Professor Maxwell Bilkon is a living legend, born
under the reign of Strahd the Wise, who was his
friend, and was a powerful opponent of Strahd XI.
Nowadays, he lives a peaceful life, teaching
evocation in Vallaki.

(Adventure Hook: Maxwell is notive andhas not
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however, he is willing to give Strahdll" the benefit

of the doubt. He will not take direattion butwill be
willing to give information and share his vast arcane
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knowledge, especially if the adventurers approach
him bringing a message from his old friend and
mentor, Archibald Everlast.)

Lamont Burganet
(Middle Aged Human Wizard Abjurer 11, LG)

Professor Burganet is the teacher of abjuration at
Queen Ravenovia Memorial University, and a kind
and reserved person.

(Adventure Hook: Twenty years ago, Burganet was a
merciless mercenary arcanist employed by Strahd Xl,
who tried to outwit.the vampiric_necromancer and,
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who killed Strahd Xl, he was a changedn and
rebuilt a life for himself as a humble and kind teacher.
But when his wife ikidnapped bya victim of his past
misdeed he needs the players' help to save her, and
his own soul.)

Baron Dimitri Petrov
(Middle Aged Human Werewolf Fighter 8, LG)

Pious and brave, Baron Dimitri is a devout follower
of Andaral, and a virtuous man, who has fought the
recent plague of werewolves on the Svalich Road
with firmness and mercy.

(Adventure Hook: Victory came with a price, and the
Baron is now a maledictive Werewolf. Thanks to his
uncle, the ArciHierophant, Dimitri can keep the
curse under control. But to avoid the risk of being
outed, Dimitri needs the adventurers' help.)

Baron Devan Buchwold
(Middle Aged Human Fighter 7, LN)

The Baron of Cuzas a stalwart servant of the state,
and he rules fairly and efficiently. He is trying to find
a wife, since he is widowed and childless, and his only
relative is a childless cousin.

(Adventure Hook: Baron Devan has just married a
removed cousin of the Couling, and he is paying a
handsome reward for the adventurers to go to
Vallaki and retrieve his wito-be for him, since an
armed garrison might attract to much attention.)
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Ermelline "Axe Widow" Azanau
(Middle Aged HalEIlf Wood Witch 8 NG)

Ermelline has been nicknamed Axe Widow, because
her husband tried to kill her with an axe, and she
retaliated with her magic, killing him. She runs the
inn, the Rusty Axe, and occasionally uses her magic
to help people in need.

(Adventure Hook: When one of the adventurers was
grievously injured near Cuzau, Ermelline saved their
life, so when she asks a favour, they can't really
refuse.)

Baron Ivan Wachter
(Old Human Fighter 8, LN)

The noble house of Wachter is the most loyal of all
Barovia, and lord Ivan is a worthy scion of that name.
Hefoughtvaliantly against bandits, and in his youth,
he led an expedition in defence of Borca against the
Falkovnian invasion, in spite of his house's perpetual
disgust for the Dilisnyas.

(Adventure Hook: Recently, Falkovnia and Barovia
opened diplomatic relations. Lord Ivan is currently
housing the Falkovnian ambassador while an
appropriate mansion is being built for him in Barovia
City. The ambassador was a Falkovnian officer Ivan
captured in battle. The two share a mutual respect,
which is the reason the Couling entrusted him
with the duty of assessing the ambassador. When the
ambassador disappears and his Talon bodyguard is
found dead, Ivan is doubly invested in retrieuiim
andoffers a generous reward to the adventurers.)

Obercommander Klaus von Stahlwolf
(Old Human Fighter Tactician 7, LN)

The Falkovnian ambassador is the typical Falkovnian
diplomat: a disgraced military commander, too old,
too many times defeated, or otherwise unfit for
duty. In this case, he had the unfortunate honour of
leading the Falkovnian vanguard defeated by Borcan
and Barovian troops. However, he sacrificed himself
to allow the majority of his troopers to rejoin the
main Falkovnian army, and that got him a measure
of respect. Thus, he was destined to diplomatic
service only because of his old age.

(Adventure Hook: Like every Falkovnian commander
and diplomat in a foreign land, von Stahlwolf is
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shadowed by a Talon, which works as both his
bodyguard and his overseer. Von Stahlwolf knows
that his Talon has orders to kill him in case of
disloyalty, but that has never deterred him from
pursuing his own goaisthose of the Falkovnian
Resistance. He setly contacts the adventurers to
distract the Talon as he retrieves important
documents.)

Leo Dilisnya
(Adult Human Ancient Vampire Slayer 15, NE)

Once an ambitious scion of House Dilisnya, his great
goal was to replace House von Zarovich on the
throne. He tried to exterminate them and their
supporters at the marriage of Sergei von Zarovich,
but was forced to run when Strahd | turned into a
vampire. He actually managed to kill Strahd in an
ambush, but Strahd Il allegedly killed him. In truth,
he was turned into a vampire and left to suffer
eternal hunger in an adamantine coffin. Freed by
adventurers, who he slew in a bloody frenzy, he
nowadays lurksni Barovia, trying to find a way to
expose the sealled Strahd XII.

(Adventure Hook: Leo poses as Bramlay apSturkar a
Forfarianborn writer. He is the author of a
slanderous series of books called "Von Zarovich: A
House of Blood and Darkness." Right now, Strahd XIlI
has done nothing against it, but the adventurers are
anonymously tipped that apSturkar may be involved
in the disappearance of women near Immol, where
the writer resides.)

[ FLIGFAY LIF3dza t Al GNN
(Adult Gravestone Gargoyle Fighter 9, LE)

Once a faithful member of the Order of the Red

Cloak, he was killed in the War of Restoration, the
uprising which ended the kingdom of Strahd XI. His
body was burned, and the ashes used to polish a
gargoyle, which animated with his soul. From that

day, lagis has served Strahd Xl with the same
unwavering loyalty and brutal efficiency he had

offered as a human, enhanced by superior gargoyle
abilities.

(Adventure Hook: The adventurers are told of a
strange, flying beast stalking people in the night.)



Arch-Hierophant Lucian Petrov

(Venerable Human Cloistered Cleric of Andaral 18,
LG)

The head of the Church of Andardlucian is a
member of the powerful Petrov family, and his niece
is married to the Lord of Renika. He is a humble and
devout servant of his god, and he has a good working
relationship with the CourKing, but does not trust
him. He is one of the most powfel divine
spellcasters in Barovia, but his old age has reduced
his mobility and eyesight. His death will lead to a
complicated succession.

(Adventure Hook: Lucian had a vision, and wants to
hide the Symbol of Ravenkind, the most holy relic of
the church, so he entrust it to the adventurers. When
the archhierophant dies, they become the most
wanted.)

Sheriff Anton von Zarovich
(Adult Zarovichan Dhampyr Fighter 10, LE)

The Sheriff of Barovia Village and the Commander of
the Royal Guard of Ravenloft, Anton is the Lord
Commander of the Order of the Red Cloak. He is
Strahd's most loyal lieutenant, and also an

illegitimate son of Strahd XI.

(Adventure Hook: The Sheriff approaches the
adventurers, offering them a big reward to
apprehend a dangerous runaway. She turns out to be
a blond girl, who does not appear to be so
dangerous.)

Arya Kolishova
(Young Adult Human Cleric of Ezra 5, LG)

A passionate young woman with a love for travelling,
she usually spends time travelling the roads of
Barovia. Kind and generous, she never denies a word
of comfort to someone who needs it. She is brave,
and she is never afraid to speak her mind about
injugtice and what sheseesas wrong.

(Adventure Hook: StrahIl met Arya at one of his
"mother's” balls, and from that moment, he could
not forget her. He is convinced she is Tatyana's latest
reincarnation, and starts to court her. But Arya
already has a loved one, a girl named Lilyana. The
adventurers help Lilyanwhen someone tries to kill
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her, and Arya asks them to discowdroeversent the
killers, and why.)

Lilith Maryszkas
(Adult Human Cleric of Erlin 12, NE)

The bloodthirsty and cunning leader of the Cult of
Erlin in Barovia, Lilith has blood ties with the head of
the cult in Gundarak. She poses as a dimwitted
waitress in Hoessla. She has built a secret temple
below herhouse anchosts the blasphemous rites of
her god monthly.

(Adventure Hook: The Order of the Red Cloak has
infiltrated the Cult of Erlin. Lilith needs to root them
out, so she sets up the adventurers to do her dirty
work.)

Emily "Granny Imix" Invich

(Old Bruja Green Hag Cleric of Hala 5/Sorceress 3,
NG)

This smiling old woman is the mother of Lady Invich
(Middle Aged Human Aristocrat 5, NG) and she
dedicates herself to orphaned children in Invich
Manor.

(Adventure Hook: In her youth, Granny Imix was a
vain woman who murdered her own husband, but
her love for her daughter turned her to repent and
ask for the help of Hala, who turned her into a bruja.
But when her old covenant sister comes to exact
vengeane, Granny Imix needs the help of the
adventurers to save her family, including the
orphaned children.)

Count Basil von Holt
(Human Old Vampire Rogue 7/Sorcerer 7, NE)

This smiling gentleman is the safpoken lord of
Berez, and a member of the Couing's private
council. He is the Cowiting's first advisor and Royal
Chancellor. He is always genial and kind in all of his
conversations, and he is always ready to lensl h
hand to help those in need.

(Adventure Hook: Basil von Holt is only the last of a
line of clones of the original Basil von Holt, himself
the clone of Strahd the Devil. Basil is always loyal to
the current incarnation of Strahd, and has a unique
bond with him: Strahd hears, sees, aminembers
anything Basil hears, sees, and remembers, and they



can switch places every time Strahd wishes so. When
Basil is negotiating for the hand of a woman in the
name of the CourKing, hdindshimself cornered by
the adventurers, who want him to answer about the
mysterious abductions of women who allegedly
refused his proposal. He surrenders without fighting
and is held in a room for the night. Next time the
adventurers go check on the Couttey find Strahd
init.)

Ludmilla von Holt

(Adult Zarovichan Dhampyr Cleric of Kanchelsis 7, CE)

Ludmilla is the illegitimate daughter of Basil von Holt,
adopted by a side branch of the family. She owns and
runs the Bloodfall Inn in Berez, and appears to be a
very competent, if reserved, businesswoman, and a
beautiful socialite. Under the inn, theres ia very
exclusive club in the honour of Kanchelsis the Rake,
where the name Bloodfall acquires a more literal
meaning. Occasionally, the Beast is honoured too,
with some gladiatorial competition. Surprisingly,
Ludmilla uses only willing participants asoda
donors and gladiatorial opponents, as she knows the
benefit of discretion.

(Adventure Hook: When a client goes out of her way,
Ludmilla is forced to eliminate the problem with the
help of the adventurers, without revealing too much,
of course.)

Count Kolyan Indrirov
(Middle Aged Human Aristocrat 5, LN)

The Burgomaster of Barowéllage is also a member
of the Inner Council as Royal Treasurer, and third in
order of importance after the CousKing and Count
von Holt. He is cunning and ambitious, but also loyal
anddependable.

(Adventure Hook: The winter snows have damaged
the streets of Barovia, and the Treasurer needs more
funds. Kolyan is going to propose ana tantum
contribution from the Vistani. When he is struck
without a real cause by an illness which covers his
body in boils, he suspects a Vistaunise angays the
adventurers to investigate.)
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Lyssa von Zarovich
(Adult Human Old Vampire Sorcerer 13, CE)

The grandchild of Sturm von Zarovich, the youngest
brother of Strahd, she was vampirized by her great
uncle and turned into his most innovative arcane
researcher. Freed with the death of Strahd IIl, she
lives in clandestinity trying to take her uncle's throne
for herself.

(Adventure Hook: In her latest scheme of conquest,
Lyssa struck a pact with the lllithids of Bluetspur, and
was shipped a selection of tadpoles for her
experiments. The adventurers are tipped about her
intentions and must stop her.)

Madame Eva Zarovan

(Venerable Zarovan Vistani Blooded Human Cleric of
Hala 15, N)

The Great Raunie of the Zarovan tribe, she is one of
the most powerful seers in the known world, able to
see centuries in the future. She nowadays spends her
time journeying between Vallaki and Barovia Village,
where she enjoys the privilege of the bargdiar
grandmother struck with Strahd VI.

(Adventure Hook: Her gregrandmother was killed

by a vain young thief, whom she cursed to be
headless and searching forever for her own head. Eva
of course knows where the head is hidden, and to
keep the thief from ever getting it back without
repenting, she entrusts the clue to the lost head's
whereabouts to the adventurers.)

Jaqueline Montarri
(Female Human Headstealer Rogue 8, CE)

One of the richespeoplein Barovia, the head of the
Red Vardo Trading Company is rarely seen in public,
always retreating into her manor in Immol. She
sponsors, yearly, a great competition of hairdressers,
inviting famous theatre actors and actresses, and the
most beautiful andnfluential people in the world.

(Adventure Hook: Jaqueline is a rare undead
creature, who needs to steal living people's heads to
preserve her youth and vitality. The yearly
hairdressing competition is only a pretext to scout for
new heads, and this year, her eyes have settled on
one ofthe adventurers' heads.)



Baron Alman Markov
(Adult Human Cavalier of the Lion 8, LG)

A paragon of honour and virtue, the Baron of
Jarvinak was crippled in his youth falling frohmoase

but was healed by a Vistani raunid-rom that
moment, he treated the nomad people with the
utmost respect, and once he took his father's place
as Baron, he protected them with zeal. He is thinking
of marrying a Vistarblooded girl.

(Adventure Hook: Alman's wife-be is abducted,
and he offers a reward to whoever manages to save
her.)

Martina Amalovna
(Young Adult Human Cleric of D'vla 9, CG)

Martina's life was saved by a vampire, who
introduced her to the cult of the Maiden of Night.
She teaches things that the majority of Barovians
treat as madness, but a small group in Jarvinak seems
more openminded about her message of pacific
coexistence.

(Adventure Hook: Intolerance threatens Martina's
nascent community, and the adventurers must stop
the mob from lynching Martina.)

Elias Bogranov

(Middle Aged Najat Vistani Blooded Human Bard 5,
N)

Elias is the Captain of the Bogranov Vardo, which is a
common presence between Jarvinak and Immol,
where they are welcomed both as entertainers and
as couriers.

(Adventure Hook: The day of Elias' son Donani's
marriage, the wifeto-be, Leila, is kidnapped. The
adventurershappento be on friendly terms with the
vardo, and offer their help.)

Baron Kirill Olszanik
(Adult Human Bard 7, N)

Kirill is one of the richegteoplein Barovia, thanks to
Immol being the grainbasket of the Cous¢jngdom.

He is apoet andmaintains a court of artists. Every
year, during the Harvest Festival, he rewards the best
poets and writers with a place in his court.
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(Adventure Hook: This year, someone is killing the
artists in the competition, and the baron asks the
adventurers to investigate.)

lorweth apLamallan
(Adult Human Gastronome Bard 9, NG)

lorweth has transformed culinary art into a form of
magic, and his inn, the Bolting Stag, is a school of this
unique kind of magic.

(Adventure Hook: A Kargatanean agent of the
Darkonian Secret Service, the KargAESst
Turagdon (Adult Human Bard 3 LN), is interested in
lorweth's art. The Order of the Red Cloak tips the
adventurers in hopes that they manage to foil this
attempt to steal lorweth's secrets for a foreign
power.)

Organisations

The Celestinesthis LN organisation is a secret cabal
of scholars who are searching for a way to divine the
future in an exact manner. They have accumulated a
huge treasure in knowledge that they keep safe in a
secret vault. The head of the Celestines is Professor
Astrilax diCorvi, Ordinary of Astronomy at the Queen
Ravenovia Memorial University in Vallaki.

Dread Possibility, The Maddening
Knowledge

Not all knowledge is safe, and some knowledge is
dangerous even for the mind which holds it. Some
members of the Celestines might be developing a
form of madness which makes them paranoid,
aggressive, and violence prone.

The Keeper of the Feathefhis NG organisation is
formed mainly of wereravens and ravenkin, small
raventlike humanoids, and it is dedicated to fighting
the influence of evil and any form of moral
corruption. It is lead by a mysterious ravenkin cleric
of Andaral called Pyoor Twohurelsummers
(Ravenkin Cleric of Andaral 15, NG).



Dread Possibility, Werecrows

Some wereravenmight be corrupted by the forces
of darkness and deception. These may transform
into werecrows, which are smaller and more
aggressive.

The Order of the RaveiThis LG knightly order is tied

to the Church of Andaral. It is tolerated by the state
under three conditions: 1) the Order never raises its
arms against the Cowking and his direct
representatives; 2) the Order defends Barovia
against its enemies; 3) th®rder respects and
enforces the law of the land. The Commander of the
Order is Sir Klaus von Zarovich (Adult Human Cavalier
of the Land 13, LG).

Dread Possibility, The Claw of the Raven

When the conditions were accepted, the Asch
Hierophant knew who the Cou#€ing was, so he
opted for creating a secret faction inside the Order,
which dedicates itself to fighting supernatural evil,
especially undead: the Dawnslayers. Dame Elizabeta
Pirossk (Middle Aged Human Paladin Undead
Scourge of Andaral 11, LG) leads the secret branch
from its secret headquarters in Krezk.

The Order of the Red Cloakhis LN/LE order is the
secret service of Barovia, and it works to eliminate
threats, both from the inside and from the outside.
Its head is the Lord Commander of the Royal Guard,
Sheriff Anton von Zarovich.

Dread Possibility, Blood Soaked Cloaks

The Order's upper echelons might be completely
devoted to the CounKing, and are perfectly aware
of his nature. They are capable of any action in his
service.
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The Darklord: Strahd von Zarovich

Middle Aged Human Ancient Vampire (Fighter
5/Necromancer Wizard 19, LE) (292 HP)

SizeMedium

Speed50 feet, Climb 20 feet

Initiative: +11 (+5 in Castle Ravenloft)
SensesPerception +20 (+5 in Castle Ravenloft), Dark
Vision 120 feet, Scent

Armour Class39, Touch 23, Flat Footed 31 (+7 Dex,
+4 mage armour, +1 dodge, +12 natural, +5
deflection) (+5 in Castle Ravenloft)

Space/Reachl square/1 square
Combat Maneuver Bonus/Combat
Defense+24/41 (+5 in Castle Ravenloft)

Maneuver

Str 26 (30), Dex 20 (24), Canint 26 (30), Wis 18
(24), Ch 18 (24)

Saving Throwsfort +21, Ref +20, Will +22 (+5 in
Castle Ravenloft)

Special Qualitiescurse of the darklord, arcane bond
(amulet), life sight, rejuvenation, undead traits, SR
20, channel resistance +13, DR 15/magic and silver,
resist cold 10, resist electricity 10, vampire
weaknesses, change shape, gaseous form, one with
the land, reducedvulnerabilities (unaffected by
garlic, mirrors, and holy symbols), improved children
of the night (summon worgs, not wolves; summon
undead), repelled by the Barovian blood rose.

Special Attackspower over undead, grave touch,
blood drain, children of the night, create spawn,
dominate (DC 31), energy drain, master of Barovia,
lord of the castle (+5 in Castle Ravenloft)

Melee: Melee Slam +29 (1d4+21 +3 with arcane
strike (swift action) plus energy drain 2, DC 29 (+5
damage, +5 to hit, +5 DC in Castle Ravenloft)
Melee: Tergbane +31/+26/+21 (1d8+22+3 with
arcane strike (swift action) plus energy drain 2 + 1d6
negative energy + 2d6 unholy damage to Good
aligned targets)

Ranged:Missile Ray +21



Skills:Bluff (+19), Climb (+31), Craft (Alchemy) (+23),
Diplomacy (+19), Handle Animal (+16), Intimidate
(+24), Knowledge (Arcana) (+23), Knowledge
(History) (+23), Knowledge (Local) (+28), Knowledge
(Nature)  (+23), Knowledge (Nobility)(+15),
Knowledge (Religign(+23), Ride (+20), Spellcraft
(+23) and Use Magic Device (+20).

Feats: Iron Will, Power Attack, Weapon Focus
(longsword), Furious Focus, Cleave, Improved Iron
Will, Scribe Scroll, Command Undead, Arcane Strike,
Combat Casting, Alertness, Combat Reflexes, Dodge,
Improved Initiative, Lightning Reflexes, Toughness,
Undead Master Craft Rod, Craft Wondrous Item,
Forge Ring, Burning Spell, Spell Focus (Necromancy),
Bouncing Spell, Extend Spell, Silent Spell, Improved
Magic Ability (dominate), Still Spell.

Arcane School: Necromancy; Opposition Schools:
Abjuration, Enchantment

Known Spells: DC 20 + spell level
Strahd knows all spells up level five.

6 - acid fog, analyze dweomemntimagic field,
banshee blast, circle of death,contagion (greater),
contingency, control weather, create undead, death
knell aura (greater), eyebite, flesh wall, forceful
hand, guards and wards, greater dispel magic, mass
suggestion, planar binding, progmmed illusion,
true seeing, unwilling shield

7- control undead, delayed blast fireball, epidemic,
expend, finger of death, forcecage, grasping hand,
greater arcane sight, greater scrying, greater
teleport, limited wish, plague storm, project image,
spell turning, symbol of weakness, wave of
exhaustion

8- bestow curse (greater), clenched fist, clone, create
greater undead, death clutch, horrid wilting,
irresistible dance, maze, moment of prescience, orb
of the void, polymorph any object, soul reaver

9 - curse of fell season, cursed eartineedom,
imprisonment, mage's disjunction, massacre, soul
bind, suffocation, wail of the banshee, wish.

Daily Spells
Spell level/Number of spells

0/4 1/6 2/6 3/6 4/6 5/6 6/5 7/5 8/4
9/4
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Caster Level: 19; Save DC 20 + Spell Level,

Property: Bag of conservation IV, Crest of Von
Zarovich brooch (amulet of spell cunning/mighty
fists +5/natural armour +bnondetection/ shielding

/ detect thoughty SR 20), crystal ball of true seeing,
cloak of resistance +4 minor displacement/
elvenkind, gloves of storing, headband of mental
superiority +6, belt of physical might (Str, Dex) +4,
mirror of opposition, ring of protection +5, ring of
wizardry HV, rod of absorption, rod of alertness, rod
of metamagic (bouncing), rod of metamagic
(dckening), rod of metamagic (reach), rod of
metamagic  (lingering), rod of metamagic
(persistent), rod of metamagic (dazing), rod of
metamagic (silent), rod of metamagic (extend), rod
of metamagic (quicken), pearls of power (3 x 1st, 2 X
2nd, 1 x 3rd), permanent protegg penumbra,
Tergbang+5 unholy negative energy longswardp

to a million gold coins.

Challenge Rating: 29
Background

Strahd von Zarovich was tHest-born son of the
CountKing of Vallakj Barov 1V, and Queen
Ravenovia. As a young boy, he was tutored in magic
by his mother, but he soon had to turn to martial
practice to complete the liberation of the Balok
region from the decadent Terg empire. His mother
died giving birth to his brother $gei, and he always
harboured a little resentment for it. King Barov
remarried, alienating his older son, and sired a final
son, Sturm. After he recovered the Olympia Valley,
he dedicaed it to his father, building the city of
Barovia there, but the old warriegking never saw it
built, dying at the Tergs' hands. Strahd | unleashed a
terrible vengeance, but was forced to sell his soul to
the fiend Inajira to manage to destroy the last gre
Terg army in the valley of the Nharov Riv8trahd
was now the King of a new nation, but he kept the
traditional title of CoumKing, only now he was
CountKing of BaroviaHe apparently outsmarted
Inajira, who was never able to collect, but when he
finally returned to the great castle he built in his
mother's memory, Castle Ravenloft, he was bitter
and cold. When his brother Sergei introduced him to
his betrothed, Tatyana, jealousy burned deep. He
bargaina with the forces of death, maybe with Erlin,



maybe with Kanchelsis, and they gave him his youth
back. The price was his humanity. He killed Sergei
and tried to marry Tatyana, but she killed herself
trying to run from him. At the same time, Leo Dilisnya
tried to assassinate the members of the von
Zaovich family and their allies, but failed. Strahd
killed hundreds that night after turning into a
vampire, and was swallowed by the Mists.

Current Sketch

Strahd is currently living out his thirteenth life, and
in this incarnation, he is more attentive to
appearances than in the past. He rules Barovia, and
yearn to have Tatyana back. The girl reincarnates
once every time he regenerates as a different Strahd,
and he tries to woo her and marry her. The current
incarnation of Strahd has good publicity.

Combat

Strahd has an entire kingdom of minions to fight in
his place, and usually prefers to defeat his enemies
using his sharp wit, and by turning them against one
another. If forced to fight, he is a formidable
opponent, both as a spellcaster and as a melee
fighter, wielding the legendary Tergbane.

Special Abilities:

Curse of the Dark Lor@trahd is prisoner in a cycle,
with Tatyana reincarnating and him trying
unsuccessfully to woo her. The way out is simple: let
her go. But he has never thought of taking it, not
even in his most benevolent incarnations. As a side
effect, the bright red ros which blossomed in the
place Tatyana died, the Barovian blood rose, is how
anathema for Strahd. He can't come within 60 feet of
the flower and will not attack it with destructive
spells. A house with a bush of these roses in fafnt
the door is safe from the Couding scrying, and he
won't enter such a house.

I am the Land:Strahd is aware of any spellcasting
happening in Barovia, and he can scry through the
eye of any Barovian without a saving throw. He must
still use ascryingspell oritem andmust know the
target's name. If more than ten Baroviade in the
same place, the Couiting knows the location of the
corpses. Once a day, Strahd can teleport to any
location in Barovia.
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Rejuvenation:If Strahdis killed, he goes through
vampiric regeneration; he is reborn in his coffin in a
week, with a slightly different, younger appearance,
and a different personality, depending on the
circumstances of his death. All effects tied to his life
end and every onef his spawn is freed.

Master of Barovia:Strahd does not need permission

to enter private buildings in Barovia, and can force
nature to facilitate his travels in the land, creating
bridges and shelters.

Lord of the CastleStrahd knows the name and
status of every person who has slept one night in
Castle Ravenloft. In the castle, he can teleport,
animate objects, and change the room configuration
at will.

Lair: Castle Ravenloft is the seat of the Coling of
Barovia, and in five centuries it has born witness to
countless atrocities. The castle is a 5th rank Sinkhole
of Evil, and at Strahd's will, it can bestow the Fear,
Awe, Despair, Sleep, and Rage conditiphdl Save
DC 29).

Closing the BordersWhenever Strahd wishes to
close the borders, a thick fog surrounds Barovia. This
fog is a poison; only a creature who does brathe

or who travels underground can pass untouched.
Every other creature needs to make a DC 29
Fortitude saving throw every round to be able to
keep walking through the 600 feet of thick fog. A
failure means the creature starts suffocating. Strahd
can keep théborder closed for 1 year.

Dreadful Alternatives

New Domain The Mists

Granted PowersYou have a preternatural link with
the supernatural Mists that judge and link the world.

Mist Navigation (Ex)You add your cleric level to any
Survival check rolled for migtavelling. You can
always take 10 to the roll. Once every day, you can
choose to automatically succeed on the roll and so
reach your destination without mistakes, together
with a number of ompanions equal to your Wisdom
modifier.



Mist Walking (Ex)At 6th level, you can summon the
Mists to travel to a known location in ten minutes.
You can summon the Mists twice at 12th level and
thrice at 18th level.

Domain Spells: 1stt obscuring mist, 2 air
bubble, 3rd¢ summoning Mists*, 4th solid fog,
5tht mind fog, 6tlt shield from the Mists*, 7th

greater teleport, 8th parting the Mists*, O9th

imprisonment.

*New spells; see below.

New Archetypes

Gastronome Bard

Gastronome Bards use cooking as the source of their
magic.

Class SkillsA Gastronome Bard adds Profession
(Baker), (Brewer), (Butcher), (Candycrafter),
(Cheesemaker), (Cook), (Creambrewer),
(Saucebrewer), and (Soup Chef) to her class skill list,
and drops the Perform skills. The Gastronome Bard
uses Charisma as his ability fbese skills.

Bardic CookingA Gastronome Bard use flavours and
smells to convey the effects of bardic music. To use
those abilities, the bard must prepare a number of
recipes equal to his daily uses of Bardic Music, using
the ability Profession (BakKgrProfession(Brewer)
Profession (Butcher), Profession (Candycrafter),
Profession (Cheesemaker) Profession (Cook),
Profession (Creambrewer), Profession
(Saucebrewer), or Profession (Soup Chef). Allies
needto ingest the food or brew to gain the benefit,
but the smell canalso act as the Distraction or
Contersong ability in a 6 metre radius. Any other
coercitive effect requires the enemy to ingest the
food or the brew, but the Bard can force any enemy
able to see or smell her recipe to make a Will save
against the result oher roll. With a failure, the
creature is then compelled to eat, and automatically
is subjected to the appropriate effect. This modifies
the Bardic Performance abilities.

Versatile CookingAt 2nd level, a gastronome bard
can choose one type of Profession skill. He can use
his bonus in that skill in place of his bonus in
associated skills. When substituting in this way, the
bard uses his total Profession skill bonus, including
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class skill bonus, in place of the associated skill's
bonus, whether or not she has ranks in that skill or if
it is a class skill. At 6th level, and every 4 levels
thereafter, the bard can select an additional type of

Profession to substitute.

The types of Profession and their associated skills
are: Baker (Craft (Alchemy), Disguise), Brewer (Craft
(Alchemy), Diplomacy), Butcher (Intimidate, Sleight
of Hand), Candycrafter (Bluff, Craft (Sculpture)),
Cheesemaker (Knowledge (Nature), Perception),
Cook (Handle Animal, Diplomacy), Creambrewer
(Diplomacy, Sense Motive), Saucebrewer (Bluff,

Diplomacy), and Soup Chef (Craft (Alchemy),
Survival). This feature replaces Versatile
Performance.

Woodcutter Ranger

Woodcutter rangers are experts in surviving in the
woodlands and are masters in the use of
woodcutter's tools as lethal weapons.

Combat Style:A Woodcutter Ranger must choose
either Thrown Weapons or Twidanded Weapon,
and uses axes and throwing axes.

Favoured Terrain (ExAt 3rd level, the woodcutter
ranger must select the forest terrain. The ranger
gains a +3 bonus on initiative checks and Acrobatics,
Climb, Knowledge (Geography), Perception, Stealth,
and Survival skill checks when he is in this terrain. A
ranger travellig through his favoured terrain
normally leaves no trail and cannot be tracked
(though he may leave a trail if he so chooses).

At 8th level and every five levels thereafter, the
woodcutter ranger can't select a new favoured
terrain, but at each such interval, the skill bonus and
initiative bonusincreaseby +3.

Wood Witch

Wood Witches are the keepers of ancient magical
lore tied to the woods and primal secrets of natural
magic.

Child of the WoodsA wood witchgains Animal
Handling and Survival as class skills, but loses
Intimidate and Knowledge (The Planes) as class skills.
tKA&a t3GSNAR GKS gAGOKQA



Woodlands PatronA wood witch must choose the
Woodlands patron. This modifies the Witch's
Familiar.

Speak to the WoodsA wood witch builds a special
rapport with a forest. At 1st level, she can select one
large forest. Within its area, she gains a +2 bonus on
initiative checks, as well as on Heal, Knowledge
(Nature), Perception, Stealth, and Survival checks. At
6th level ad every 5 witch levels thereafter, this
bonus increases by 2. The Witch can also ignore
difficult terrain in her forrest. The wood witch can
build a rapport with a new forest after 30 days of
remaining there; this severs her bond torhrevious
G22RE I YR®D® ¢KAA | 0Af deleb
hex.

Arboreal TravelAt level 6, a wood witchan use the
trees of her forest to move instantaneously. Once
per day per point of her Intelligence modifier, the
witch can use a move action to enter a tree of
Medium or larger size and come out of any tree of
the forest. This replaces the hex a witchigat level

6.

New Oracle Curse: Unbelievable

The Oracle has & in all Bluff, Diplomacy and
Intimidate checks no matter how honest she is being.
Her Divination Spells Spellcasting level increase of 1
and she has no chance of failure even under the
Mists influence (normally a bank of the Mists gives a
10% chance to fail in 5 miles radius, 50 % chance to
fail in 1 miles radius and 75 % chance to fail in 1000
feet radius)

At level 5 the Oracle adds her Charisma modifier to
her armor class deng asshe does not wear medium
or heavy armour.

At level 10 the Oracle can cast Communion once a
day as a Spelike ability without any material
component.

At level 15 every time the Oracle fails one ofthe

checks she has a penality for to influence a NPC, the
target of the failed check will instead get the Oracle

curse penalty to a roll of the Oracle choise (Skill

Check, Attack Roll, Saving Throw) for 1 hpar
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oracle level unless they paa$Vill ST DC equal to 10+
half the Oracle level + the Oracle Charisma modifier.

New Spells

Summoning Mists(V, S), Conjuration (Cleric 3,
Wizard 3, Druid 3)

Casting Time: 10 minutes

Duration: 2 rounds

ST: No

SR: No

This spell summons the Mists, which engulf the
spellcaster and every creature in a-Rt radius

NBuodind thefh ATheliMists begong WsibI@ i tharthirée

rounds before the casting is complete (so there are 5
rounds of the Mists being present in total) and can
be avoided by leaving the radius.

Shield from the Mist(V, S, M: a 500 gplack opal)
Abjuration (Cleric 6, Druid 6)

Casting Time: 1 full round.

Duration: 1 hour per caster level

ST: No

SR: No

The spellcaster casts this spell on themselves and on
a maximum of five other creatures. Each of the
people protected by this spell can make a DC 20 Will
saving throw when they would be engulfed by the
Mists. With a success, the Mists let the target of the
spell out.

Parting the Mists(V, S) Abjuration (Cleric 8, Druid 8)
Casting Time: 1 action.

Duration: instantaneous

ST: Will negates.

SR: Yes

The Spellcaster can banish a Mist bank and any Mist
Subtype creature in a cone of 60 feet. Creatures get
a saving throw to negate the effect.



New Races

Dhampyr (Ezekian, Nosferatian, Obirian,
Vrykolakian, Zarovichan)

Dhampyrs are the descendants of a union between a
human vampire and a living human, or born from a
parent suffering from vampire bites. In the
Mistworld, their offspring with humans are also
dhampyrs, as are the offspring of two dhampyrs.
Dhampyrs are comon in areas ‘“infested" by
vampires, like Barovia, Sanguinia, Valachan, and
Gundarak. They are also common in Lazendrak. Pale
skinned and often red eyed, dhampyrs are frequently
distrusted by their fellow humans. However, the fact
that they are still livingpeings, unable to transform
other humans and able to control their thirst, has
allowed dhampyrs to somewhat integrate into
human societies. In Lazendrak, however, they are
usually cherished as bridges between the two
worlds. Ezekian dhampyrs share as thedmmon
ancestor Ezekiel the Wise, the Night King of
Lazendrak himself, and Ezekian vampires are less
aggressive and more liviigendly than most
vampires. They are the majority of Lazendraki
dhampyrs. Zarovichan dhampyrs are common in
Barovia, and theishared "ancestor" is nobody less
than Strahd the Devil himself. Dhampyrs of Gundarak
are of the nosferatian line, nosferatu being the most
predatory of vampires, needing blood to keep
themselves youndpoking. Dhampyrs in Sanguinia
belong to the obiriarine, obiri being the second less
aggressive and more lividigge vampiric strain.
Dhampyrs in Valachan belong to the vrykolakian line,
vrykolakas being the least livitige of the vampires.
Dhampyrs tend to blend into the society were they
live, but in lazendrak, they have a unique culture
based around being able to live both night and day.

Ezekian Dhampyr Racial Traits:
SizeMedium

Type (Subtype)Humanoid (Dhampyr)
Speed30 feet

Ability Score Adjustments: +2  Wisdom,
Intelligence2 Constitution

+2

SensesDarkvision 120 feet
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Sharp FangsYour bite is a natural weapon; you
inflict 1d4 damage + your Strength modifier with it.

Sharp Sensederception is always a class skill for
you, and you gain a +4 racial bonus.

Shrewd Tongue:You can use your Intelligence
modifier in place of your Charisma modifier for
Deception, Diplomacy, and Intimidate skill checks.

Spell Resistancé + your character level. It does not
activate against innocuous spells.

Undead HealingYou are healed by negative energy
and harmed by positive energy.

LanguagesYou speak Common (Baloki), Lazendraki
(Baloki), and Nightspeech. Bonus Language: Any non
secret.

Favoured Clas®lchemist

Nosferatian Dhampyr Racial Traits:
SizeMedium

Type (Subtype)X{umanoid (Dhampyr)
Speed30 feet

Ability Score Adjustments:2 Strength, +2 Charisma,
-2 Intelligence

SensesDarkvision 120 feet

Sharp Fangs¥our bite is a natural weapon; you
inflict 1d4 damage + your Strength modifier with it.

Fearful Appearance:You have +2 to Intimidate
checks, and every time you use an Intimidate check
to demoralise someone in combat, the shaken
condition lasts a number of rounds equal to your
Charisma modifier (minimum 1).

Spell Resistancé + your character level. It does not
activate against innocuous spells.

Undead HealingYou are healed by negative energy
and harmed by positive energy.

Languages:You speak Common (Baloki), Invidian,
and Night Speech. Bonus Language: Any non secret.

Favoured Clasgtighter

Obirian DhampyRacial Traits:
SizeMedium



Type (Subtype)X{umanoid (Dhampyr)
Speed40 feet

Ability Score Adjustments: +2 Dexterity,
Charisma;2 Constitution

+2

SensesDarkvision 60 feet

Sharp FangsYour bite is a natural weapon; you
inflict 1d4 damage + your Strength modifier with it.

Escape MasterYou have a +2 bonus to Escape Artist
checks, and you lower the DC of any attempt you
make by 5. If the DC is reduced to 5 or less, you
automatically succeed.

Spell Resistancé& + your character level. It does not
activate against innocuous spells.

Undead HealingYou are healed by negative energy
and harmed by positive energy.

Languages: Common (Baloki), Draconian
(Sanguinian), and Nightspeech. Bonus language: Any
non secret.

Favoured Clasfogue

Vrykolakian Dhampyr Racial Traits:
SizeMedium

Type (Subtype)X{umanoid (Dhampyr)
Speed30 feet

Ability Score Adjustmentst2 Dexterity, +2 Wisdom,
-2 Charisma

SensesbDarkvision 60 feet, Scent 30 feet

Sharp FangsYour bite is a natural weapon; you
inflict 1d4 damage + your Strength modifier with it.

Hunt Master: You have a +4 bonus to Perception
checks, and you can use Perception instead of
Survival to follow tracks.

Spell Resistancé& + your character level. It does not
activate against innocuous spells.

Undead HealingYou are healed by negative energy
and harmed by positive energy.

Languages: Common (Baloki), Nightspeech, and
Valachani. Bonus language: Any non secret.

Favoured Clasfanger
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Zarovichan Dhampyr Racial Traits:
SizeMedium

Type (Subtype)l{umanoid (Dhampyr)
Speed30 feet

Ability Score Adjustments:2 Strength, +2 Charisma,
-2 Wisdom

SensesDarkvision 60 feet

Sharp Fangs¥our bite is a natural weapon; you
inflict 1d4 damage + your Strength modifier with it.

Disguise MasterYou can cadlisguise sel8 times a
day, using your character level as your caster level.

Spell Resistancé + your character level. It does not
activate against innocuous spells.

Undead HealingYou are healed by negative energy
and harmed by positive energy.

Languages: Common (Baloki) and Nightspeech.
Bonus language: Any non secret.

Favoured Clas®8ard

Gargoyles

Gargoyles are grotesque humanoids made of stone
and flesh, which live in small, familiar clans. Feared
for their strength and fierce combat spirit, gargoyles
are usually pacific hunters and loyal protectors. In
Borca, Darkon, and Barovia, Gargoyles arpaeted

by secular and religious leaders for their great loyalty
and skill as wardens. In Falkovnia, they are forced to
serve in the army, while in other lands, they are
hunted as beasts.Three sulaices of gargoyles exist:
gravestone, stonefangs, and stonamd. Gargoyles
are often followers of Ezra or Zhakata the Lawgiver.

Gravestone Gargoyle

Size:Medium

Type (Subtype)Monstrous Humanoid
Speed30 feet, fly 20 feet

Ability Score Adjustmentst2 Strength, +2 Wisdom,
-2 Charisma

SensesDarkvision 60 feet



Sharp ClawsYour claws are natural weapons; you
inflict 1d4 damage + your Strength modifier with it.

Immobility: When you stay completely still, you are
indistinguishable from a stone statue.

Stone Skin*4 natural armour

Undead HealingYou are healed by negative energy
and harmed by positive energy.

Languages:Common (Baloki) and Gargoyle. Bonus
language: Any non secret.

Favoured Clas<leric

Stonefangs Gargoyles

SizeMedium

Type (SubtypeMonstrous Humanoid
Speed30 feet, fly 20 feet

Ability Score Adjustmentst2 Dexterity, +2 Wisdom,
-2 Intelligence

SensesDarkvision 120 feet

Sharp ClawsYour claws are natural weapons; you
inflict 1d4 damage + your Strength modifier with it.

Sharp FangsXour bite is a natural weapon; you
inflict 1d6 damage + your Strength modifier with it.

Immobility: When you stay completely, still you are
indistinguishable from a stone statue.

Stone Skin#4 natural armour

Languages:Common (Baloki) and Gargoyle. Bonus
language: Any non secret.

Favoured Clas®anger

Stoneward Gargoyles

SizeMedium

Type (Subtype)Monstrous Humanoid
Speed20 feet, fly 20 feet

Ability Score Adjustments:+2 Constitution, +2
Wisdom,-2 Charisma

SensesDarkvision 60 feet

Sharp ClawsYour claws are natural weapons; you
inflict 1d4 damage + your Strength modifier with it.
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Stone ResistancéVhen a stoneward gargoyle takes
the full-defence action, their Armour Class increases
by 6.

Immobility: When you stay completely still, you are
indistinguishable from a stone statue.

Stone Skin#+4 natural armour

Stone SpikesYour CMD against bull rush, grapple,
push maneuvers increases by 4.

Languages:Common (Baloki) and Gargoyle. Bonus
language: Any non secret.

Favoured Clasg$ighter

Ravenkin

Ravenkin are small, flying, ravshaped humanoids.
They are native to Barovia, and are devoted to the
Church of Andaral.

Ravenkin

Size:Small
Type:Monstrous Humanoid
Speed:10 feet, fly 60 feet

Ability Score Adjustments: +2 Dexterity, +2
Charisma;2 Strength

Drill Peck:A ravenkin peck is a natural attack which
inflicts 1d4 damage + your Strength modifier.

Eyepeck: Ravenkin can execute the dirty trick
maneuver with their peck, butan only dazzle their
opponent for 1 round.

GossipperRavenkin have a +4 bonus to Diplomacy
to gather information.

Keen Eyest4 Perception

Ravenkin Magic (SpRavenkin can talk with ravens
for 10 minutes a day.

LanguagesCommon (Baloki)
Favoured ClassSSorcerer



New Templates

Blood Bonded Servant

Acquired Template; it can be applied to any living
Animal, Giant, Humanoid, or Monstrous Humanoid.

Blood bonded servants are created by vampires by
feeding their blood to living servants.

Blood bonded servants are identical to the base
creature, except for:

Ageless:As long they get their monthly vampire
blood, blood bonded servants will not age.

Ability Score Adjustmentst2 Constitution
SensesbDarkvision 30 feet

Call the Master: A blood bonded servant can
summon their master once a day with a standard
action.

CR#+1

Headstealer

Acquired Template; it can be applied to any living
Giant, Humanoid, or Monstrous Humanoid.

Headstealers keep all the statistics of the base
creature, except for:

Type:Undead

Undead Traits

Resist:Sonic 10

Spell Resistancequal to their Hit Dice +3
Channel Resistance3

True Sight

Head Stealingif a headstealebeheads a creature

of its original type, it can steal the head. A
headstealer becomes temporarily a living creature
and can use the mental ability, any magical ability
and prepared spells, skills, and knowledge of the
victim. The stolen head loses 1 poiot Charisma
every day. If the Charisma becomes 0, the head turns
into a skull and falls from the headstealer's neck.

Create Spawnif a headstealer puts one of their
stolen heads on the neck of one of their victims, the
victim reanimates as a headstealer under their
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control. If the headstealer puts their original head on
their neck, they return to life.

New Monsters

Werecrows

Werecrows are corrupted wereravens.

They have the same traits of wereravens, save for:
Size:Small

Werecrows have no humanoid shape.

They have +2 Dexterity an#l Strength.

Wereraven

Wereravens are lycanthropes which fuse giant
ravens and human beings. They are medium
humanoids.

New Magical Items

King Barov Medal of Honour

Cursed ItemWhoever wears this gold medal must
pass a DC 24 Will saving throw or become a focus for
the scary spell of the Couting. They also develop

a violent paranoia. It also gives a bonus if 2 to any
saving throw(CL 12, Wondrous Item. To be created,
the caster needs the spéléstow curseand 15,000

gp.)

Scroll of Inajira

Artefact: This scroll can be used as a spellbook, and
allows you to prepare an extra spell for each spell
level you can cast. However, it is the prison of the
fiend Inajira, and using it too much might allow the
fiend to possess someon€Only the fire of the
Symbol of Ravenkind can burn the Scroll.)

Holy Symbol of Ravenkind

Artefact: The Symbol can be used only by a LG cleric
of Andaral The Symbol allows the wielder to destroy
any undead with less than 20 HD. (Only the blood of
seven clerics of Andaral and an unholy blade of Erlin
can destroy the Symbol.)
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