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Introduction   
  

"This Revolution is genuine because it was born from the same womb that always gives 

birth to massive social upheavals - the womb of intolerable conditions and unendurable 

situations." τ Martin Luther King, Jr. 

"ThŜ ǊŜǾƻƭǳǘƛƻƴ ǿƻƴΩǘ ōŜ ǘŜƭŜǾƛǎŜŘ." τ Gill Scott Heron 

 

Esteemed members of the Fraternity, 

Miladies, 

IŜǊŜΩǎ ǘƘŜ ǘƛƳŜ ǿƘŜǊŜ ƻƴŎŜ ŀ ȅŜŀǊ ǿŜ ǊŜƭŜŀǎŜ ǘƘŜ vǳƻǘƘ ǘƘŜ wŀǾŜƴ ƴŜǘōƻƻƪΦ ¢Ƙƛǎ ǘƘƛƴƎ 

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 XI to the oppression of the people of Falkovnia by 

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 oppressors like 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 Lord-Governor Foquelaine and the 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. 

άThere is a difference between an uprising against oppression and mob ruleΦέ τ Abhijit 

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 

http://www.fraternityofshadows.com/


3 

 

Four Came to Melesku'ta 
by Ian Fordam 

 

 
CƻǳǊ ŎŀƳŜ ǘƻ aŜƭŜǎƪǳΩǘŀ.  They never would have 

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 that 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 

nightfallτǘƘŜ Řŀƛƭȅ ŦŀŘƛƴƎ ƻŦ ǘƘŜ ƘƻǊƛȊƻƴΩǎ Ǌƻseate 

glowτcame a sudden, unexpected change of 

seasons.  Sky-Quiet turned to Sky-Terror, and 

lightning lanced from the starless sky. 

άhƘΣ ǘƘŀǘΩǎ ƴƻǘ ƎƻƻŘΣέ ¢ƻƳŀȊ ƎǊǳƳōƭŜŘΦ 

vǳŀƭƛƻƴ wŀǘƘŜƴŀǎ ŘŜŎƭŀǊŜŘΣ ά²Ŝ ƴŜŜŘ ǘƻ ŦƛƴŘ 

ǎƘŜƭǘŜǊΦέ ²ƘƛŎƘ ǿŀǎ ƻōǾƛƻǳǎΣ ōǳǘ ǎǘƛƭƭΦ .ŜǘǘŜǊ ǘƘŀǘ 

someone take command, and he felt that he was 

ōŜǎǘ ǎǳƛǘŜŘ ŘǳǊƛƴƎ ¸ǊŀƭƪƛΩǎ ŎƻƴǾŀƭŜǎŎŜƴŎŜΦ bŜƛǘƘŜǊ 

Tomaz nor his sister Lidia were bothered enough to 

protest. 

ά/ŀǊǊȅ ¸ǊŀƭƪƛΣέ [ƛŘƛŀ ǎŀƛŘ ǘƻ ƘŜǊ ōǊƻǘƘŜǊΦ ¢ƻƳŀȊ ƘŀŘ 

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. 

ά²ƘƛŎƘ ǿŀȅΚέ ¢ƻƳŀȊ ŀǎƪŜŘΦ 

As an elf, Qualion had the best night vision of the 

group. He scanned the surroundings, a task made 

very momentarily easier by another lightning strike. 

ά¢ƘŜǊŜΣέ ƘŜ ǎŀƛŘΦ  άL ǘƘƛƴƪ L ǎŜŜ ŀ ōǳƛƭŘƛƴƎΦέ 

ά! ōǳƛƭŘƛƴƎΚέ [ƛŘƛŀ ǎŀƛŘΣ ŀƭǊŜŀŘȅ ƳƻǾƛƴƎ ƛƴ ǘƘŜ 

ƛƴŘƛŎŀǘŜŘ ŘƛǊŜŎǘƛƻƴΦ  ά¢ƘŀǘΩǎ ƎƻƻŘΦέ  .ǳƛƭŘƛƴƎǎ ǿŜǊŜ 

often protected from Sky-¢ŜǊǊƻǊΩǎ ƭƛƎƘǘƴƛƴƎΣ ŀ ǇŀǊǘƛƴƎ 

ƎƛŦǘ ŦǊƻƳ ǘƘŜ ¸ƭŘƛΩ¢Ƙŀŀƴ ǿƘƻ ƘŀŘ ŎƻƴǎǘǊǳŎǘŜŘ ǘƘŜƳΦ 

The trio gathered up their supplies and their leader, 

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. 

Had he been conscious, Yralki would been unable to 

perceive the building, and he would have refused to 

approach any building which he could not observe. 

However, his companions lacked his psychic talents, 

and so they had no such qualms.  Thus the three 

broǳƎƘǘ ǘƘŜ ŦƻǳǊǘƘ ǘƻ aŜƭŜǎƪǳΩǘŀΦ 

* * *  

The sky held no moon, no stars.  Lidia and Tomaz 

could not have distinguished the large, solid 

blackness of the building from the large, solid 

blackness of Mount Grysl itself. They had to follow 

Qualion by sound and lightning flashes. It was a 

harrowing journey. 

vǳŀƭƛƻƴ ŘǊŜǿ ǘƻ ŀ ƘŀƭǘΦ ά²ŜΩǊŜ ƘŜǊŜΣέ ƘŜ ǎŀƛŘΦ 

And then the most marvelous thing happened. 

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 

of magic. The sudden illumination was entirely 
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explicable to them. That did not make it any less 

marvelous. 

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. 

None of the trio were native speakers of Thaani, but 

they had grown quite comfortable speaking that 

language.  Reading and writing was more 

complicatedτfor one thing, the curling Thaani script 

was highly unfamiliar to them allτbut Tomaz had 

become more proficient than the others. (He looked 

like he might be stupid, but he was not.) 

άaŜƭŜǎƪǳΩǘŀΚέ ƘŜ ǊŜŀŘΦ 

ά²Ƙŀǘ ŘƻŜǎ ǘƘŀǘ ƳŜŀƴΚέ [ƛŘƛŀ ŀǎƪŜŘΦ 

άL ŘƻƴΩǘ ƪƴƻǿΦ Lǎ ƛǘ ŀ ƴŀƳŜΚέ 

άaŀȅōŜΦέ 

άLǘ ŦŜŜƭǎ ƭƛƪŜ ŀ ǘǊŀǇΦέ 

άLǘ ŘƻŜǎΦ {ƘƻǳƭŘ ǿŜ Ƨǳǎǘ ƭǳǊƪ ŀƎŀƛƴǎǘ ǘƘŜ ƻǳǘǎƛŘŜ 

ǿŀƭƭǎΚέ 

ά²ƻƴΩǘ ōŜ ǘƘŜ ƭŜŀǎǘ ŎƻƳŦƻǊǘŀōƭŜ ƴƛƎƘǘ ǿŜΩǾŜ ǎǇŜƴǘΦέ 

άbƻΣέ [ƛŘƛŀ ŀƎǊŜŜŘ ǿƛǘƘ ŀ ǎƛƎƘΦ 

vǳŀƭƛƻƴ ƛƴǘŜǊƧŜŎǘŜŘΦ ά²Ŝ ǎƘƻǳƭŘ ƴƻǘΣ ƛƴ ŦŀŎǘΣ ƭǳǊƪ 

ŀƎŀƛƴǎǘ ǘƘŜ ƻǳǘǎƛŘŜ ǿŀƭƭǎΦ {ŜŜ ǘƘŜ ƎƭƛƴǘΚέ 

¢ƻƳŀȊ ƎǊǳƴǘŜŘ Ƙƛǎ ǳƴŘŜǊǎǘŀƴŘƛƴƎΦ ά¢ƘŀǘΩǎ ǎǘŜŜƭƎǊŀǎǎΦ 

²Ŝ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ǎǘŀȅ ƴŜŀǊ ǘƘŀǘΦέ   

Steelgrass drew the lightning. 

άbƻΣ ǿŜ ŘƻƴΩǘΣέ [ƛŘƛŀ ǎŀƛŘΦ ά[ŜǘΩǎ Ǝƻ ƛƴǎƛŘŜΦ /ŀƴΩǘ ōŜ 

ǿƻǊǎŜ ǘƘŀƴ ƻǳǘ ƘŜǊŜΦέ 

Which was blatantly untrue, but somehow 

convincing regardless. After Qualion took the first 

step, the other two followed on his heels. 

Welcome, a voice whispered as they entered the 

ōǳƛƭŘƛƴƎΩǎ ŎƻǳǊǘȅŀǊŘΦ 

Although Yralki did not possess the discipline of 

telepathy, his companions had encountered enough 

mind-talkers to have grown accustomed to the touch 

ƻŦ ŀƴƻǘƘŜǊΩǎ ǘƘƻǳƎƘǘǎΦ ό9ǾŜƴ ǘƘŜ ǳǎǘƛƭŀƎƻǊǎΣ ǿƘƻǎŜ 

attack had wounded Yralki so badly, could project 

debilitating emotions at victims who had not learned 

any psychic defense.) Although they had learned 

how to erect some psychic barriers, active defense 

required explicit concentration. 

Lidia whipped around, expecting 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. 

Tomaz gave his burden a ferocious pinch upon the 

ǊǳƳǇΦ ά.ƻǎǎ ƳŀƴΗ ¢Ƙƛǎ ǿƻǳƭŘ ōŜ ŀ ƎƻƻŘ ǘƛƳŜ ǘƻ ǿŀƪŜ 

ǳǇΦέ 

²ŜƭŎƻƳŜ ǘƻ aŜƭŜǎƪǳΩǘŀ, the voice repeated, still 

softly. Please do not be afraid. 

ά²Ƙƻ ŀǊŜ ȅƻǳΚέ vǳŀƭƛƻƴ ŘŜƳŀƴŘŜŘΦ 

My name is Xhafer. It was clearly a Thaani name, with 

the initial xh pronounced as the z in brazier. 

ά! ǇƭŜŀǎǳǊŜ ǘƻ ƳŀƪŜ ȅƻǳǊ ŀŎǉǳŀƛƴǘŀƴŎŜΣ ·ƘŀŦŜǊΦ .ǳǘ 

who are ȅƻǳΚέ 

I am your host. Please. Come in. Steelgrass has grown 

along the inside walls too. Even if you are wary of 

entering an enclosed area, I encourage you to step 

into the center of the courtyard. 

ά²Ŝ ŎŀƴΩǘ ǊŜŀƭƭȅ ǎŜŜΣέ [ƛŘƛŀ ƛƴǘŜǊƧŜŎǘŜŘΦ 

hƘΦ LΩƳ ǎƻǊǊȅ. 

Several more glassy spheres started to glow around 

the perimeter of the courtyard. 

Is that bettτ 

A lightning bolt erupted behind them. Although it 

had been drawn to the steelgrass on the outside of 

the wall, it was still alarmingly close. All three 

ruineers jumped. 
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Please, Xhafer urged, but the trio was already 

moving away from the walls. 

* * *  

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 Sky-Quiet once again. Worse yet, 

the strikes were punctuated by brief but savage 

downpours. (Rain from empty skies was the least of 

the mysteries of the Badlands.) They spent the night 

wet and chilled, but at least they could replenish 

their water supplies. And Xhafer, whoever he was, 

had the courtesy to leave them alone. 

Yralki awakened only shortly before dawn, and it was 

not a smooth awakening. Ordinarily his healing coma 

lasted a shorter span, and he snapped from 

unconscious to alert without any difficulty. That 

night he tossed fretfully for an hour before he finally 

gained consciousness. 

Gaining consciousness was a mixed blessing. On the 

good side, it meant he had healed. On the bad side, 

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 

to see. His ears had failed him similarly and, worse 

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 

head, hoping to break loose whatever had gone 

wrong or, at least, drive himself back into 

unconsciousness. When that proved equally free of 

sensation, his whimpers escalated into screams. 

τuntil suddenly he blacked out. 

Around him, his three companions stared at each 

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 

cautiously release the sleeper hold which had 

returned their leader to unconsciousness. 

Tomaz sprawled prone nearby, his large hand still 

ƘŜƭŘ ōŜǘǿŜŜƴ ¸ǊŀƭƪƛΩǎ ƘŜŀŘ ŀƴŘ ǘƘŜ ŦƭŀƎǎǘƻƴŜǎ ƻŦ ǘƘŜ 

ŎƻǳǊǘȅŀǊŘΦ άIƻǿ ōŀŘƭȅ ƘǳǊǘ ƛǎ ƘŜΚέ IŜ ǿŀǎ ŀŦǊŀƛŘ ƻŦ 

ǘƘŜ ŀƴǎǿŜǊΦ IŜ ŎƻǳƭŘ ŦŜŜƭ ¸ǊŀƭƪƛΩǎ ōƭƻƻŘ ƛƴ ǘƘŜ ǇŀƭƳ 

of his hand. 

vǳŀƭƛƻƴ ƭƻƻƪŜŘ ǳǇΣ ŀ ƘŀǳƴǘŜŘ ƭƻƻƪ ƛƴ Ƙƛǎ ŜȅŜǎΦ άIŜΩǎ 

ǳƴŎƻƴǎŎƛƻǳǎ ŀƎŀƛƴΦ IƻǇŜŦǳƭƭȅ ƘŜ ƘŜŀƭǎΦέ 

άL ŘƻƴΩǘ ǘƘƛƴƪ ǘƘŀǘ ǿƻǊƪǎ ǳƴƭŜǎǎ ƘŜ Ǉǳǘǎ ƘƛƳǎŜƭŦ ƛƴǘƻ 

ŀ ƘŜŀƭƛƴƎ ŎƻƳŀΦέ 

Lidia stood not far away. Perhaps because she had 

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

ŘƛǎǘǊŀǳƎƘǘ ǘƘŀƴ ǘƘŜ ƻǘƘŜǊ ǘǿƻΦ ά²Ƙŀǘ ƘŀǇǇŜƴŜŘ ǘƻ 

ƘƛƳΚέ ǎƘŜ ŘŜƳŀƴŘŜŘΦ aƻǊŜ ƭƻǳŘƭȅΣ ǎƘŜ ŎŀƭƭŜŘ ƻǳǘΣ 

ά·ƘŀŦŜǊΗέ 

The light globes in the courtyard brightened. Yes? 

The night had finally turned to day. In sunless 

Bluetspur, that meant the horizon had gone pink, 

although their view of the horizon was blocked by 

ǘƘŜ ǿŀƭƭǎ ƻŦ aŜƭŜǎƪǳΩǘŀΦ  aƻǊŜ ƛƳǇƻǊǘŀƴǘƭȅΣ ǘƘŜ 

lightning storm had stopped until night-time, when 

the horizon would go black again. 

ά²Ƙŀǘ ƘŀǇǇŜƴŜŘ ǘƻ ƘƛƳΚέ [ƛŘƛŀ ǊŜǇŜŀǘŜŘΦ 

Your friend is psychic, yes? It was phrased as a 

question and tentatively at that, but Lidia suspected 

that Xhafer already knew the answer. 

άhŦ ŎƻǳǊǎŜΣέ ǎƘŜ ǎƴŀǇǇŜŘΦ άIŜΩǎ ǘƘŜ ƻƴƭȅ ŘŀƳƴ 

reason that the three of us have survived in this 

ǇƭŀŎŜΦέ 

aŜƭŜǎƪǳΩǘŀ ƛǎ ƎǳŀǊŘŜŘ ŀƎŀƛƴǎǘ ǇǎȅŎƘƛŎǎΦ LƭƭƛǘƘƛŘǎ ƛƴ 

particular, of course, but the shield applies to the 

¸ƭŘƛΩ¢Ƙŀŀƴ ŀǎ ǿŜƭƭΦ 

ά±ŜǊȅ ǿŜƭƭΣ ōǳǘ ǿƘŀǘ ŘƻŜǎ ǘƘŀǘ ŀŎǘǳŀƭƭȅ ƳŜŀƴΚέ 

As long as he remains here, he will be unable to 

perceive anything about his surroundings. 

ά!ƴȅǘƘƛƴƎΚέ 
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Anything. 

ά¢ƘŀǘΩǎ ŀ ƭƻǾŜƭȅ ƭƛǘǘƭŜ ǎƭƛŎŜ ƻŦ ƘƻǊǊƛŦƛŎΣ ŘƻƴΩǘ ȅƻǳ ǘƘƛƴƪΚ 

Tomaz, Qual, can Yralki be moved?  If so, pick him up.  

²Ŝ ƴŜŜŘ ǘƻ ƎŜǘ ƻǳǘ ƻŦ ƘŜǊŜΦέ 

Xhafer whispered, Before you leaveτ 

ά¸ŜǎΚέ 

τplease look outside the gate. 

ά²Ƙŀǘ Řƻ ȅƻǳτƻƘΦέ 

The doors to the outside world swung open.  Even 

with the horizon-glow of day, very little light fell 

across the wasteland.  Even so, it was enough to see 

silhouetted shapes crawling over the broken terrain. 

ά!ǊŜ ǘƘƻǎŜτέ 

Qualion stared at the shapes as well, and with his 

excellent vision he could discern their details more 

ŎƭŜŀǊƭȅ ǘƘŀƴ ǘƘŜ ƻǘƘŜǊǎΦ ά¢ƘŜȅ ƭƻƻƪ ƭƛƪŜ ƛƭƭƛǘƘƛŘǎΣ ōǳǘ 

ǘƘŜȅ ŘƻƴΩǘ ƳƻǾŜ ƭƛƪŜ ǘƘŜƳΦ aȅ ƎǳŜǎǎ ƛǎ ǘƘŀǘ ǘƘŜȅ ŀǊŜ 

ǳƴŘŜŀŘΦέ 

ά±ŀƳǇƛǊƛŎ ƛƭƭƛǘƘƛŘǎΣ ǘƘŜƴΚέ 

άtǊƻōŀōƭȅΦέ 

Exactly, Xhafer saidΦ ¢ƘŜȅ ŎŀƴΩǘ ǎŜƴǎŜ ȅƻǳ ƘŜǊŜΣ ōǳǘ ƛŦ 

you leave, they will notice you immediately.  I am 

sorry for the suffering of your friend, but at the 

moment, you truly are safer here. 

ά¸ƻǳΩƭƭ ƭŜǘ ǳǎ Ǝƻ ƻƴŎŜ ǘƘŜ ƛƭƭƛǘƘƛŘǎ ŀǊŜ ƎƻƴŜΚέ [ƛŘƛŀ 

asked. 

Of course. You are free to go now. However, I 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 

ǎƛǎǘŜǊΩǎ ƳƻƻŘǎΦ Lƴ ǘǳǊƴΣ ǎƘŜ ǊŜŎƻƎƴƛȊŜŘ Ƙƛǎ 

expression. It was the same one he had adopted 

whenever their father had taken out his grief on his 

caliban son, who had been born too dangerously 

large for their mother to survive. 

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

we are patient.' 

άCƛƴŜΣέ [ƛŘƛŀ ǎƛƎƘŜŘΦ ά²Ŝ ǿƛƭƭ ǎǘŀȅΦ .ǊƛŜŦƭȅΦέ 

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 

ǘǊŀǇǇŜŘ ƛƴ aŜƭŜǎƪǳΩǘŀΦ IŜ ƘŀŘ ōŜŎƻƳŜ ŀ ǊǳƛƴŜŜǊ ƛƴ 

part because he could not stand living in the confines 

of the tunnels beneath the surface. 

άLΩƳ ǎǳǊŜ ǿŜ ŎƻǳƭŘ ƎŜǘ ƻǳǘ ƛŦ ǿŜ ƘŀŘ ǘƻΣέ vǳŀƭƛƻƴ ǎŀƛŘ 

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. Although 

he was entirely too eager to use the remainder, they 

were too valuable to waste upon frivolous mayhem. 

ά5ƻƴΩǘ ŜǾŜƴ ǘƘƛƴƪ ƛǘΣέ [ƛŘƛŀ ǿŀǊƴŜŘΣ ƪƴƻǿƛƴƎ ǘƘŀǘ 

Qualion would understand. 

vǳŀƭƛƻƴ ǎŀƛŘΣ άCƛƴŜΣ ŦƛƴŜΦ  {ƻ ǿƘŀǘ Řƻ ǿŜ Řƻ ƴƻǿΚέ 

Are you interested in food? 

¢ƻƳŀȊ ƭƻƻƪŜŘ ǎƪŜǇǘƛŎŀƭΣ ōǳǘ ƘŜ ǎŀƛŘΣ ά!ƭǿŀȅǎ 

ƛƴǘŜǊŜǎǘŜŘ ƛƴ ŦƻƻŘΦέ 

Make yourselvesτand your companionτ

comfortable. I will have some brought shortly. 

ά¸ƻǳΩǊŜ ǾŜǊȅ ƪƛƴŘΣέ [ƛŘƛŀ ǎŀƛŘΦ IŜǊ ǎƘŀǊǇƴŜǎǎ ǿŀǎ 

more apparent than she intended. 

Tomaz assumed that Yralki could still feel his own 

body, even though Xhafer had claimed he was 

insensate. He tried to rearrange Yralki to be more 

comfortable. 

άL ǘƘƛƴƪ ƘŜΩǎ ŎƻƳŀǘƛȊŜŘ ŀƎŀƛƴΣέ ¢ƻƳŀȊ ŀƴƴƻǳƴŎŜŘΦ 

άDƻƻŘΣέ vǳŀƭƛƻƴ ǊŜǇƭƛŜŘΦ 

άhƴƭȅ ǳƴǘƛƭ ǘƘŜ ƴŜȄǘ ǘƛƳŜ ƘŜ ǿŀƪŜǎ ǳǇΣέ [ƛŘƛŀ ǎŀƛŘΦ 

ά.ȅ ǘƘŀǘ ǘƛƳŜ ǿŜ ƘƻǇŜ ǘƘŜ ƛƭƭƛǘƘƛǾŀƳǇǎ ƘŀǾŜ 

ǿŀƴŘŜǊŜŘ ŀǿŀȅΦέ 
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ά!ƴŘ ƛŦ ǘƘŜȅ ƘŀǾŜƴΩǘΚέ 

ά¢ƘŜƴ ǿŜ ŜǾŀƭǳŀǘŜ ǿƘŀǘ ǘƻ Řƻ ŦǊƻƳ ǘƘŜǊŜΦ hƴŜ ǎǘŜǇ 

ŀǘ ŀ ǘƛƳŜΣ [ƛŘΦέ 

¢ƘŜ ǿŀƭƭǎ ƻŦ aŜƭŜǎƪǳΩǘŀ ŜƴŎƛǊŎƭŜŘ ƳƻǊŜ ǘƘŀƴ ǘƘŜ 

courtyard where the four ruineers had spent the 

night. Opposite the front doors was the inner keep, 

with its own pair of doors. These doors now swung 

open. 

A creatureτof sortsτemerged. It was mostly 

humanoid in appearance, with two arms and two 

legs. In place of a head, three antennae protruded 

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

ǿƛǘƘ ŀ Ŏǳǘ ŎǊȅǎǘŀƭΦ Lƴ ŦŀŎǘΣ ǘƘŜ ŎǊŜŀǘǳǊŜΩǎ ŜƴǘƛǊŜ ōƻŘȅ 

appeared to have been crafted from brass and 

crystal.  It glittered as it walked carefully across the 

courtyard toward the ruineers. It carried a laden tray. 

I had already initiated food preparation, Xhafer 

confessed. I had hoped you would stay. 

ά±ŜǊȅ ƪƛƴŘ ƻŦ ȅƻǳΣέ [ƛŘƛŀ ǎŀƛŘΦ 

άLǎ ǘƘŀǘΧ ǘŜŀΚέ ¢ƻƳŀȊ ŀǎƪŜŘΦ 

Yes.  Of a sort.  Not quite what you are used to, I 

suspect, but the best I could do. 

¢ƻƳŀȊ ŎƘǳŎƪƭŜŘΦ άL ǿƛƭƭ ƎƭŀŘƭȅ ǘǊȅ ǎƻƳŜǘƘƛƴƎ ƻǘƘŜǊ 

ǘƘŀƴ ǿƘŀǘ LΩǾŜ ōŜŎƻƳŜ ǳǎŜŘ ǘƻΦ ¸ƻǳ .ƭǳŜǘǎǇǳǊŜŀƴǎ 

ŘƻƴΩǘ ƪƴƻǿ Ƙƻǿ ǘƻ ƳŀƪŜ ŀ ŘŜŎŜƴǘ ŎǳǇ ƻŦ ǘŜŀΦέ 

L ŀƳ ƴƻǘ .ƭǳŜǘǎǇǳǊŜŀƴΦ L ŀƳ ¸ƭŘƛΩ¢ƘŀŀƴΦ 

·ƘŀŦŜǊΩǎ ƳŜƴǘŀƭ ǾƻƛŎŜ ǊŀƴƎ ǿƛǘƘ ǘƘŜ ǎŀƳŜ ǇǊƛŘŜ ǘƘŀǘ 

Yralki showed when he spoke of his people.  Tomaz, 

Lidia, and Qualionτwho were all of them foreigners 

ŀƴŘ ǘƘŜǊŜŦƻǊŜ ƴƻǘ ¸ƭŘƛΩ¢Ƙŀŀƴτexchanged glances 

and little smiles. 

άbƻ ƻŦŦŜƴǎŜ ƛƴǘŜƴŘŜŘΣέ ¢ƻƳŀȊ ǎŀƛŘ ŀǎ ƘŜ ƭƛŦǘŜŘ ŀ ŎǳǇ 

of tea from the brass-and-ŎǊȅǎǘŀƭ ŎǊŜŀǘǳǊŜΩǎ ǘǊŀȅΦ  ¢ƘŜ 

cup was real ceramic.  Undecorated, but real.  Its 

contents steamed, and it had a real tea-like scent. 

Even without taking a sip, Tomaz was already 

delighted. He took a sip.  He was even more 

ŘŜƭƛƎƘǘŜŘΦ  ά¢Ƙƛǎ ƛǎ ǿƻƴŘŜǊŦǳƭΦέ 

I apologize.  It is made from mushrooms. 

άLǘ ŘƻŜǎƴΩǘ ǘŀǎǘŜ ƭƛƪŜ ƛǘΦ bƻǘ ƳǳŎƘΣ ŀƴȅǿŀȅΦέ 

The flatbread rolls and their contents are also 

mushroom-based, but I have tried to give them a 

better texture. More like vegetables. 

ά¢ƘŜǎŜ ŀǊŜ ƎǊŜŀǘΦ  ¢Ƙŀƴƪ ȅƻǳΣ ·ƘŀŦŜǊΦέ 

You are all welcome. 

vǳŀƭƛƻƴ ŎƭŜŀǊŜŘ Ƙƛǎ ǘƘǊƻŀǘΦ ά·ƘŀŦŜǊΣ ȅƻǳ ŀǊŜ ƻŦ ŎƻǳǊǎŜ 

welcome to join us. We would not object to your 

ŎƻƳǇŀƴȅΦέ 

Alas, I cannot. I am occupied with the task of 

ƳŀƛƴǘŀƛƴƛƴƎ aŜƭŜǎƪǳΩǘŀΦ 

άbƻƴŜǘƘŜƭŜǎǎΣ ǿƘŜƴ ȅƻǳ ƘŀǾŜ ŀ ƳƻƳŜƴǘΣ ǿŜ ǿƻǳƭŘ 

be pleased to meet you face-to-ŦŀŎŜΦέ 

I would like nothing better, but I am sorry. That 

cannot happen. 

Which was exactly what Qualion had expected was 

the truth, but he had wondered whether Xhafer 

would admit it.  Even more surprising than the 

ŀŘƳƛǎǎƛƻƴ ǿŀǎ ǘƘŜ ǊŜƎǊŜǘ ŜǾƛŘŜƴǘ ƛƴ ·ƘŀŦŜǊΩǎ ǘƻƴŜΦ 

* * *  

Shortly Yralki stirred again, but only briefly.  He 

settled back into stillness without the assistance of a 

sleeper hold. 

ά5ŜŦƛƴƛǘŜƭȅ ƎƻƴŜ ŎƻƳŀǘƻǎŜ ŀƎŀƛƴΣέ ¢ƻƳŀȊ ƻǇƛƴŜŘΦ !ǎ 

the person usually delegated to hauling their leader 

during his comatose periods, he was familiar with the 

signs. 

άDƻƻŘΣέ [ƛŘƛŀ ǎŀƛŘΦ ά¢Ƙŀǘ ƳŜŀƴǎ ƘŜΩǎ ƘŜŀƭƛƴƎΦέ 

άIƻǇŜŦǳƭƭȅ ƘŜ ǿƛƭƭ ōŜ ŀōƭŜ ǘƻ ǊŜŎƻǾŜǊ Ƙƛǎ ǎŜƴǎŜǎΣέ 

Qualion said, although he sounded skeptical of his 

own assertion. 

άL Řƻǳōǘ ƛǘΣέ [ƛŘƛŀ ǎŀƛŘΣ άōǳǘ ŀǘ ƭŜŀǎǘ ƘŜ ǎƘƻǳƭŘ ǊŜǇŀƛǊ 

ŀƴȅ ŎƻƴŎǳǎǎƛƻƴΦέ .Ǌŀƛƴ ŘŀƳŀƎŜ ǿŀǎ ŀ ǇŀǊǘƛŎǳƭŀǊƭȅ 

ǘŜǊǊƛōƭŜ ŦŜŀǊ ŦƻǊ ŀƴȅ ¸ƭŘƛΩ¢Ƙŀŀƴ ǿƛǘƘ ǇǎȅŎƘƛŎ ǇƻǿŜǊǎΦ 
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άbƻǘ ǘƘŀǘ ƛǘ ǿƛƭƭ ƳŀǘǘŜǊ ƳǳŎƘ ƛŦ ƘŜ ǊŜƳŀƛƴǎ ƛƴǎŜƴǎŀǘŜΦ 

IŜΩƭƭ Ƨǳǎǘ ǘǊȅ ǘƻ ƘŀǊƳ ƘƛƳǎŜƭŦ ŀƎŀƛƴΦέ 

ά¢ǊǳŜΣέ ¢ƻƳŀȊ ǎŀƛŘΦ ά·ƘŀŦŜǊΚέ 

Yes? 

¢ƻƳŀȊ ŀǇǇǊŜŎƛŀǘŜŘ Ƙƻǿ ·ƘŀŦŜǊ ǇǊŜǘŜƴŘŜŘ ƘŜ ǿŀǎƴΩǘ 

ƭƛǎǘŜƴƛƴƎ ǳƴǘƛƭ ŎŀƭƭŜŘΦ Lƴ Ƙƛǎ ŜȄǇŜǊƛŜƴŎŜΣ ǘƘŀǘΩǎ ǿƘŀǘ 

polite telepaths did. 

άhǳǊ ŎƻƳǇŀƴƛƻƴΚ ²ƘŜƴ ƘŜ ǿŀƪŜǎ ǳǇΚ /ŀƴ ȅƻǳ ǎǇŜŀƪ 

ǿƛǘƘ ƘƛƳ ǘŜƭŜǇŀǘƘƛŎŀƭƭȅΚέ 

I can certainly try. 

tŜǊƘŀǇǎ ǘƘƛǎ ǎƭƛǾŜǊ ƻŦ ƘƻǇŜ ōǊƛƎƘǘŜƴŜŘ [ƛŘƛŀΩǎ 

attitude. She pointed to Yralki and the bedrolls 

where Tomaz had laid him out, his own beneath the 

ƭŜƴƎǘƘ ƻŦ Ƙƛǎ ōƻŘȅΣ vǳŀƭƛƻƴΩǎ ōǳƭƪŜŘ ōŜƴŜŀǘƘ Ƙƛǎ 

ƘŜŀŘΦ ά/ŀƴ ȅƻǳ ǘƘƛƴƪ ƻŦ ŀƴȅ ƻǘƘŜǊ ǿŀȅ ǘƻ ƳŀƪŜ ƘƛƳ 

more comforǘŀōƭŜΚ !ƴŘ ōȅ ΨŎƻƳŦƻǊǘŀōƭŜΩ L ƳŜŀƴ ΨƭŜǎǎ 

ƭƛƪŜƭȅ ǘƻ ǎǇƭƛǘ Ƙƛǎ ƘŜŀŘ ƻǇŜƴ ƭƛƪŜ ŀ ƳŜƭƻƴΩΚέ 

It was a particularly foreign phrasing; there were no 

melons in Bluetspur, and she had to fall back upon 

the Balok word. Despite that, Xhafer picked up her 

meaning. He said, The 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 like. The doors to the inner 

keep swung open again. 

Given his excellent vision, Qualion led the way into 

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 

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

The arrow was one of six they had found years ago in 

ŀƴ ¸ƭŘƛΩ¢Ƙŀŀƴ ǊǳƛƴΦ Lǘ ǿŀǎ ƳŀŘŜ ƻŦ ǎƻƳŜ ǳƴŦŀƳƛƭƛŀǊ 

metal, light but strong. Walking into the keep felt like 

walking into a trap. Fortunately Xhafer did not 

discourage their paranoia. That would have only fed 

it. 

Fortunately, their caution proved unnecessary. They 

passed two of the brass-and-crystal automata, 

tromping down the hallway upon their own 

mysterious business. Otherwise they encountered 

nothing else, much less any threats. 

ά!ǊŜ ǿŜ ǘƘŜ ƻƴƭȅ ƻƴŜǎ ƘŜǊŜΚέ vǳŀƭƛƻƴ ŜǾŜƴǘǳŀƭƭȅ 

asked. 

The five of us. Yes. 

ά²Ƙȅ ƛǎ ǘƘƛǎ ƪŜŜǇ ǎƻ ƭŀǊƎŜ ƛŦ ȅƻǳΩǊŜ ǘƘŜ ƻƴƭȅ ƻƴŜ ǿƘƻ 

ƭƛǾŜǎ ƘŜǊŜΚέ 

L ŀƳ ŎŜǊǘŀƛƴ ǘƘŀǘ ǘƘŜ ¢Ƙŀŀƴ ōǳƛƭǘ aŜƭŜǎƪǳΩǘŀ ŀǎ ŀ 

research facilityτand as barracksτduring the First 

Illithid War. 

ά¢ƘŜ CƛǊǎǘ LƭƭƛǘƘƛŘ ²ŀǊΚ ¢ƘŜǊŜΩǎ ōŜŜƴ ƳƻǊŜ ǘƘŀƴ 

ƻƴŜΚέ 

After a long silence, Xhafer replied, Yes. We won the 

first one. We have not yet won the second. 

Tomaz glanced over his shoulder at Lidia. It seemed 

to him that the Second Illithid War had ended, and 

ǘƘŜ ¸ƭŘƛΩ¢Ƙŀŀƴ ƘŀŘ ƭƻǎǘΦ wǳƛƴŜŜǊǎ ǿŜǊŜ Ƨǳǎǘ 

scavengers in the rubble, and everyone else huddled 

beneath the surface. 

Qualion had caught the word barracksΦ ά!ǊŜ ǘƘŜǊŜ 

ǿŜŀǇƻƴǎ ƘŜǊŜΚέ 

Another long pause before Xhafer replied, Not any 

longer. 

ά²Ƙŀǘ ƘŀǇǇŜƴŜŘ ǘƻ ǘƘŜ ǿŜŀǇƻƴǎΚέ 

hǘƘŜǊǎ ƘŀǾŜ ŘƛǎŎƻǾŜǊŜŘ aŜƭŜǎƪǳΩǘŀ before you. They 

took the weapons with them when they left. 

ά!ƘΦέ 

Turn here. 

Globular lanterns suddenly glowed along the hallway 

to their right. On both sides of the hallway were 

regularly spaced doors. The doors were made from 

an unnatural but sturdy material that the ruineers 

had encountered before in other ruins. They called it 

falsewood because it was crafted to look like wood, 

although its texture was unnaturally smooth. An 
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amber-colored crystal had been set into each door 

where a handle would ordinarily be. 

Pick any room that pleases you. Or you each may if 

take one, if you prefer. Be as greedy as you like! Or 

not. None of them are in use. 

Qualion raised his sword, and with his free hand he 

ǘƻǳŎƘŜŘ ǘƘŜ ƴŜŀǊŜǎǘ ŘƻƻǊΩǎ ŎǊȅǎǘŀƭΦ ¢ƘŜ ŦŀƭǎŜǿƻƻŘ 

door opened, retracting into the wall soundlessly. 

Another lantern globe cast light upon the room 

beyond, which was clearly a barracks. A single table 

with a single chair, both constructed from falsewood, 

sat opposite the door. To either side hung three 

mesh hammocks. They did not look particularly 

sturdyτor comfortable, for that matterτbut they 

must have been, given that they had endured the 

many years since the ̧ƭŘƛΩ¢Ƙŀŀƴ ƭƻǎǘ ǘƘŜƛǊ ƭŀǎǘ ǿŀǊΦ 

As for comfort, what mattered was that the mesh 

ǿƻǳƭŘ ƪŜŜǇ ¸ǊŀƭƪƛΩǎ ǇǊŜŎƛƻǳǎ ƘŜŀŘ ŦǊƻƳ ŎƻƭƭƛŘƛƴƎ ǿƛǘƘ 

the stone walls, even if he woke up and started 

thrashing. 

ά[ƻƻƪǎ ŎƻȊȅΣέ ¢ƻƳŀȊ ǊŜƳŀǊƪŜŘΦ 

άLǘ ǿƛƭƭ ǎŜǊǾŜΣέ [ƛŘƛŀ ǊŜǇƭƛŜŘΦ  {ƘŜ ǇƻƛƴǘŜŘ ǘƻ ŀ 

ƘŀƳƳƻŎƪ ŀǘ ǊŀƴŘƻƳΦ άtǳǘ ƘƛƳ ǘƘŜǊŜΦέ 

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 still-comatose leader. 

The latrine is at the end of the hallway.  I can also 

show you the mess hall, or I can direct one of the 

autonoma to bring you food if you are still hungry. 

¢ƻƳŀȊ ǎŀƛŘΣ ά¸ƻǳ Ǝƻ ŦƛƴŘ ǘƘŜ ƳŜǎǎΦ LΩƭƭ ǿŀƛǘ ƘŜǊŜΦ L 

ƘŀǘŜ ǘƘŜ ǘƘƻǳƎƘǘ ƻŦ ¸Ǌŀƭƪƛ ǿŀƪƛƴƎ ǳǇ ŀƭƻƴŜΦέ 

DŜƴǘƭȅ vǳŀƭƛƻƴ ǇƻƛƴǘŜŘ ƻǳǘΣ άIŜ ǿƻƴΩǘ ƪƴƻǿ ƛŦ ȅƻǳΩǊŜ 

ƘŜǊŜ ƻǊ ŜƭǎŜǿƘŜǊŜΦέ 

ά¦ƴƭŜǎǎ ƘŜ ŘƻŜǎΣέ ¢ƻƳŀȊ ǎŀƛŘΦ ά·ƘŀŦŜǊΣ Ŏŀƴ ȅƻǳ ǘŜƭƭ 

ǳǎ ǿƘŜƴ ƘŜ ŀǿŀƪŜƴǎΚέ 

Yes. 

ά²ƘŜƴ ƘŜ ŘƻŜǎΣ ǿƛƭƭ ȅƻǳ ǘǊȅ ǘƻ ŎƻƴǘŀŎǘ ƘƛƳΚ ¢Ŝƭƭ ƘƛƳ 

that we are here and just waiting for the illithivamps 

ǘƻ ǿŀƴŘŜǊ ŀǿŀȅΦέ 

I shall do my best. 

ά¢Ƙŀƴƪ ȅƻǳΦέ 

* * *  

Even in the absence of ustilagors, vampire illithids, 

and the lightning storms of Sky-Terror, traveling 

upon the surface called for continuous alertness.  

Relaxation was difficult, not to mention ill-advised.  

As a consequence, whenever the ruineers returned 

to the settlements beneath Mount Grysl, they would 

separate in their searches for diversion. Distance 

simplified the process of letting go of the need for 

alertness. 

Without any need for discussion, in the relative 

ǎŀŦŜǘȅ ƻŦ aŜƭŜǎƪŜΩǘǳ ǘƘŜ ǘƘǊŜŜ ŎƻƴǎŎƛƻǳǎ ǊǳƛƴŜŜǊǎ 

went their separate ways, just to get enough 

distance to think about their predicament. None of 

them were convinced that they were fully safe, but 

they all expected that staving off danger would 

require a clear head. 

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 

decided she would rather marry a man who did not 

come with pre-existing children, one of whom was a 

caliban. Their father had been damaged by their 

ƳƻǘƘŜǊΩǎ ŘŜŀǘƘΣ ŀƴŘ ƘŜ ǿŀǎ ōǊƻƪŜƴ ŜƴǘƛǊŜƭȅ ǿƘŜƴ 

someone subsequently chose to leave him. 

Fortunately, though, when her never-to-be-

stepmother left, both Lidia and Tomaz were old 

enough to fend for themselves. They both learned to 

hunt and fish, although Lidia was always better with 

the bow and Tomaz was always better with the rod. 

Lidia taught herself other skills as well. In particular, 

she was the one who broke into the second-story 

window of her never-to-be-ǎǘŜǇƳƻǘƘŜǊΩǎ ƴŜǿ 

ƘǳǎōŀƴŘΩǎ ƘƻǳǎŜΣ ǇƛŎƪŜŘ ǘƘŜ ƭƻŎƪ ƻŦ ǘƘŜ ŎƘŜǎǘ ƛƴ Ƙƛǎ 
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study, and stole away with his small fortune. 

Unfortunately, ǎƘŜ ŘƛŘƴΩǘ ŀŘŜǉǳŀǘŜƭȅ ǇǊŜǇŀǊŜ ŦƻǊ ǘƘŜ 

questions 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. 

{ƘŜ ǿŀƴŘŜǊŜŘ ǘƘŜ Ƙŀƭƭǿŀȅǎ ƻŦ aŜƭŜǎƪǳΩǘŀΣ ǘǊǳǎǘƛƴƎ 

her instinct to guide her.  She knew she was on the 

right track when Xhafer said, 

Miss? Perhaps I can direct you where you would like 

to go? 

άhƘΣ LΩƳ Ƨǳǎǘ ǿŀƴŘŜǊƛƴƎΦέ 

I might recommend that you double back. There is 

nothing of interest to visitors in the direction you are 

currently heading. 

άbƻǘƘƛƴƎ ƻŦ ƛƴǘŜǊŜǎǘ ƛǎ ǿƘŀǘ LΩƳ ƭƻƻƪƛƴƎ ŦƻǊΣέ [ƛŘƛŀ 

lied. She lied knowing that Xhafer would know she 

lied. That was nothing to do with telepathy but 

merely human nature. 

She reached the end of the hallway. There was a 

falsewood door with an inset crystal. When she 

touched the crystal, nothing happened. 

I am sorry, Xhafer said. ¢ƘŀǘΩǎ ŀ ǇǊƛǾŀǘŜ ŀǊŜŀΦ 

άaƳ ƘƳΣέ [ƛŘƛŀ ǎŀƛŘ ŀōǎŜƴǘƭȅ ŀǎ ǎƘŜ ƪƴŜƭǘ ōŜŦƻǊŜ ǘƘŜ 

door. She extracted a set of specialized tools from 

ƘŜǊ ǇƻǳŎƘΦ ¢Ƙƛǎ ǿŀǎƴΩǘ ǘƘŜ ŦƛǊǎǘ ǘƛƳŜ ǎƘŜ ƘŀŘ 

ŜƴŎƻǳƴǘŜǊŜŘ ¢Ƙŀŀƴ ǇǎƛǘŜŎƘΤ ŦŀǊ ŦǊƻƳ ƛǘΦ άLΩƳ ǎǳǊŜ ƛǘ 

ƛǎΦέ 

* * *  

Like Lidia, Qualion Rathenas found his own 

destination, although his instincts led him in a 

ŘƛŦŦŜǊŜƴǘ ŘƛǊŜŎǘƛƻƴΦ CǊƻƳ ƻǳǘǎƛŘŜ ƻŦ aŜƭŜǎƪǳΩǘŀΣ Ƙƛǎ 

eyesight had revealed that the overall structure 

extended a short distance up the slope of Mount 

Grysl. He followed corridors which sloped upward, 

ƴƻǘƛƴƎ ǘƘŀǘ aŜƭŜǎƪǳΩǘŀ ƘŀŘ ǾŜǊȅ ŦŜǿ ǎǘŜǇǎΦ tŜǊƘŀǇǎ 

the automata did more poorly on steps than slopes. 

Sir? Is there someplace in particular that you wish to 

go? 

άLΩƳ ŜȄǇƭƻǊƛƴƎΣέ vǳŀƭƛƻƴ ǎŀƛŘΦ άL ƭƛƪŜ ƘƛƎƘ ǇƭŀŎŜǎΦ ¢ƘŜȅ 

let me see farther. I want to keep an eye on the 

ƛƭƭƛǘƘƛǾŀƳǇǎΦέ 

Oh. Xhafer paused. In that case, I shall direct you to 

ǘƘŜ {ƻǊŎŜǊŜǊΩǎ ¢ƻǿŜǊ. 

¢Ƙŀǘ ŎŀǳƎƘǘ vǳŀƭƛƻƴΩǎ ŀǘǘŜƴǘƛƻƴΦ ά¢ƘŜ {ƻǊŎŜǊŜǊΩǎ 

¢ƻǿŜǊΚέ ƘŜ ǊŜǇŜŀǘŜŘΦ ά¢ƘŜ {ƻǊŎŜǊŜǊ ƛǎƴΩǘ ǎǘƛƭƭ ǘƘŜǊŜΣ 

ƛǎ ƘŜΚέ 

bƻΦ !ƴŘ ǘƘŜǊŜ Ƴŀȅ ƴŜǾŜǊ ƘŀǾŜ ōŜŜƴ ŀ ǎƻǊŎŜǊŜǊΦ ¢ƘŀǘΩǎ 

just what we called that tower to distinguish it from 

the other. 

ά²Ƙŀǘ ŘƛŘ ȅƻǳ Ŏŀƭƭ ǘƘŜ ƻǘƘŜǊΚέ 

¢ƘŜ tǎƛƻƴΩǎ ¢ƻǿŜǊΣ ƻŦ ŎƻǳǊǎŜΦ 

άhŦ ŎƻǳǊǎŜΦέ 

Follow the lanterns. I 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 

there was no need to push forward. He decided to 

ǘǊǳǎǘ ·ƘŀŦŜǊΩǎ ƎǳƛŘŀƴŎŜΦ {ŜǾŜǊŀƭ ƳƛƴǳǘŜǎ ƭŀǘŜǊΣ ƘŜ 

reached a rounded room which appeared to be the 

base of the tower. 

ά!ǊŜ ǘƘŜǊŜ ǎǘŀƛǊǎΚέ vǳŀƭƛƻƴ ŀǎƪŜŘ ōŜŎŀǳǎŜ ƘŜ ŎƻǳƭŘ 

see none. Nor were there any ladders. There was 

merely a large circular hole in the ceiling. 

Use the floating pathway. Step into the center of the 

room. 

ά5ƛǊŜŎǘƭȅ ōŜƴŜŀǘƘ ǘƘŜ ƘƻƭŜΚέ 

Yes. 

ά!ƴŘ Ƙƻǿ ǿƛƭƭ L ƎŜǘ ŘƻǿƴΚέ 

I will reverse the pathway whenever you wish. Or 

hold your arms outside of the pathway to give 

ȅƻǳǊǎŜƭŦ ǎƻƳŜ ŘƻǿƴǿŀǊŘ ǿŜƛƎƘǘΦ LǘΩǎ ŦǳƴΦ ²Ŝ ǳǎŜŘ ǘƻ 

spend whole afternoons bobbing in midair. 
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Qualion did not comment. With trepidation he 

stepped beneath the hole in the ceiling and felt 

ƘƛƳǎŜƭŦ ƎǊƻǿ ǿŜƛƎƘǘƭŜǎǎΦ .ŜŦƻǊŜ ƧƻƛƴƛƴƎ ǿƛǘƘ ¸ǊŀƭƪƛΩǎ 

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. 

There, Xhafer said. 

It was still daytime, pinkly illuminated by the 

ƘƻǊƛȊƻƴΩǎ ƎƭƻǿΦ 

άL ŘƻƴΩǘ ǎŜŜ ŀƴȅ ƛƭƭƛǘƘƛŘǾŀƳǇǎΦ 5ƻ ǘƘŜȅ ƘŀǾŜ ŀ ƭŀƛǊ 

ƴŜŀǊōȅΚέ 

L ƘŀǾŜ ǾŜǊȅ ƭƛƳƛǘŜŘ ǇŜǊŎŜǇǘƛƻƴ ōŜȅƻƴŘ aŜƭŜǎƪǳΩǘŀΣ ǎƻ 

I would not know. 

The horizon-glow gave Qualion a good view of the 

ǿŀƭƭǎ ƻŦ aŜƭŜǎƪǳΩǘŀΣ ƛƴŎƭǳŘƛƴƎ ōǊŀǎǎ ǘǳōŜǎ ƳƻǳƴǘŜŘ 

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. 

ά¢ƘƻǎŜ ǘǳōŜǎΚ  ²Ƙŀǘ ŀǊŜ ǘƘŜȅΚέ 

They are remote-viewing devices. They are how I can 

see what little I can see beyond the walls.  However, 

only some of them still function. 

ά5ƻ ȅƻǳ ǎŜŜ ŀƴȅ ǘƘǊŜŀǘǎ ƴŜŀǊōȅΚέ 

Two of the tubes swivelled in the direction where the 

vampire illithids had been moving earlier. 

I do not. 

άDƻƻŘΦ !ƭǎƻΦ ²Ƙŀǘ ƛǎ thatΚέ 

Qualion pointed to an open area. It was at the far end 

of the compound from where they had entered, but 

ƛǘ ǿŀǎ ŀƭƳƻǎǘ ŘƛǊŜŎǘƭȅ ōŜƭƻǿ ǘƘŜ {ƻǊŎŜǊŜǊΩǎ ¢ƻǿŜǊΦ 

The back courtyard. 

ά!ƴŘ ŀǊŜ ǘƘƻǎŜ ǎƪŜƭŜǘƻƴǎΚέ 

Yes. The automata cannot dig through rock, so the 

back courtyard is where I direct them to place the 

bodies of those who die here. 

άIƳƳΦ ¸ƻǳ ƪƴƻǿΣ ·ƘŀŦŜǊΣ ƛǘ ƭƻƻƪǎ ǘƻ ƳŜ ƭƛƪŜ ǉǳƛǘŜ ŀ 

ŦŜǿ ǇŜƻǇƭŜ ƘŀǾŜ ŘƛŜŘ ƘŜǊŜΦέ 

L ƘŀǾŜ ōŜŜƴ ƛƴ aŜƭŜǎƪǳΩǘŀ ŦƻǊ Ƨǳǎǘ ǎƘȅ ƻŦ ŀ ŎŜƴǘǳǊȅ ŀƴŘ 

ŀ ƘŀƭŦΦ tŜƻǇƭŜ ŘƛǎŎƻǾŜǊ aŜƭŜǎƪǳΩǘŀ ŜǾŜǊȅ ŘŜŎŀŘŜ ƻǊ 

two. It would happen more often if psychics could 

find us, I am sure. 

ά9ȄŎŜǇǘ ǘƘŀǘ aŜƭŜǎƪǳΩǘŀ ƛǎ ŀ ǘƻǊǘǳǊŜ ŎƘŀƳōŜǊ ŦƻǊ 

psychics. Yes. But non-psychics sometimes choose to 

ǎǘŀȅ ƘŜǊŜΚέ 

Yes. Not always, but sometimes. I can provide food 

and safety, after all, and neither one is guaranteed 

below the surface. 

άhǊ ǳǇƻƴ ƛǘΦ IŀǾŜ ȅƻǳ ǎŜŜƴ ŀƴȅ ǎƛƎƴ ƻŦ ǘƘƻǎŜ 

ƛƭƭƛǘƘƛǾŀƳǇǎ ȅŜǘΚέ 

No. But I cannot perceive things nearly as well 

ƻǳǘǎƛŘŜ ƻŦ aŜƭŜǎƪǳΩǘŀΦ L ŎŀƴΩǘ ǳǎŜ ǘŜƭŜǇŀǘƘȅ ŀǘ ǘƘŀǘ 

range, so I have to rely upon my far-crystals. 

άL ǎŜŜΦ CƻǊǘǳƴŀǘŜƭȅ ŦƻǊ ǳǎ ȅƻǳ ŘƻƴΩǘ ǎŜŜƳ ǘƻ ƳƛƴŘ 

ŎƻƳǇŀƴȅΦέ 

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

vǳŀƭƛƻƴ ƎŀǾŜ ŀ ǾƛǎƛōƭŜ ǎƘƛǾŜǊΦ άLǘΩǎ ŎƻƭŘ ǳǇ ƘŜǊŜΦ LΩƳ 

ǊŜŀŘȅ ǘƻ Ǝƻ ōŀŎƪ ƛƴǎƛŘŜΦέ 

The floating pathway has been reversed. 

When Qualion stepped into the circle at the center 

ƻŦ ǘƘŜ {ƻǊŎŜǊŜǊΩǎ ¢ƻǿŜǊΣ ƘŜ ŦƭƻŀǘŜŘΣ ƛƴǎǘŜŀŘ ƻŦ 

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 

courtyard.  Fortunately, though, he was native to 

Sithicus, where one learned very quickly to close 

away feelings of despair and apathy and guilt. He had 

also survived for years in Bluetspur, where one 

learned equally ǉǳƛŎƪƭȅ ǘƻ ŘŜŦŜƴŘ ƻƴŜΩǎ ǘƘƻǳƎƘǘǎΦ 
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Qualion was very good at hiding the moment when 

he slipped over the edge. 

* * *  

Tomaz went directly to the mess. He got another cup 

of tea and another serving of flatbread rolls.  He 

ǿŀǎƴΩǘ ǊŜŀƭƭȅ ƘǳƴƎǊȅΣ ōǳǘ ƘŜ ŜƴƧƻȅŜŘ ƘŀǾƛƴƎ ŦƻƻŘΣ 

and he was curious to learn whether Xhafer would 

ǇǊŜǾŜƴǘ ƘƛƳΦ ¢ƘŜ ŦƻƻŘ ǎǳǇǇƭȅ ŎƻǳƭŘƴΩǘ ōŜ ƛƴŦƛƴƛǘŜΣ ōǳǘ 

how tight was it? 

The tea was still good. The flatbread roll was still 

good. Tomaz took a small bite and washed it down 

ǿƛǘƘ ŀ ƭƻƴƎ ǎƛǇΦ ¢ƘŜƴ ƘŜ ǎŀƛŘΣ ά·ƘŀŦŜǊΣ ǿŜ ƴŜŜŘ ǘƻ 

ǘŀƭƪΦέ 

I would be delighted to. 

ά²Ƙƻ ŀǊŜ ȅƻǳΚέ 

I am Xhafer. 

ά!ǊŜ ȅƻǳ ƘǳƳŀƴΚέ 

¸ŜǎΦ L ŀƳ ¸ƭŘƛΩ¢ƘŀŀƴΣ ƛƴ ŦŀŎǘΦ 

ά/ƭŜŀǊƭȅ ȅƻǳ ŀǊŜ ŀ ǘŜƭŜǇŀǘƘΣ ŀƭǘƘƻǳƎƘ ƴƻǘ ŀ ǾŜǊȅ 

strong one. I notice that you speak to us in Thaani, 

not in meanings, if you follow me. I also notice that 

ȅƻǳ ƘŀǾŜƴΩǘ ŎŀƭƭŜŘ ŀƴȅ ƻŦ ǳǎ ōȅ ƴŀƳŜΦ !ƭƭ ƻŦ ǿƘƛŎƘ 

ǘŜƭƭǎ ƳŜ ǘƘŀǘ ȅƻǳ ŎŀƴΩǘ ǇǳǎƘ ŦŀǊ ƛƴǎƛŘŜ ƻǳǊ ƘŜŀŘǎΦέ 

I prefer to respect your privacy. 

άL ŀǇǇǊŜŎƛŀǘŜ ǘƘŀǘΣ ·ƘŀŦŜǊΦ aȅ ƴŀƳŜ ƛǎ ¢ƻƳŀȊΣ ōȅ ǘƘŜ 

ǿŀȅΦ {ƻ ȅƻǳ ŀǊŜ ŀ ǘŜƭŜǇŀǘƘΣ ōǳǘ ȅƻǳ ŀǊŜƴΩǘ ǎǘǊƛǇǇŜŘ 

ƻŦ ȅƻǳǊ ǎŜƴǎŜǎΦ ²Ƙȅ ƴƻǘΚέ 

Tomaz noticed a slight pause before Xhafer replied, 

My circumstances are unusual. 

ά²Ƙŀǘ ƛǎ ȅƻǳǊ ŎƛǊŎǳƳǘŀƴŎŜΚέ 

L ǎǳǇŜǊǾƛǎŜ aŜƭŜǎƪǳΩǘŀΦ 

άIƻǿ ƭƻƴƎ ƘŀǾŜ ȅƻǳ ŘƻƴŜ ǎƻΚέ 

One hundred and forty-nine years. Approximately. 

ά¸ƻǳ Ƴǳǎǘ ƎŜǘ ƭƻƴŜƭȅΦέ 

Of course. Fortunately, I do have occasional visitors 

such as yourself. 

ά5ƛŘ ȅƻǳ ƘŀǾŜ ŀƴȅ ǉǳŜǎǘƛƻƴǎ ŦƻǊ ƳŜΚέ 

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

However, I must confess that I am eager for any news 

of the Second Illithid War. 

Tomaz chuckled. He took a large bite of flatbread roll. 

He took a long sip of tea, emptying his cup. 

ά{ƻǊǊȅΣέ ƘŜ ǎŀƛŘΦ άLΩƳ ǎǘŀƭƭƛƴƎΦ ¢ƘŜ ǿŀȅ L ǎŜŜ ǘƘƛƴƎǎΣ 

the Second Illithid War ended many generations ago. 

LǘΩǎ ƘŀǊŘ ǘƻ ǎŀȅ Ƙƻǿ ƭƻƴƎΦ ¢ƛƳŜ ƛǎ ƘŀǊŘ ǘƻ ǘǊŀŎƪ ǿƘŜƴ 

ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ǊŜŀƭ Řŀȅǎ ŀƴŘ ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ǊŜŀƭ 

ǎŜŀǎƻƴǎΦ wŜƎŀǊŘƭŜǎǎΦ ¢ƘŜ ¸ƭŘƛΩ¢Ƙŀŀƴ ƭƻǎǘΦέ 

I assume the survivors continue to fight. 

ά{ƻƳŜ ƻŦ ǘƘŜƳΦ {ƻƳŜ Ƨǳǎǘ ǘǊȅ ǘƻ ǎǳǊǾƛǾŜΦέ 

Is there any hope for victory? There was desperation 

ƛƴ ·ƘŀŦŜǊΩǎ ƳŜƴǘŀƭ ǾƻƛŎŜΦ CƻǊ ǘƘŜ ŦƛǊǎǘ ǘƛƳŜ ¢ƻƳŀȊ 

was convinced that Xhafer really was human. 

ά²ŜƭƭΣ ǘƘŜǊŜ ǿŀǎ ǘƘŜ {ŜŎƻƴŘ wŜƭŜŀǎŜΦ ! ȅŜŀǊ ƻǊ ǎƻ ŀ 

ōŀƴŘ ƻŦ ¸ŀǊΩ¢ƘŀŀƭŀŘŀƴ ŦǊŜŜŘ ŀ ōǳƴŎƘ ƻŦ ǇŜƻǇƭŜ ŦǊƻƳ 

ǘƘŜ /ƛǘŀŘŜƭ {ǳōǘŜǊǊŜƴŜ ƛǘǎŜƭŦΦέ 

Was there a First Release? 

ά¢ƘŜ DǊŜŀǘ wŜƭŜŀǎŜΦ ¸ŜǎΦ !ōƻǳǘ ǘǿŜƴǘȅ ȅŜŀǊǎ 

ōŜŦƻǊŜΦέ 

Is there a Third Release planned? 

άbƻǘ ǘƘŀǘ L ƪƴƻǿ ƻŦΦ .ǳǘ L ǿƻǳƭŘƴΩǘ ƪƴƻǿΦέ 

!ƴŘ ǘƘŜǎŜ ¸ŀǊΩ¢ƘŀŀƭŀŘŀƴΚ ¢ƘƻǎŜ-Who-Are-Yet-

Sapient? Who are they? 

ά¸ƭŘƛΩ¢ƘŀŀƴΣ ƳƻǎǘƭȅΦ CƻǊŜƛƎƴŜǊǎ ƭƛƪŜ ƳȅǎŜƭŦ ǿƘƻ ƘŀǾŜ 

gotten trapped here. Shattered Ones who escaped 

ŦǊƻƳ ǘƘŜ /ƛǘŀŘŜƭΦ !ƴȅƻƴŜ ǿƘƻ ƛǎƴΩǘ ƻƴ ǘƘŜ ǎƛŘŜ ƻŦ ǘƘŜ 

ƛƭƭƛǘƘƛŘǎΣ ǊŜŀƭƭȅΦέ 

This is why your companion asked earlier about 

weapons, yes? So you could use them to fight the 

illithids? 
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άbƻǘ ǊŜŀƭƭȅΦ ²ŜΩǊŜ ǊǳƛƴŜŜǊǎΦ ²Ŝ ŘƻƴΩǘ ŀŎǘǳŀƭƭȅ ǘǊȅ ǘƻ 

fight the illithids, although sometimes we have to. 

bƻΣ ǿŜ ǎŎƻǳǊ ǘƘŜ Ǌǳƛƴǎ ƻŦ ǘƘŜ ¸ƭŘƛΩ¢Ƙŀŀƴ ƛƴ ǎŜŀǊŎƘ ƻŦ 

weapons and other valuables so that we can trade 

them to the various settlements beneath the 

surŦŀŎŜΦ LǘΩǎ ŀ ƘŀǊŘ ƭƛŦŜΣ ōǳǘ ƛǘ ōŜŀǘǎ ƘǳŘŘƭƛƴƎ ōŜƴŜŀǘƘ 

the surface and never seeing the sun. Or what passes 

ŦƻǊ ǘƘŜ ǎǳƴ ƘŜǊŜΦέ 

I miss the sun. 

άaŜ ǘƻƻΣ ·ƘŀŦŜǊΦ aŜ ǘƻƻΦέ 

Tomaz? 

ά¸ŜǎΚέ 

I apologize. The woman is going where she 

ǎƘƻǳƭŘƴΩǘτ 

ά{ƘŜ ŘƻŜǎ ǘƘŀǘΦέ 

τŀƴŘ L ŎŀƴΩǘ ǎǘƻǇ ƘŜǊΦ {ƘŜΩǎ ǇǊƻōŀōƭȅ ƎƻƛƴƎ ǘƻ ǎǘŀǊǘ 

screaming any minute now, but I promise you, I am 

not hurting her. 

* * *  

Qualion Rathenas had no particular liking for 

Bluetspur, but then he had no particular liking for his 

homeland either.  He had not forgotten the night 

that his small village had been caught between two 

warring tribes of the Iron Hills. Everybody in the 

villageτeverybody who had not been killed in the 

initial attack, anywayτhad been locked inside the 

old granary, a stone building in the heart of the 

village.    There were too many people to fit within its 

walls, but their captors shoved until bones broke and 

everyone was inside. Worse yet, the summer had 

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 in fits 

outside the stone walls. Finally, a miracle happened, 

and warriors from Hroth drove the tribes back into 

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

including Qualion Rathenas. He had stood by while 

the Hrothans laid out the bodies of his family and 

neighbors, all in neat rows, much like the bodies in 

the back courtyard. 

Qualion had not forgotten, but he remembered as 

little and as rarely as possible. 

Yralki still lay insensate in the hammock. Qualion 

unhooked the hammock from the wall and lowered 

it gently to the ground before unhooking the other. 

IŜ ǎŀƛŘΣ ά/ƻƳŜ ƻƴΣ ōƻǎǎ ƳŀƴΦ ²Ŝ ŀǊŜ ƎŜǘǘƛƴƎ ƻǳǘ ƻŦ 

ƘŜǊŜΦ [ƛŘƛŀ ŀƴŘ ¢ƻƳŀȊ ǿƛƭƭ ŎŀǘŎƘ ǳǇ ǿƘŜƴ ǘƘŜȅ ŎŀƴΦέ 

* * *  

Lidia did not scream. She stared at the mummified 

corpse and scowled. 

ά·ƘŀŦŜǊΚ Lǎ ǘƘƛǎ ȅƻǳΚέ 

Χ Yes. 

άL ŘƻƴΩǘ ǿƛǎƘ ǘƻ ōŜ ƛƴŘŜƭƛŎŀǘŜΣ ōǳǘΧ ȅƻǳ Řƻ ǊŜŀƭƛȊŜ 

ǘƘŀǘ ȅƻǳΩǊŜ ŘŜŀŘΣ ǊƛƎƘǘΚέ 

I do. 

άDƻƻŘΦ L ƘŀǘŜ ǘƻ ǘƘƛƴƪ ƻŦ ȅƻǳ ƭȅƛƴƎ ǘƘŜǊŜ ǿƛǘƘƻǳǘ 

ŀƴȅōƻŘȅ ōƻǘƘŜǊƛƴƎ ǘƻ ǘŜƭƭ ȅƻǳΦέ 

I knew. I had to flee entirely into the psitech when it 

happened. Fortunately I had already grown 

accustomed to living partially in the crystals. Death 

was just more of the same. 

ά5ƻ ȅƻǳ ǿŀƴǘ ƳŜ ǘƻ ǊŜƳƻǾŜΧ ŀƭƭ ǘƘƻǎŜ ǘǳōŜǎ ŀƴŘ 

ǎǳŎƘΚ DƛǾŜ ȅƻǳ ŀ ǇǊƻǇŜǊ ōǳǊƛŀƭΚέ 

Xhafer laughed. Ironically, I was just talking with one 

of your companions about the back courtyard. But, 

ƴƻΣ ǘƘŀƴƪ ȅƻǳΦ tƭŜŀǎŜ ƭŜŀǾŜ ƳŜ ōŜΦ LΩƳ ŀŦǊŀƛŘ ǘƻ 

ŘƛǎǘǳǊō ŀƴȅǘƘƛƴƎΦ L ƪƴƻǿ ǘƘŀǘ LΩƳ ŀƭǊŜŀŘȅ ŘŜŀŘΣ ōǳǘ L 

would rather not be destroyed. 

άL ǘƘƛƴƪ L ǳƴŘŜǊǎǘŀƴŘΦ  ·ƘŀŦŜǊΣ ǘƘŀǘΩǎ ǊŜŀƭƭȅΧέ {ƘŜ 

could not think of a word that was sufficiently  
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ƘƻǊǊƛŦƛŎΦ  άΧ ƴƻǘ ƎƻƻŘΦ ²Ƙƻ ŘƛŘ ǘƘƛǎ ǘƻ ȅƻǳΚ ²ŀǎ ƛǘ 

ǘƘŜ ƛƭƭƛǘƘƛŘǎΚέ 

²ƘŀǘΚ  bƻΗ  Lǘ ǿŀǎ ǘƘŜ ǊŜǎǘ ƻŦ Ƴȅ ǎǉǳŀŘΦ .ǳǘ ƛǘΩǎ ŦƛƴŜΦ 

We all knew that one of us would have to stay. I drew 

ǘƘŜ ǎƘƻǊǘ ǎǘǊŀǿΣ ǘƘŀǘΩǎ ŀƭƭΦ 

άL ŎŀƴΩǘ ōŜƭƛŜǾŜ ȅƻǳΩǊŜ ǎƻ ŎŀƭƳ ŀōƻǳǘ ǘƘƛǎΦέ 

LΩǾŜ ƘŀŘ ŀ ŎŜƴǘǳǊȅ ŀƴŘ ŀ ƘŀƭŦ ǘƻ ŀŘƧǳǎǘΦ 

άL ǎǳǇǇƻǎŜΦ .ǳǘ ǎǘƛƭƭΦ ²Ƙȅ ŘƛŘ ǎƻƳŜƻƴŜ ƘŀǾŜ ǘƻ ǎǘŀȅΚέ 

To drive the not-here field to screen out the illithids. 

aȅ ǎǉǳŀŘ ǎǘǳƳōƭŜŘ ŀŎǊƻǎǎ aŜƭŜǎƪǳΩǘŀ ŀŦǘŜǊ ŀ 

skirmish. This was toward the beginning of the 

Second Illithid War, after the Silent Masters had 

psychoported the heart of Thaan-Saanu to their 

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

their disposal to allow them to shift two mountains 

and all the land between and beneath. The illithids 

and their servitors were pouring out from below. We 

were trying desperately to reorganize. So many 

people did not survive the translation. We all knew 

that the situation was bad. Terribly bad. 

ά{ƻ ǿŜ Ǝƻǘ ŀƳōǳǎƘŜŘ ōȅ ǘƘŜ ƛƭƭƛǘƘƛŘǎΣ ŀƴŘ ƛǘ ǿŀǎ ŎƭŜŀǊ 

that our company would be largely destroyed, so my 

squad did what we had been ordered to do, and we 

retreated. We got cut off from the others, and we 

ǎǘǳƳōƭŜŘ ŀŎǊƻǎǎ aŜƭŜǎƪǳΩǘŀΦ !ǘ ŦƛǊǎǘ ǿŜ ŀǎǎǳƳŜŘ ƛǘ 

was a military base, and I suppose it was, because it 

had barracks and weapons and such. But it was really 

a research facility. We assumed it had been 

abandoned when Thaan got psychoported. The 

ƛƭƭƛǘƘƛŘǎ ŎƻǳƭŘ ǎƘƛŦǘ ǘƘŜ ƭŀƴŘΣ ōǳǘ ǘƘŜȅ ŎƻǳƭŘƴΩǘ ǎƘƛŦǘ 

most of the people. We all hoped that the 

aŜƭŜǎƪǳΩǘŀƴǎ Ǝƻǘ ƭŜŦǘ ōŜƘƛƴŘΣ ŀƴȅǿŀȅΣ ōŜŎŀǳǎŜ ǘƘŜ 

alternative is that they were lost in transition. 

Psychoportation is very dangerous if you lose control. 

You can spread your essential components across 

multiple realms, andτ 

άwŜǎŜŀǊŎƘ ŦŀŎƛƭƛǘȅΣέ [ƛŘƛŀ ǇǊƻƳǇǘŜŘΦ 

¸ŜǎΦ ¸ŜǎΦ {ƻ ǿŜ ŦƻǳƴŘ aŜƭŜǎƪǳΩǘŀΣ ǿƘƛŎƘ ǿŀǎ Ŧǳƭƭ ƻŦ 

incomplete weapons and defenses. Some of it was 

completely beyond our comprehension, because it 

had involved the fusion of psi and wizardry. Very 

much on the sharpest edge of what could be done, 

ŀƴŘ ǿŜ ŘƛŘƴΩǘ ƘŀǾŜ ŀƴȅ ǿƛȊŀǊŘǎ ƛƴ ǘƘŜ ǎǉǳŀŘΦ .ǳǘ ǿŜ 

did have someone whose talent was psychometryτ

ǘƘŀǘΩǎ ƻōƧŜŎǘ ǊŜŀŘƛƴƎτ 

άL ƪƴƻǿΣέ [ƛŘƛŀ ǎŀƛŘΦ tǎȅŎƘƻƳŜǘǊƛǎǘǎ ǿŜǊŜ ƛƳǇƻǊǘŀƴǘ 

ŦƻǊ ŜǾŀƭǳŀǘƛƴƎ ǊǳƛƴŜŜǊǎΩ ǎŀƭǾŀƎŜΦ 

τwho could tell us what the psitech was intended to 

do. The furthest along was the not-here field, and of 

course we really liked the idea of being able to hide 

ŦǊƻƳ ǘƘŜ ƛƭƭƛǘƘƛŘǎΦ ¢ƘŜǊŜ ǿŀǎƴΩǘ ƳǳŎƘ ǿƻǊƪ ȅŜǘ ǘƻ Řƻ 

to bring up the not-here field. The researchers left 

notes that we could follow. I mean, they were really 

close to finishing. And so we finished it. We just 

needed someone to drive the field. 

As I said, I drew the short straw. But, really, I was the 

lucky one. 

I regained consciousness inside the crystals. I was 

already hooked into the not-here field and driving it, 

but in order to communicate with the outside world, 

I needed more time to learn how to affix myself to 

some of the other psi-tech. My telepathy was not 

ǿƻǊƪƛƴƎΣ ȅƻǳ ǎŜŜΦ L ŎƻǳƭŘƴΩǘ ŎƻƴǘŀŎǘ ŀƴȅōƻŘȅΦ 

άIƻǿ ƭƻƴƎ ƘŀŘ ȅƻǳ ōŜŜƴ ǳƴŎƻƴǎŎƛƻǳǎΚέ [ƛŘƛŀ ŀǎƪŜŘΦ 

Eleven days. Plenty of time for the rest of my squad 

to die of thirst while they lay insensate on the floor 

ŀǊƻǳƴŘ ƳŜΦ ²Ŝ ǿŜǊŜ ŀƭƭ ¸ƭŘƛΩ¢ƘŀŀƴΦ ²Ŝ ǿŜǊŜ ŀƭƭ 

psychic to one degree or another. 

Lidia looked with mild concern at the floor as if she 

might find bodies still there, less well-preserved than 

·ƘŀŦŜǊΩǎ ǿŀǎΦ 

Once I gained control of the automata, one of their 

first tasks was burying the bodies. Well, not burying. 

But placing them respectfully in the back courtyard. 

ά±ŜǊȅ ǿŜƭƭΣ ǎƻ ȅƻǳ ŎƻǳƭŘƴΩǘ ǎŀǾŜ ǘƘŜƳΣ ōǳǘ ǿƘȅ ŎŀƴΩǘ 

you just turn off this not-here field for a bit?  Just 

ŜƴƻǳƎƘ ǘƻ ƭŜǘ ¸Ǌŀƭƪƛ ǊŜŎƻǾŜǊ ŀƴŘ ƭŜŀǾŜΚέ 

Because I might not be able to turn it back on again. 

Because I might die. 
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ά!ǊŜ ȅƻǳ ǎǳǊŜΚ .ŜŎŀǳǎŜτέ 

ά[ƛŘΗ ¢ƘŜǊŜ ȅƻǳ ŀǊŜΗ ·ƘŀŦŜǊΣ ǎƘŜ ƛǎƴΩǘ ǎŎǊŜŀƳƛƴƎΦέ 

ά{ŎǊŜŀƳƛƴƎΚ ²Ƙȅ ǿƻǳƭŘ L ǎŎǊŜŀƳΚέ 

{ƘŜ ŘƛŘƴΩǘ ǎŎǊŜŀƳΦ LΩƳ ǎƻǊǊȅΦ L ǘƘƻǳƎƘǘ ǎƘŜ ǿƻǳƭŘΦ 

¢ƻƳŀȊ ƭƻƻƪŜŘ Řƻǿƴ ŀǘ ǘƘŜ ƛƴǘǳōŀǘŜŘ ŎƻǊǇǎŜΦ ά¸ƻǳ 

ǘƘƻǳƎƘǘ ŀ ŘŜŀŘ ōƻŘȅ ǿƻǳƭŘ ƳŀƪŜ ƘŜǊ ǎŎǊŜŀƳΚέ 

Yes. 

άIǳƘΦ bƻΦ L ŎƻǳƭŘ ƘŀǾŜ ǘƻƭŘ ȅƻǳ ǘƘŀǘΦ {ŀȅΣ ·ƘŀŦŜǊΣ ƛǎ 

ǘƘŀǘ ōƻŘȅ ȅƻǳǊǎΚέ 

Yes. 

άaȅ ŎƻƴŘƻƭŜƴŎŜǎΦέ 

Thank you? 

[ƛŘƛŀ ǎŀƛŘΣ ά·ƘŀŦŜǊ ŀƴŘ L ƘŀǾŜ ōŜŜƴ ǘŀƭƪƛƴƎΦ [ŜǘΩǎ ŦƛƴŘ 

Qual, and Xhafer can catch you and him up on the 

ǎƛǘǳŀǘƛƻƴ ōƻǘƘ ŀǘ ƻƴŎŜΦέ 

ά±ŜǊȅ ǿŜƭƭΦ ·ƘŀŦŜǊΣ ǿƘŜǊŜ ƛǎ vǳŀƭƛƻƴΚέ 

LΧ ŘƻƴΩǘ ƪƴƻǿΦ IŜΩǎ ōƭƻŎƪƛƴƎ Ƴȅ ǘŜƭŜǇŀǘƘȅΦ LΩƳ 

looking for him on my remote crystals, but I have not 

found him yet. 

[ƛŘƛŀ ŀƴŘ ¢ƻƳŀȊ ŜȄŎƘŀƴƎŜŘ ŀ ƭƻƻƪΣ ŀƴŘ ǘƘŜȅ ŘƛŘƴΩǘ 

need to exchange a word. They both turned and 

ōƻƭǘŜŘ ƻǳǘ ƻŦ ǘƘŜ ŎƘŀƳōŜǊ ǿƘŜǊŜ ·ƘŀŦŜǊΩǎ ŎƻǊǇǎŜ 

hung in its crystalline web. 

ά/ƘŜŎƪ ƻǳǊ ǊƻƻƳΗέ [ƛŘƛŀ ŎǊƛŜŘΦ 

IŜΩǎ ƴƻǘ ǘƘŜǊŜΦ .ǳǘ ƴŜƛǘƘŜǊ ƛǎ ȅƻǳǊ ŎƻƳǇŀƴƛƻƴΦ 

ά¸ǊŀƭƪƛΩǎ ŀǿŀƪŜΚέ 

bƻΦ IŜΩǎ ƴƻǘΦ 

The siblings burst into the room that they had 

claimed. It was, indeed, empty of both Qualion and 

Yralki, not to mention the hammock where they had 

left Yralki. 

ά²Ƙŀǘ ŘƻŜǎ ƘŜ ǘƘƛƴƪ ƘŜΩǎ ŘƻƛƴƎΚέ [ƛŘƛŀ ŘŜƳŀƴŘŜŘΦ 

ά9ǎŎŀǇƛƴƎ ǿƛǘƘ ƻǳǊ ōƻǎǎ ƳŀƴΣέ ¢ƻƳŀȊ ǊŜǇƭƛŜŘΦ 

ά·ƘŀŦŜǊΣ Ŏŀƴ ȅƻǳ ŘƛƳ ŀƭƭ ƻŦ ȅƻǳǊ ƭŀƴǘŜǊƴǎ ŜȄŎŜǇǘ ǘƘŜ 

ƻƴŜǎ ƭŜŀŘƛƴƎ ǘƻ ǘƘŜ ŦǊƻƴǘ ŎƻǳǊǘȅŀǊŘΚέ 

I can, Xhafer said, and he did. 

ά¢ƘŀǘΩǎ ƴƻǘ ƎƻƛƴƎ ǘƻ ǎƭƻǿ vǳŀƭ Řƻǿƴ ƳǳŎƘΣέ [ƛŘƛŀ 

ǎŀƛŘΦ ά¸ƻǳ ƪƴƻǿ ƘŜΩǎ Ǝƻǘ ŜƭŦ ŜȅŜǎΦέ 

άtǊƻōŀōƭȅ ƴƻǘΣ ōǳǘ ƛǘ ƳƛƎƘǘΣ ŀƴŘ ƛǘ ƘŜƭǇǎ ƎǳƛŘŜ ǳǎ 

ǿƘŜǊŜ ǿŜΩǊŜ ƎƻƛƴƎΦέ 

IŜΩǎ ƛƴ ǘƘŜ ŎƻǳǊǘȅŀǊŘΗ IŜΩǎ ŘƻƛƴƎ something to the 

front gate. 

¢ƻƳŀȊ ǎŀƛŘΣ ά¢ƘƻǎŜ ǿƻǳƭŘ ōŜ Ƙƛǎ ǘŜƪŜ ƎǊŜƴŀŘŜǎΦ LŦ 

you want to keep your front gate, then open it.  Now. 

hǊ ŜƭǎŜ ƘŜΩǎ ƎƻƛƴƎ ǘƻ ƻǇŜƴ ƛǘ ŦƻǊ ȅƻǳΦέ !ƴŘ ŜȄǇŜƴŘ 

some valuable armament in the process. 

But if I openτ 

ά5ƻ ƛǘΗέ [ƛŘƛŀ ǎŀƛŘΦ 

They reached the courtyard. Every lantern in the 

courtyard was flashing. Tomaz and Lidia did not 

know whether it was an attempt to distract Qualion 

ƻǊ ƳŜǊŜƭȅ ŀ ǎƛƎƴ ƻŦ ·ƘŀŦŜǊΩǎ ǇŀƴƛŎΦ 

Qualion heard them coming and called out over his 

ǎƘƻǳƭŘŜǊΦ ά¢ƘŜ ƛƭƭƛǘƘƛǾŀƳǇǎ ŀǊŜ ƎƻƴŜΗ  DƻƴŜΗ  ²Ŝ Ŏŀƴ 

ōǊŜŀƪ ƻǳǘ ƻŦ ƘŜǊŜΗέ ¢ƘŜȅ ŎƻǳƭŘ ƘŜŀǊ ǘƘŜ ǿƛƭŘƴŜǎǎ ƛƴ 

his mind in the wildness of his speech. 

[ƛŘƛŀ ōŜƭƭƻǿŜŘΣ ά[Ŝǘ ·ƘŀŦŜǊ Ƨǳǎǘ ƻǇŜƴ ǘƘŜ ƎŀǘŜΣ vǳŀƭΗ 

Wǳǎǘ ƭŜǘ ƘƛƳ ƻǇŜƴ ǘƘŜ ƎŀǘŜΗέ 

Indeed the front gate started swinging open. At least 

Xhafer was listening. 

ά¢ƻƻ ƭŀǘŜΗέ vǳŀƭƛƻƴ ŎǊƛŜŘΦ IŜ ŦƭǳƴƎ ƘƛƳǎŜƭŦ ŀǿŀȅ 

from the gate and on top of a large bundle, which 

happened to be Yralki still netted in the hammock. 

The teke grenade went off. It was a shaped charge, 

so most of the blast was directed at the front gate, 

knocking it the rest of the way open. Even so, the 

backlash caught Tomaz above the waist and Lidia 

squarely in the chest, toppling them both. To add to 

the confusion, Xhafer made a telepathic noise of 
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ŘƛǎƳŀȅΦ !ƭǘƘƻǳƎƘ ǘƘŜƛǊ ŜŀǊǎ ǿŜǊŜ ǊƛƴƎƛƴƎΣ ·ƘŀŦŜǊΩǎ 

projection cut directly to their brains. 

You have to stop him! Xhafer cried. IŜΩǎ ƻǳǘ ƻŦ Ƴȅ 

reach! 

Tomaz stumbled to his feet and then helped his sister 

to hers. Qualion had already dragged Yralki through 

ǘƘŜ ƎŀǘŜ ŀƴŘ ȅŀǊŘǎ ŀǿŀȅ ŦǊƻƳ aŜƭŜǎƪǳΩǘŀΦ 

!ǇǇŀǊŜƴǘƭȅ ǘƘŜ ƘŀƳƳƻŎƪΩǎ ƳŜǎƘ ǇǊƻǾƛŘŜŘ ŀƴ 

excellent grip. 

That boom must have carried for miles. Everything in 

range will be coming for them! 

¢ƻƳŀȊ ƎǊǳƴǘŜŘΣ άLŦ ¸Ǌŀƭƪƛ ǿŀƪŜǎ ǳǇΣ ƘŜ Ŏŀƴ ŘŜŦŜƴŘ 

ǘƘŜƳ ōƻǘƘΦέ IŜ ŎƻǳƭŘ ƴƻǘ ƘŜŀǊ ƘƛƳǎŜƭŦ ōǳǘ ǘǊǳǎǘŜŘ 

that Xhafer could. 

If he does wake up, Xhafer said. !ƴŘ ƛŦ ƘŜ ŘƻŜǎƴΩǘΣ 

perhaps I can. 

Tomaz and Lidia neared the gate, which was 

swinging closed. Apparently being blown further 

ƻǇŜƴ ƘŀŘƴΩǘ ŘŜǎǘǊƻȅŜŘ ǘƘŜ ƳŜŎƘŀƴƛǎƳΦ 

ά5ƻƴΩǘΗ 5ƻƴΩǘ ŎƭƻǎŜ ƛǘΗέ [ƛŘƛŀ ŎǊƛŜŘΦ ό{ƘŜ ǿŀǎ Ŝǉǳŀƭƭȅ 

ŘŜŀŦŜƴŜŘΦύ ά²Ŝ ƴŜŜŘ ǘƻ ƎŜǘ ƻǳǘ ǘƘŜǊŜΗέ 

¢ƘŜ ǾŀƳǇƛǊŜǎ ŀǊŜ ōŀŎƪΦ L ŎŀƴΩǘ Ǌƛǎƪ ǘƘŜƳ ƎŜǘǘƛƴƎ ƛƴΦ 

Tomaz planted himself between the closing doors 

and tried to hold them open. He failed, yanking his 

fingers free only at the last second. 

ά¢ƘŜ 5ŜǾƛƭ ǘŀƪŜ ȅƻǳΣ ·ƘŀŦŜǊΗέ ƘŜ ŎǳǊǎŜŘΦ 

[ƛŘƛŀ ŎǊƛŜŘΣ ά¸ƻǳ ŎŀƴΩǘ Ƨǳǎǘ ƭŜŀǾŜ ǘƘŜƳ ŘŜŦŜƴǎŜƭŜǎǎΗέ 

Xhafer said, L ǿƻƴΩǘΦ 

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 went Zzzott. 

* * *  

!ǎ ǎƻƻƴ ŀǎ ¸ǊŀƭƪƛΩǎ ōǊŀƛƴ Ǝƻǘ ŘǊŀƎƎŜŘ ōŜȅƻƴŘ ǘƘŜ 

ǊŜŀŎƘ ƻŦ aŜƭŜǎƪǳΩǘŀΩǎ not-here field, it stirred from 

its slumber. Ordinarily he emerged from one of his 

healing comas 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 was being dragged. 

However, he was also groggy, which meant that he 

was not able to stifle his first impulse, which was to 

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 Qualion crouching over 

him. 

ά²ŜƭŎƻƳŜ ōŀŎƪΣ ōƻǎǎΣέ vǳŀƭƛƻƴ said, reaching for the 

ƴŜǘΦ ά[ŜǘΩǎ ƎŜǘ ȅƻǳ ƻǳǘ ƻŦ ǘƘŜǊŜΦέ 

Something went Zzzott.  Qualion and the landscape 

behind him were momentarily lit by a harsh white 

ōƭŀȊŜΦ {ƻƳŜ ŎǊŜŀǘǳǊŜ ƻǳǘǎƛŘŜ ƻŦ ¸ǊŀƭƪƛΩǎ ǾƛŜǿ 

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

flooded with ozone, which was entirely too familiar 

to any ruineer who had even been caught huddling 

under an outcropping while the lightning storms of 

Sky-Terror raged. 

Yralki saw Qualion look up, and his eyes widened. 

άhƘΣ ŘŀƳƴΣέ ƘŜ ǎŀƛŘΦ 

Although he was reacting to some menace before 

ƘƛƳΣ ŦǊƻƳ ¸ǊŀƭƪƛΩǎ ǾŀƴǘŀƎŜ ǘƘŜ ƘƻǊƛȊƻƴ-glow 

silhouetted something else looming directly behind 

Qualion. It was humanoid but tentacled, and it did 

not move like a living illithid. 

ά.ŜƘƛτέ ¸Ǌŀƭƪƛ ŎǊƛŜŘΦ 

Illithids 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 

ǘŜƴǘŀŎƭŜǎ ŀǊƻǳƴŘ vǳŀƭƛƻƴΩǎ ƘŜŀŘΦ hƴŜ ǘŜƴǘŀŎƭe 

pulled his mouth open. Another ejected an eye. 
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All grogginess was gone now.  With a terrified, angry 

cry Yralki summoned a psionic knife and slashed 

open the web which encased him.  He started to peel 

himself out when he heard a slithering sound behind 

him. 

And then he heard half of a Zzzott. 

* * *  

There was little that Lidia and Tomaz could do. The 

sound of the brass tubes firing was loud enough, but 

otherwise the ringing of their ears prevented them 

from listening properly. They did not know what was 

happening. 

ά²ƘŀǘΩǎ ƎƻƛƴƎ ƻƴΗέ [ƛŘƛŀ ŘŜƳŀƴŘŜŘΣ ƴƻǘ ŦƻǊ ǘƘŜ ŦƛǊǎǘ 

time. 

Xhafer did not respond. 

A third brass tube fired, and then a fourth did not. 

I think I got them all, Xhafer said. 

ά!ƴŘ vǳŀƭƛƻƴΚ  !ƴŘ ¸ǊŀƭƪƛΚέ 

There was only the slightest of pauses. The vampiric 

illithids got them. 

¢ƻƳŀȊ ŀǎƪŜŘΣ άLǎ ƛǘ ǎŀŦŜ ǘƻ Ǝƻ ƻǳǘΚ ¢ƻ ƎŜǘ ǘƘŜƛǊ ōƻŘƛŜǎ 

ōŜŦƻǊŜ ǎƻƳŜǘƘƛƴƎ ŜƭǎŜ ŘƻŜǎΚέ 

Lidia could almost hear him. Her hearing was finally 

returning. 

Xhafer said, L ŎŀƴΩǘ ǎŜŜ ŀƴȅ ƳƻǊŜ ǘƘǊŜŀǘǎΦ .ǳǘ ǘƘŀǘ 

does not mean it is safe. 

ά¢Ƙŀǘ Ƨǳǎǘ ƳŜŀƴǎ ǿŜ ǎƘƻǳƭŘ ƘǳǊǊȅΦέ 

If you must. You may bring them to the back 

ŎƻǳǊǘȅŀǊŘΦ ¢ƘŀǘΩǎ ǿƘŜǊŜ ŀƭƭ Ƴȅ ƎǳŜǎǘǎ ŀǊŜ ƭŀƛŘ ǘƻ ǊŜǎǘΦ 

ά¢Ƙŀǘ ǎƻǳƴŘǎ ƎƻƻŘΣ ·ƘŀŦŜǊΦ ¢Ƙŀǘ ǎƻǳƴŘǎ ƎƻƻŘΦέ 

The front gate opened again. Lidia and Tomaz 

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. 

Be safe, Xhafer urged. I will hold the gates open until 

you come back. 

[ƛŘƛŀ ǊŜŀŎƘŜŘ ƘŜǊ ŎƻƳǇŀƴƛƻƴΩǎ ŎƻǊǇǎŜǎ ǉǳƛŎƪƭȅΦ ¢ƘŜȅ 

ƘŀŘ ōƻǘƘ ōŜŜƴ ōŀŘƭȅ ōǳǊƴǘ ōȅ ǘƘŜ ōǊŀǎǎ ǘǳōŜǎΩ 

discharge. They were surrounded by three similarly 

burnt illithid corpses. 

ά²ŀǘŎƘ ŦƻǊ ŦƻŜǎΣέ ¢ƻƳŀȊ ǎŀƛŘΦ ά²ƘŀǘŜǾŜǊ ǿŜŀǇƻƴ 

Xhafer used, it does not appear to be precise in its 

ǘŀǊƎŜǘƛƴƎΦέ 

IŜ ŎǊƻǳŎƘŜŘ Řƻǿƴ ŀƴŘ ŎŀǊŜŦǳƭƭȅ ǘƻǳŎƘŜŘ vǳŀƭƛƻƴΩǎ 

sword. It was hot enough to burn, so he doffed his 

shirt and used it for protection from the heat. The 

sword would cool quickly, and hopefully it would still 

be good, perhaps good enough to sell. Once the 

sword was free, he rolled Qualion halfway over to get 

at a pouch which had been half-shielded from the 

zzzott. The pouch contained two teke grenades, 

miraculously unharmed. That was one benefit of 

psitech: It was usually inert unless activated by the 

proper thoughts. 

ά5ŀƳƴ Ŧƻƻƭ ǳǎŜŘ ǘǿƻ ƻƴ ǘƘŜ ŘƻƻǊΣέ ƘŜ ƳǳǘǘŜǊŜŘΦ 

/ƭŜŀǊƭȅ [ƛŘƛŀΩǎ ƘŜŀǊƛƴƎ ǿŀǎ ƴŜŀǊƭȅ ōŀŎƪ ǘƻ ƴƻǊƳŀƭΦ ά{ƻ 

ǿŜΩǾŜ Ǝƻǘ ǘǿƻ ƭŜŦǘΚέ 

ά¢ǿƻ ƭŜŦǘΣέ ¢ƻƳŀȊ ŎƻƴŦƛǊƳŜŘΦ 

ά!ƴȅǘƘƛƴƎ ŜƭǎŜΚέ 

άbƻΦέ 

άLŦ ǿŜ Ǝƻ ōŀŎƪ ǘƻ aŜƭŜǎƪǳΩǘŀΣ Řƻ ǿŜ ǘǊǳǎǘ ·ƘŀŦŜǊ ǘƻ 

ƭŜǘ ǳǎ Ǝƻ ŀƎŀƛƴΚέ 

Tomaz frowned down at the burnt bodies of his 

companions. According to Xhafer, the illithids had 

ƪƛƭƭŜŘ ǘƘŜƳΣ ȅŜǘ ƛǘ ƭƻƻƪŜŘ ǘƻ ƘƛƳ ƭƛƪŜ ·ƘŀŦŜǊ ƘŀŘΦ άbƻǘ 

ǇŀǊǘƛŎǳƭŀǊƭȅΦέ 

ά{ƻΦ !ǿŀȅΣ ǘƘŜƴΚέ 

ά¸ŜǎΦέ 

¢ƘŜȅ ōƻǘƘ ǘǳǊƴŜŘ ŀǿŀȅ ŦǊƻƳ aŜƭŜǎƪǳΩǘŀ ŀƴŘ ǎǘŀǊǘŜŘ 

marching downslope. They had to find shelter before 
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night fell and Sky-Terror brought down lightning of 

its own. 

ά{ƻ ǿƘŀǘΩǎ ǘƻ ƪŜŜǇ ·ƘŀŦŜǊ ŦǊƻƳ ŦƛǊƛƴƎ ƻƴ ǳǎ ŀǎ ǿŜ 

ƭŜŀǾŜΚέ [ƛŘƛŀ ŀǎƪŜŘΦ 

άbƻǘƘƛƴƎΣέ ¢ƻƳŀȊ ǎŀƛŘΦ άbƻǘƘƛƴƎ ŜȄŎŜǇǘ ǘƘŜ 

Ǉƻǎǎƛōƛƭƛǘȅ ǘƘŀǘ ǿŜ ƳƛƎƘǘ ǊŜǘǳǊƴΦέ 

" 
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Thaan Fallen 
BLUETSPUR FROM THE YAR'THAALADAN PERSPECTIVE 

by Ian Fordam 
 

This survey details the domain of Bluetspur, not from 
the perspective of the illithids but as seen by the 
Yar'Thaaladan, that is, those Thaan, Shattered Ones, 
and unfortunate others who eke out their lives in (or, 
more commonly, below) the wasteland. 

THE LAND 

Bluetspur at a Glance  
 

Cultural Level: Savage (0).  

Ecology: Sparse Climate/Terrain: Temperate Hills, 

Plains, and Mountains  

Year of Formation: 581BC  

Population: Unknown  

Races: Illithids, Humans (Yldi'Thaan, Foreigners), 

Shattered Ones, Others  

Languages: Illithid, Thaani  

Religions: None  

Government: Autocratic Psionocracy  

Ruler: The God-Brain Darklord: The God-Brain  

Coinage: Unknown  

Exports: eldritch horrors beyond mortal 

comprehension  

 
See Domains of Dread, p.84-85, and the Ravenloft 

Campaign Setting, p.166-167.  

 

Landscape 

See Domains of Dread, p.84, and the Ravenloft Campaign 

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 animals lived 
upon its surface. Nonetheless, as time has passed 
and the illithids have exerted their influence over the 
land, it has turned increasingly bizarre and 
inhospitable. 

Bluetspur has always been dominated by two peaks, 
Mount Makab and Mount Grysl. Both peaks achieve 
a height over 7500 feet. They are surrounded by 
other, shorter mountains collectively called the 
Makab Range and the Grysl Range. The 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 
Bluetspur from the Core, the landscape has further 
twisted into nightmarish shapes. (Mathematicians 
from Gothic earth might call them "non-Euclidean".) 
Narrow, twisted spires hang in the sky in utter 
defiance of gravity. Streams of viscous, occasionally 
clotted red- purple liquid seep between the crags of 
the broken badlands. Boulders tumble themselves 
into new positions as if they were billiard balls in a 
cosmic game of snooker. 
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As another side effect of the Great Upheaval, the 
surface of the domain appears to have crumbled 
away at the borders, leaving the bulk of the domain 
resting atop a massive plateau. Although the 
plateau has no particular name, its edge is known 
as the Vekle'farr ("crumbling ridge") in Thaani. The 
denizens of Bluetspur believe 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. 

 
Dread Possibility ¹ Falling  Over the Edge 

The Vekle'farr is not actually crumbling, nor is gravity 
shifting. Both sensations are entirely mental in 
nature. Of course, that is little consolation when 
those sensations take effect in the middle of combat. 

Anyone who descends into 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 this effect. 

 

While there is evidence that Bluetspur is geologically 
activeτthe Misty Mouth upon the surface and the 
Hot Springs below Mount Grysl, for exampleτit 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. 

 

Dread Possibility ¹ Earthquakes as a 
Weapon 
In the hands of someone with sufficient psionic or 
magical power, earthquakes could be used as a 
terrible weapon, whether invoked against the 
illithids beneath Mount Makab or against the 
Yar'Thaaladan beneath Mount Grysl. 

Alternately, the struggles of Arcturion to escape 
might also inadvertently cause an earthquake. 
While less malicious, the effects would still be 
deadly. 

 

Streams are common in Bluetspur, particularly along 
the western side of the Makab and Grysl ranges, 
although many appear only after a heavy rain. Over 
time these streams have cut narrow but deep 
canyons into the rock. The Usko-Farr'ev is the most 
impressive of such canyons. 

In the Grysl Range, various streams combine into 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 the Felgmøsge 
("Mistmoss"), and perhaps these Bluetspurean 
waters still feed that river through the Mists. The 
Yldi'Thaan call this river the Fel'Garan ("Green 
River"). Similarly, two rivers flow westward out of 
the Makab Range. These rivers are known as the 
Upper and Lower Makabo rivers; the northern river 
appears to start higher 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, the Otl'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. 

Water sources are also common beneath the surface 
of both the Makab and Grysl Ranges. Many natural 
chimneys open to the surface to the caverns below, 
which means that plenty of water runs from the 
surface into the depths. As 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 
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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 seeking furniture and utensils. 
Nearly all of these sites have been stripped 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, such as 
Yrkat Yrkatru, 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 the 
ground story walls. However, due to the ravages of 
the Four-Fingered 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 and Weather  

Bluetspur has no proper seasons, nor does it have 
proper day and night. Always the sky is dark and 
sunless. During the "day" the horizon has a pinkish 
glow. During the "night" the horizon is fully black. 

The two "seasons" are sometimes called Sky-Terror 
and Sky-Quiet. During Sky-Terror, the landscape is 
ravaged by lightning storms every "night". During 
Sky-Quiet, lightning strikes only sporadically. 

Unfortunately the "seasons" have no discernable 
pattern. The only real solace is that once Sky-Terror 
gives way to Sky-Quiet, the "season" is unlikely to 
change again for at least thirty days, perhaps as long 
as three hundred. Of course, once Sky-Terror 
returns, it may linger for as long as three hundred 
days as well. 

Regardless of the season, sometimes it rains, 
occasionally just a light sprinkle but usually a heavy 
downpour. Similarly, a breeze often blows across the 
broken landscape, and it escalates regularly into a 

steady wind. Once in a while the wind becomes a 
raging windstorm, particularly during the nights of 
Sky-Terror. 

The entirety of Bluetspur hums with a ceaseless 
tone. Always. No, really, always. It's enough to drive 
a person mad. 

Flora, Fauna, and Funga 

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

Upon the Surface 

Very few creatures inhabit the surface of Bluetspur. 
Most prevalent are the illithid vampires. Sometimes 
a chuul may be encountered, particularly near the 
Felgmøsge River or within gorges such as the Usko-
Farr'ev. 

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

However, two types of grass are worthy of note. The 
first, glassgrass, grows with crystals along the edges 
of its long, green-yellow blades. Glassgrass is very 
sharp, inflicting up to 1d6 slashing damage 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 harvested (carefully) 
for use as fuel for fire. 

The second, steelgrass, 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 Sky-Terror, the nocturnal lightning 
storms are drawn to steelgrass and any creatures 
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unwise enough to be near it. Saving throws against 
lightning are made at -4 by any creature within 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 that no 
damage is taken. The steelgrass itself does not 
appear to be harmed by these discharges, which may 
even be an essential part of its reproductive cycle. 

A potentially lifesaving form of flora is the 
bloodscrub, a leafless scrub brush. Its stems are 
blood- colored, and if broken, they ooze a 
disturbingly sanguine liquid. However, the liquid is 
nothing more than red-colored water, which eases 
thirst without harm. Eventually the bloodscrub 
stems dry 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 lower elevations. 

Attentive rangers and druids will note the presence 
of areas where forests once stood. After the sun 
stopped rising over Bluetspur, the forests all died. 
The lightning storms of Sky-Terror have largely 
destroyed the dead trees as well. Such areas have a 
taint of despair for anyone who recognizes them. 

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, 
macroalgaeτthat is, seaweedτgrows in the largest 
bodies of water. Algae forms an important food 
source for creatures such as the molluscoids of the 
Bru'Spaa. Although most freshwater algae outside of 
Bluetspur is toxic 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 because they 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 

Bluetspur. However, the difference is utterly 
unimportant to anyone desperate for a light source 
during the Bluetspurean night. 

Below the Surface 

Below the surface, life exists in a slightly wider 
variety of forms. The most obvious form is 
glowmoss, a phosphorescent moss 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. The Yar'Thaaladan 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 are twineroot and 
leatherroot. The mycelium (root system) of both 
these mushrooms may be harvested and used. The 
twineroot mycelia are pale, thin, and coarse to the 
touch, and they may be woven into sturdy string or 
even rope. The leatherroot mycelia are darker and 
thicker, and they may be pressed into a leather-like 
material. A third type of mushroom, the leathercap, 
is so called because it grows a cap of a leathery 
material. 

Fortunately for the Yar'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 low-level 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 the puff 
plants. When mature, the puff plant will burst at a 
touch into a cloud of spores which infects and kills 
any host which inhales them. A 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. So-called cave chickens look as 
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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 
chicken which is safe to eat and one which is about 
to explode into a new puff plant. In addition, cave 
chickens and people alike consume the long, thick 
worms which are known as bone worms because of 
their color and size; stretched out, a fully-grown 
boneworm resembles a human ulna in appearance. 
Moreover, the tunnels beneath Bluetspur contain 
many shallow pools, where blind albino fish 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 
are found in the tunnels beneath Mount Makab and 
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 
through the deepest depths. In addition, humanoids 
such as subdwellers and quaggoths may be found. 
One particularly vicious denizen of the depths is the 
sporebat (from the Monstrous Compendium Annual 
Volume II, p.18), which is called an obb in Thaani. 

Over the Edge 

Ever since the Great Upheaval of 740BC, the entire 
domain has been surrounded by a sunless void. 
However, the sunless void is not a sign of border 
closure. It is simply how the Mists manifest around 
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 one-way Mistways 
leading into Bluetspurτincluding the Worm's Path, 
the Song of Obscene Hunger, and the Shattered 
Passageτthe only known Mistway out is the 
Sparking Vortex, which manifests as a swirling purple 
lightning storm at the edge of the sunless void. It may 
appear anywhere along the border, and it never lasts 
more than 20 minutes. 

Salient Situations  
In addition to the unnatural days and seasons, 
Bluetspur has several other unusual salient 
situations to which visitors must adapt. 

Arcane Resonance 

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 does not apply when 
magic items are used. From this distinction, it may be 
inferred that however the 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 
by the illithids, plus an additional 4% chance per level 
of each spell involved in the creation process. 

Certain powerful psionicists have developed a 
devotion which allows them to suppress arcane 
resonance. Apparently the use of this devotion is 
highly draining, perhaps even physically dangerous. 

Psionic Resonance 

Similarly, the Illithid God-Brain is always alert for 
psionic activity. Under ordinary circumstances, the 
God-Brain 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 
psychic ping which it detects. It does so only when it 
feels threatened, and given its 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 

Sleeping is dangerous business in Bluetspur. To sleep 
is to dream, and in Bluetspur dreams twist into 
nightmares. Sleepers gain little rest. A horror check 
is required every time a character awakens. 
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Consuming manna reduces the vividness of the 
nightmares to the point where horror checks are not 
needed. 

The Unrelenting Drone 

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

The drone is at least partially psychic (because 
consuming manna helps diminish the drone) but not 
entirely (because stabbing one's ears out also helps). 

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

Psychic Shielding 

Fortunately there are several ways to avoid the 
worst of the psychic effects of being within 
Bluetspur: 

× The Sacred Barrier, also known as the Rod of 

Houtras, is the most effective method. Even the 

God-Brain may only fight through the Sacred 

Barrier's shield given promixity and effort. The 

invasion of dreams and the relentless drone are 

halted entirely within the shielded area. 

× Many Yldi'Thaan sites are psychically warded. 

Nearly all of these wards are flawed, but they 

decrease the likelihood of madness. 

× The psionic defense mode tower of iron will also 

shields psionic activity. Psionicists who survive 

in Bluetspur quickly learn to use this defense. 

× The consumption of the slime mold called 

manna reduces psychic leakage in general, and 

it causes psychic signatures to grow fuzzy to the 

God-Brain. 

× The Shattered Ones beneath Mount Makab 

have developed a vile but effective potion. This 

potion may involve manna, but then it may not. 

× Certain psychotropic mushrooms alter thought 

patterns into unrecognizability. Of course, they 

also make ordinary thought difficult as well. 

History 

History of the Den'ni'Thaan 
Nearly two centuries ago, a human society called the 
Thaan existed upon the slopes of Mount Makab and 
Mount Grysl. Illithids lived below the surface, but the 
leaders of Thaan possessed their own psionic 
abilities, and united they were generally able to 
defend their people against the 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 Thaanτ 
perhaps the most wicked, but perhaps merely those 
with the most psychic sensitivityτwere drawn into 
the Mists as well. Those unfortunate Thaan believed 
that all of their kinsfolk had been killed. 

Shortly many of the Thaan fled their home, 
eventually arriving in the village of Immol in Barovia. 

When the Thaan of Immol have need to be specific, 
they refer to their lost kinsfolk as the Hulvi'Thaan 
("Lost Thaan"), and they refer to themselves as the 
Den'ni'Thaan ("Thaan Who Endured"). 

History of the Yldi'Thaan 
However, many of the Thaan remained behind in 
Bluetspur, determined to reclaim their homeland 
from the Masters of Thought. They called 
themselves the Yldi'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, thirteen Yldi'Thaan 
(later known as the Thirteen Survivors) came to 
Immol, where each wrote one of the Thirteen Texts 
of Thaan. Subsequently the Thirteen Survivors 
scattered, most of them leaving Immol, each tasked 
with protecting the Text which they had written. 

Over time, the tale of the thirteen survivors has 
overrun the fact of the initial group of Den'ni'Thaan 
who came to Immol. At 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 Dr. Anthony Reuland 
of the University of Richemulot, have asserted that 
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this cannot possibly be true without introducing 
corruption due to inbreeding. 

The War  Against the Illithids  
Meanwhile, the Yldi'Thaan who remained in 
Bluetspur continued to wage war against the 
illithids. The majority of these Yldi'Thaan forces 
occupied Yrkat Yrkatu, the mighty fortress where 
once the leaders of Thaan society had lived. 

Although the Yldi'Thaan had a number of 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'Thaan could claim a half-dozen powerful 
wizards. For many years, the fight between the 
Yldi'Thaan and the illithids was more even than tales 
might indicate. 

Eventually the Yldi'Thaan used 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 through the 
illithids' many ground-based forces. Unfortunately, 
the Yldi'Thaan did not realize that the illithids had 
prepared for such an eventuality, and the Yldi'Thaan 
were unprepared to meet "slime wyverns" serving as 
troop carriers. The first flying fortress was brought to 
earth in the lower reaches of the Makab Range. The 
second came closer 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 Yldi'Thaan society. 

Founding of the Ildi'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 
Bluetspur with his sanity intact since the Thirteen 
Survivors. This Chorin Mur'Thaan founded a secret 
society which calls itself the Ildi'Thaan. The society 
generally believes that none of the original 
Yldi'Thaan survive in Bluetspur. Meanwhile, the 
original Yldi'Thaanτwho still call themselves by that 
proud nameτknow nothing of the secret society. 

Although the fates of the Thirteen Survivors are 
generally lost to legend, it seems inevitable that at 

least one of the Thirteen was drawn back into 
Bluetspur. Otherwise how would Chorin Mur'Thaan 
have known about the Survivors and the Texts of 
Thaan? 

Defeat of the Yldi'Thaan 
Perhaps inevitably, the Yldi'Thaan could not sustain 
their struggle against the illithids. Yrkat Yrkatu fell. 
The Yldi'Thaan were either captured and enslaved or 
else scattered to the cornerless corners of the 
domain. 

Following the illithid victory, the land grew 
increasingly warped. 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. 

The Great Release 
In 737BC, a group of adventurers raided the illithids' 
lair under Mount Makab. During the course of the 
raid, they freed hundreds of Yar'Thaaladan who had 
been enslaved by 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. 

The anniversary of the Great Release is celebrated by 
many Yar'Thaalad settlements. Of course, given the 
difficulty of keeping a calendar underground, these 
anniversaries are not celebrated on any consistent 
day among the various communities. 

The Great 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 few Yar'Thaaladan 
who ventured to the surface, the entire domain was 
now surrounded by a sunless void. Naturally the 
Yar'Thaaladan blame the illithids, assuming that the 
Thought Masters have found some way to further 
tighten their noose. 
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Timeline 
 

 

 

The Second Release 
In 759BC, the githzerai Grozirg and Orolahr 
organized a raid upon a mushroom garden cavern at 
the edges of the Thought Masters' territory. The goal 
was to perform a Second Great Release, liberating 
the several hundred Yldi'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 
communities beneath Mount Grysl were burdened 
with the difficulty of integrating a hundred new 
mouths to feed. As a consequence, this raid is known 
as the Second Release, but the word "Great" is rarely 
applied. 

Populace 

× Hulvi'Thaan ("Lost Thaan") Those Thaan who 

were not drawn into Bluetspur.Those Thaan 

who were not drawn into Bluetspur. 

× Den'ni'Thaan ("Thaan Who Endured") Those 

Thaan who were drawn into Bluetspur. 

Technically the Yldi'Thaan are also 

Den'ni'Thaan, but nowadays Den'ni'Thaan is 

used to refer to those Thaan who escaped to 

Immol. 

× Yldi'Thaan ("Righteous Thaan") Those Thaan 

who remained in Bluetspur to challenge the 

illithids. The descendents of the original 
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Yldi'Thaan still describe themselves as 

Yldi'Thaan. 

× Ildi'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 areas. Although Chorin 

Mur'Thaan was the only Yldi'Thaan in this 

society, to this day the Ildi'Thaan have 

pretensions of being the rightful heirs to Thaan 

society. 

× Avev'Thaaladan ("Foreigners") People who are 

drawn into Bluetspur from the lands beyond the 

sunless void. Sometimes Outlanders from 

beyond the Land of Mists are actually called 

Outlanders, but mostly they are considered 

particularly foreign foreigners. 

× 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 speaker, it 

may or not also encompass Shattered Ones who 

have escaped from captivity by the illithids. (This 

article uses the term inclusively.) 

× Nnarl A cluster of communities. Used to 

describe independent communities which are 

nonetheless close enough to interact. A nnarl is 

a geographic description rather than a 

governmental one. 

Ordinarily the Den'ni'Thaan refer to themselves as 
the Thaan, using the longer term only when there is 
a need to distinguish themselves explicitly. The 
Yldi'Thaan sometimes do the same, although they 
are more likely to call themselves Yldi'Thaan. 

From the illithid perspective, they divide non-illithids 
into two categories: servitors and thralls. Servitors 
are more highly regarded than thralls, so they are 
allowed more freedom and are less likely 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. 

 

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 make them 
appear taller than they actually are. The Yldi'Thaan 
have slightly longer limbs relative to their torsos than 
most of the rest of humanity. 

Among the Yldi'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 Thought Masters). 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 
survived years in Bluetspur tends to stand out as a 
foreigner, just because their features are not 
Yldi'Thaan features. 

Shattered Ones vary greatly in appearance. Often 
little of their original humanity remains. Very few of 
them are mistaken as unmodified Yldi'Thaan or 
foreigners. 

Fashion 
The surviving Yldi'Thaan have scavenged the ruins of 
their ancestors for scraps of durable clothing. Or 
course, much of that clothing, no matter how 
durable, has failed to survive the decades. At this 
point, most of the ancestors' clothes are used only 
ceremonially. 

Therefore, many Yldi'Thaan wear clothing made 
from fungus. Fortunately leatherroot and twineroot 
can be used to shape and stitch clothing. In addition, 
certain mushroom caps provide a leather-like 
material as well. 

The daily temperature throughout Bluetspur is mild 
and rarely changes much. Given that, many 
Yldi'Thaan don very little clothing, instead using their 
scarce materials for essentials like pouches and tool 
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belts. 

Shattered Ones who remain humanoid in shape 
often dress as the Yldi'Thaan do. Those who do not 
usually wear no clothing whatsoever, if only because 
clothing fits them at best awkwardly. 

Foreigners are valued for the goods which they 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 valuable items 
are artifacts of the ancestral Yldi'Thaan and 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 rationsτanything 
metal, wooden, wearable, or edible, really. 

However, most Yar'Thaaladan 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; this dowry is given regardless of gender. 
Also note that the dowry is paid to the settlement as 
a whole, not any particular person or family. 

Language 
The people of Thaan spoke a language called Thaani. 
That language endures among the scattered human 
population of Bluetspur and in the town of Immol in 
Barovia as well. The two versions of 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 own native 
script. 

Thaani makes extensive use of the glottal stop, 
frequently written in Balok as an apostrophe. The 
primary purpose of the glottal stop is to interrupt the 

flow of syllables which the Thaan believe would 
otherwise draw the attention of the Four-Fingered 
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 Thaani of Immol have tacked the 
Balok -i onto -n for the same purpose. (However, the 
secret society known as the Ildi'Thaan favors the 
traditional plural.) 

As another example, Bluetspurean Thaani has two 
distinct letters for the similar sounds which were 
originally represented in Balok as the letters "Y" and 
"I". However, in Immolese Thaani the letter "Y" has 
fallen into disuse in the initial position of a word, so 
the words yldi and yrkat are now spelled ildi and 
irkat. Pronunciation has also drifted accordingly. 

The suffix "-i" 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 sapient, so Bru'Spaa, 
without the "-i", is the "vast lake". 

The suffix "-u" means "of". The usual construction 
places the possessed object, including the "-u" suffix, 
after the possessing object. For example, Thaan-
Naagaaru is the glory (naagaar) of the Thaan. 
However, certain other constructions omit the "-u". 
For example, Aark'tluch Thaan is the lore (aark) 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, 
Chorin Mur'Thaan uses this convention to assert the 
authority of his claim upon the 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, Thaan originally meant "The People", and the 
Thaan-Saanu was "The Nation of the People". Other 
intelligent races were called Thaaladan, "The 
Sapients", but they were not considered to be 
among "The People". 
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While nowadays the term Thaan is more often used as a claim of descent and a cultural grouping, there remains 
the lingering sense among some of the Yldi'Thaan that other races are not actually proper people. 



30 

 

Names 
See Gazetteer Volume I, p.27. 

Although many Shattered Ones choose names which 
reflect their inhuman condition (e.g. Snarler for a 
leonine-seeming Shattered One), many others 
choose Thaani or Thaani-inspired names for 
themselves. Some Yldi'Thaan take offense at the 
latter choice. 

Education 

Bluetspur is a brutal domain. There is little room for 
education outside of what is necessary to survive. 

That said, cultural values are taught through stories 
and chants. Yldi'Thaan learn the history of their 
people and that they were not always forced to hide 
beneath the surface. One important cultural value is 
the strengthening of the mind against the Thought 
Masters. As such, most of the Yldi'Thaan possess 
some measure of psionic defense if not actual wild 
talents. Foreigners can learn how to better protect 
their minds as well. 

Arts and Crafts 
What, you think this is some namby-pampy domain 
like Vorostokov, where they have time for arts and 
crafts? Cave paintings are about as artsy and crafty 
as things get in Bluetspur. And even those you might 
not want to stare at too long. 

In truth, though, arts and crafts actually do exist in 
the caverns beneath Bluetspur. The most obvious 
would be stone 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, ochre is used to draw designs on 
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 Grysl and Makab was one of the factors 
behind the original vitality of Thaan society and then 

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 
crystals are highly valued by the Yldi'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 
arcane resonance created by spellcasting. Some view 
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 revere the force of nature itself, 
then their magic is often viewed more benignly, 
though opinions do still vary. 

Unfortunately for the Yar'Thaalad, regardless of the 
various opinions on the subject, the arcane 
resonance makes all spells equally dangerous to 
cast. 

Attitudes Towards Non-Humans 
Some Yldi'Thaan believe that anything which has 
been touched by the illithids is contaminated. 
However, most of them recognize the Shattered 
Ones as fellow-warriors in the fight against the 
illithids. 

Demihumans and humanoids are fully welcomed by 
the bulk of the Yar'Thaaladan. Really, once you've 
accepted that the Shattered Ones are people, 
dwarves and calibans are easy to accept. 

Religion 

There is no organized religion in 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 
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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 appears to 
worship the illithids or their deities will doubtless 
meet an uncompromisingly violent end. 

Attitudes Toward Property 
The Edul'vans have a saying: "Private is private. 
Community is community." A similar attitude is held 
in many other Yar'Thaalad settlements. 

Property which newcomers bring to Bluetspur is 
private, and only the most desperate Yar'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 
exceptions may be made for "inherited" property, 
and then only if the property is claimed by 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 example of this 
sort of legacy name. In this manner, Yar'Thaaladan 
honor those who provide material wealth for their 
communities. 

The Realm 

Government 
There exists no domain-wide government among 
the Yar'Thaaladan. Each individual settlement has its 
own government. Some are direct democracies, but 
most are lead by a headman or headwoman. 
Although such leaders often lead only at the 
sufferance of the led, sometimes they consolidate 
enough power to become local tyrants. 

Diplomacy 
The Yar'Thaaladan do not have any way to interact 
with lands apart from Bluetspur, and so they engage 
in no inter-domain diplomacy. 

Yar'Thaaladan settlements which are close enough 
to interact with each other are considered part 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 
become deadly. The weaker 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 INTEREST ¹ OVERVIEW 

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, particularly around sites such as Yrkat Yrkatu, 
the city of Thaan, and other places where Yldi'Thaan 
have historically been known to cluster. Otherwise, 
they are unlikely to go raiding unless they detect one 
of three conditions: a powerful psychic presence, a 
sizable gathering of Yldi'Thaan minds, or a shortage 
of thralls in the Citadel Subterrene. 

Each community description is accompanied by a 
sidebar with the following details: 

× oundation - The year that the community was 

founded. Given the difficulty of accurate 

timekeeping in Bluetspur, all dates should be 

considered approximations. 

× Population - The approximate number of 

residents in the community, broken down by 

race and (when applicable) ethnicity. 
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× Nnarl - The nnarl to which the community is 

broadly considered to belong, if any. 

× Depth - How far from the surface is the 

community? "Upperdark" indicates that the 

community is near to the surface, perhaps even 

with a connection to the surface. "Middledark" 

communities are deeper beneath the surface, 

and their members likely never see the surface. 

"Lowerdark" indicates that the community is 

deeper yet. 

Some non-community sites are accompanied by a 
shorter sidebar. 

SITES OF INTEREST ¹ THE SURFACE 

Badlands (Geography) 

See the map on page 84 of Domains of Dread. 

The portion of the surface of Bluetspur between and 
surrounding Mount Makab and Mount Grysl. 

Bru'Spaa (Lake) 

The Upper and Lower Makabo Rivers pour over the 
ridge of the Vekle'farr and empty into this massive 
lake. 

The Bru'Spaa is inhabited by many varieties of 
molluscoid, which live upon each other and upon the 
algae which frequently covers the lake's surface. 
Some larger creaturesτchuuls, perhapsτlive 
beneath the surface, but fortunately they seem to 
spend much of their lives somnolescent between 
short periods of frenzied feeding. 

Desolate Peaks (Ruin) 

Once a small clan of stone giants lived in the crags of 
the Grysl Range. Generally they refused to involve 
themselves in the war between the illithids and the 
Yldi'Thaan. Unfortunately, though, when the 
Yldi'Thaan finally convinced the stone giants to join 
them, the stone giants discovered that their 
unprotected psyches were easy pickings for the 
illithids. Most of the clan was lost in one battle, and 
the remaining stone giantsτwho were all elders and 
childrenτretreated to their crags. 

However, the clan's misfortune continued. Forty 
years later they were discovered by the mercenary 
Bonespur, who recruited the now-grown children to 
his cause. These younger giants were frustrated from 
decades of hiding, and they wished to join the 
winning faction. Unfortunately, when Bonespur's 
band of drow and stone giants ran afoul of powerful 
adventurers, all of the younger giants were killed. 

Nowadays the Desolate Peaks are an abandoned 
ruin. Stonework of surprising delicacy and beauty 
still adorns the site, but otherwise there is little sign 
that anyone ever lived there. 

 

Dread Possibility ¹ The Last Sculptor 

The Desolate Peaks are not entirely abandoned. 
Three of the stone giant elders remain, shaping 
monuments dedicated to the community that has 
been lost. All three are reaching the end of their 
natural span. In addition to the usual abilities of 
elder stone giants, they have acquired the ability to 
meld with stone. Two of the elders will use this ability 
to avoid all contact with intruders. The third does the 
same unless he is too involved with his latest 
sculpture. This giant, Hrinthannon, may also reveal 
himself to visitors who speak their appreciation of 
his half-finished work. 

If the party has previously encountered Oskauga and 
Surold in the Usko-Farr'ev, then Hrinthannon will be 
very interested in the young giants' return to the 
Desolate Peaks. If the party agrees to bring the 
young giants home again, then Hrinthannon will 
offer them a very ordinary-looking rock which 
nonetheless has the powers of a wand of earth and 
stone. 

 

The Fallen Tower (Ruin) 

One of the two flying towers of the Yldi'Thaan 
crashed high up on Mount Makab, and the impact 
reduced it to a jumble of stone blocks and fragments. 
However, the other flying tower was brought down 
at the base of the mountain, and its destruction was 
less complete. 

Two portions of the fallen tower remain, held 
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together by remnants of magic. The first 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. Inasmuch as any of the Yldi'Thaan 
understand religion, it is a sacred site to them. It is 
also a protected site, since the lightning storms of 
Sky-Terror do not reach anyone hiding within the 
fallen tower. 

Fel'Garan (River) 

This river originates on the northeastern slopes of 
Mount Grysl, although it vanishes into the Mists after 
a relatively short run. 

Back when Bluetspur was part of the Core, the 
Fel'Garan was also known as the Felgmøsge after it 
ran into Hazlan. 

Lower Makabo River (River) 

A river whose source is somewhere within the Makab 
Range. It flows over the Vekle'farr and into the 
Bru'Spaa. 

Melesku'ta (Site) 

On the northeastern slope of Mount Grysl stands one 
of the best-preserved Yldi'Thaan sites. Its state of 
preservation is entirely due to an experimental 
defense. Melesku'ta is protected by a psionic 
projection which insists there is nothing 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'ta was originally constructed by the Thaan 
as a military output where weapons and defenses for 
use against the illithids were developed. Psions and 
wizards worked side-by-side toward their common 
goal. Unfortunately, nothing had been quite finished 
before Bluetspur was drawn into the Mists. All 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. 

Eventually, though, a band of Yldi'Thaan stumbled 
across the outpost, and they learned how close the 
scientists had come to finishing the nothing here 
projection. They decided to finish the 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. 
A young man named Xhafer drew the short straw. 

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

The God-Brain detects Melesku'ta as a numb spot in 
its psychic awareness of 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? 

The exterior spaces of Melesku'ta are vulnerable to 
the lightning strikes of Sky-Terror, but the interior 
spaces are protected. 

The Misty Mouth (Site) 

A fumarole in the side of Mount Makab. It is active 
and emits a steady gout of sulphurous steam. 

Many Yar'Thaaladan believe that breathing in the 
fumarole's mists and meditating nearby will increase 
one's psychic power. 

Mount Grysl (Mountain) 

See the Realm of Terror poster map. 

Mount Makab (Mountain)  

See the Realm of Terror poster map.  

Obsidian Forest (Site) 

Before the rise of the illithids, Bluetspurτand the 
land of Thaan before itτhad a healthy surface 
ecosystem. One of the lingering monuments to that 
truth is the Obsidian Forest. According to legend, on 
the night that Yrkat Yrkatu fell, this formerly vital 
evergreen woodland turned to obsidian. Skeptics 
insist that the transformation probably occurred 
shortly afterward at the four-fingered hands of the 
illithids. By destroying one of the crucial resources of 
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the Thaan, they could help ensure that the fallen 
would stay fallen. 

Otl'Spaa (Lake) 

A lake in the Lowlands beyond the Vekle'farr east of 
the Makab Range. It has no obvious single source 
(and therefore is likely fed by many little streams), 
but its largest outflow extends into the Misty Border. 

As a body of usually-drinkable water, the Otl'Spaa is 
a valuable resource to ruineers and anyone else 
travelling upon the surface of Bluetspur. However, 
experienced ruineers also warn that visitors to the 
Otl'Spaa should be wary. Something lives beneath 
the surface, they say. 

Thaan-Qurru (Ruin) 

See Book of Sacrifices, "The Illithid God-Brain", 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. 

When the city of Thaan fell, shortly after Bluetspur 
was created, the survivors retreated to Yrkat Yrkatu, 
which they defended for many decades afterward. 
The ruins of Thaan had been looted long before Yrkat 
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 has been looted 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 district also handled the development of those 
crystals which were used in Thaan psitech. Although 
it has also been heavily picked over, doubtless there 
are still one or two undiscovered vaults where latent 
psitech might be stored. 

 

Dread Possibility ¹ The Gate To Beneath 

A whispered secret among the Yar'Thaaladan 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 
beneath the surface. This rumor could not possibly 
be true, though, because the military district has 
been so thoroughly searched. Besides that, what 
community could still be powerful enough to 
maintain such a gate? 

 

 

Thaan-Saanu (Ruin) 

The nation of the Thaan. Thaan-Saanu once 
encompassed everything that is now in Bluetspur 
and more. However, its heart was Thaan-Qurru, the 
City of the Thaan. 

The Tluch-Kaat  (Ruin) 

An ancient library of the Thaan, still warded by spells 
which keep the illithids at bay. A favorite place for 
Yldi'Thaan ruin-divers to explore, although few have 
penetrated the defenses to reach the most valuable 
books. 

The Tluch-Kaat is encircled by a wall which once 
defined the boundary of a contemplative garden. 
The garden is long since destroyed and the plants 
once within it have died. The building of Tluch-Kaat 
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 
previously-undiscovered yet remains. 

However, within the main building of the Tluch-Kaat 
are smaller chambers, known as The Vaults. Special 
books and artifacts are kept in The Vaults to preserve 
them for future generations. (Any of the Thirteen 
Texts would qualify.) In nearly every case, The Vaults 
remain sealed and well-defended by Thaan psitech. 

The Tluch-Kaat is inhabited by a psychic odem which 
is all that remains of Izu'un of the Thirteen Survivors. 
As a former archivist of the Tluch-Kaat, he knows 
how to open any of the Vaults, but he will not 
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provide the keys unless he can be convinced that 
releasing such knowledge into Bluetspur will lead to 
the imminent downfall of the illithids. 

Upper Makabo River (River) 

A river whose source is somewhere upon Mount 
Makab itself. It flows over the Vekle'farr and into the 
Bru'Spaa. 

Usko-Farr'ev (Geography) 

"The Bottomless Chasm". A chasm (very deep but not 
actually bottomless) in the Badlands just northeast 
of Mount Makab. The hunting is better within the 
Usko-Farr'ev than anywhere else on the surface, 
although that is saying very little. 

Usko-Farr'ev is inhabited by plants and creatures not 
found elsewhere upon the surface of Bluetspur. For 
example, the veinworm is a type of caecilian which 
has black skin with bright red markings; it can grow 
to three feet in length. Thorn kelp is a common 
macroalgae in the Usko-Farr'ev; both the stipes and 
bladder-bulbs are edible, although the blades are 
covered with many tiny needle-like structures to 
deter consumption. The chalk-shelled snot clam is 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 
Annual II, p.85) inhabits the Usko-Farr'ev, as do the 
stone giants Oskauga and Surold. 

Vekle'farr  (Geography) 

The name of the ridge which divides the 
Bluetspurean plateau from its lowlands. It is 
sometimes used as the name of the lowlands. 

Void of  Infinity  (Geography) 

The Yar'Thaaladan call the edges of Bluetspur "The 
Void of Infinity", "The Sunless Void", or simply "The 
Void". The Void is simply a particularly empty 
manifestation of the Mists. Anyone who ventures 
into its blackness will reappear at another point 
randomly around the domain's perimeter. 

 

Yrkat  Yrkatu  (Ruin) 

For over a century after Bluetspur was drawn into 
the Mists, the Yldi'Thaan stronghold of Yrkat Yrkatu 
("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 
southeastern slopes of Mount Grysl, overlooking the 
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. 

SITES OF INTEREST ¹ UNDER MOUNT GRYSL 

Azaax (Settlement) 

FoundingΥ Ғср ȅŜŀǊǎ ŀƎƻ  
Population: (90% Yldi'Thaan, 10% Foreigner)  
Nnarl: Nnarl Edul'va  
Depth: Upperdark 

A Yar'Thaalad settlement under Mount Grysl. It 
features an exit to the surface which stands relatively 
close to the entrance to Edul'va, and it interconnects 
to the same larger system of tunnels. 

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

The current leader is Zaaxul III. 

Known citizens of Azaax include the following: 

× Haxhi  

× Melikish  

× Mirjona 

× Zaaxul I  

× Zaaxul II  
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× Zaaxul III 

× Zaaxul IV 

 

Dread Possibility ¹ Broken Succession 

After Zaaxul III's son Zaaxul IV died in the Second 
Release, the succession has been in doubt. A pair of 
young men have presented themselves as 
illegitimate sons of Zaaxul III, and in one case it's 
feasible because of a known affair between his 
mother and Zaaxul III. One of III's advisors and one 
of his bodyguards have been positioning themselves 
similarly. 

And Zaaxul III? He's grieving too much to care. 

 

Cavern of Many Suns (Site) 

Far beneath Mount Grysl is a site known as the 
Cavern of Many Suns. Floating in the center of the 
large cavern is a collection of nearly a dozen burning 
spheres. The light emitted by each of these spheres 
is equivalent to sunlight. 

Periodically the mad druid Queen Hazel ventures to 
the Cavern of Many Suns to coax one of the suns to 
come to her own cavern. Perhaps using her magic, 
perhaps because of the power of her delusions, she 
has always succeeded. 

As part of the Second Release, Bramduhr ag-Thulrak 
and the other participants from The Forge revealed 
a secret weapon: They had discovered a way to cage 
a sun, which they intended to use against the 
heliophobic illithids. Unfortunately, the glow of the 
sun diminished significantly during its journey across 
the surface of Bluetspur, and the secret weapon 
proved ineffective. 

 

Dread Possibility ¹ The Dimming Suns 

Perhaps the suns in this cavern appear to be 
dimming, and the party is sent to discover why. 

 

The Delve (Settlement)  

FoundingΥ Ғмлл ȅŜŀǊǎ ŀƎƻ  
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 Brovna Grimeye. 

 

Dread Possibility ¹ 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. 

Many Yldi'Thaan refuse to see past the many years of 
conflict between the Thaan and the duergar. 
However, others are willing to consider the Delve-
Ulden as tentative allies. 

 

Edul'va (Settlement) 

Founding: 679BC 
Population: 70 (60% Shattered Ones, 
37% Foreigner, 3% Yldi'Thaan) 
Nnarl: Nnarl Edul'va 
Depth: Upperdark 

See the Fraternity of Shadows Forum, "Community Idea: 
Settlements!" topic. 

Unfortunate souls stranded in Bluetspur might do well to 
seek a particular (but well-hidden) cave entrance on the 
lower end of the southwestern slope of Mount Grysl. 
Within caverns accessible via that hidden entrance is the 
sprawling settlement called Edul'va. 

Edul'va was founded by refugees of two sorts. The first are 
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Shattered Ones who escaped from Mount Makab, and the 
second are travellers from the Core who arrive via one of 
the several Mistways which lead into Bluetspur. The 
settlement varies between 60 and 80 members, consisting 
of approximately 60% Shattered Ones and 40% others. 

People who stumble across Edul'va learn very quickly to 
pronounce the glottal stop between Edul and va. The 
word edulva, without the glottal stop, is part of a mantra 
used in summoning Those Who Slither Into One's 
Thoughts, and nobody in Edul'va wants to summon them. 

The headman of Edul'va is a Shattered One named Grult, 
but the heart of the community may be the priest Trellin 
Hev. 

Inhabitants of Edul'va include the following: 

× Boros Gyula  
× Grult 
× Jenyi 

× Kellek Rowe 

× Sytara  

× Trellin Hev 

The Forge (Settlement) 

Founding: Ғпл ȅŜŀǊǎ ŀƎƻ  
Population: (70% Dwarf, 30% Gnome)  
Nnarl: Nnarl Ulden  
Depth: Middledark 

The Forge is a community of Outlander gnomes and 
dwarves located beneath Mount Grysl. It is centered 
upon a particular large cavern, called The Heart of 
the Forge in Dwarven, where a deep rift provides 
plenty of geothermal energy. However, even apart 
from the Heart of the Forge, the settlement extends 
into a great many smaller caverns where individual 
(if extended) families live. 

The smiths at the Forge suffer great difficulty making 
steel. Their traditional techniques have failed them, 
as have their subsequent innovations. Fortunately 
they are still able to work iron. Although 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. These fungi compete with the 
native Bluetspurean varieties. In particular, the 

myconids and Oo'oo'padans are unhappy about 
their dwarven and gnomish neighbors. 

The leader of the Forge is Gedmun Zinc-Cutter. He is 
a svirfneblin, although he does not draw attention to 
the fact that he is anything different from a surface 
gnome. 

Inhabitants of the Forge include the following: 

× Bramduhr ag Thulrak  

× Gedmun Zinc-Cutter 

Ga'i'ya (Settlement) 

Founding: Ғснл./ 
Population: 300 (90% Yldi'Thaan, 
10% Quaggoths) 
Nnarl: Ga'i'ya 
Depth: Lowerdark 

 
An Yldi'Thaan settlement far beneath the surface. Its 
inhabitants include handlers who establish 
telepathic dominance over quaggoths, which does 
imply that the Ga'i'yan might have learned the wrong 
lessons from the Masters of Thought. 

Over generations, Ga'i'ya has turned into a 
storehouse for Yldi'Thaan technology and magic 
looted from the surface world. As such, it is one of 
the best-defended, best-fed settlements in 
Bluetspur. Although a significant number of refugees 
from the Second Release came to Ga'i'ya, that 
community was able to 

absorb them with minimal difficulty. In terms of their 
physical needs, at least. The difficult part has been 
accepting several dozen people who theoretically 
might yet be spies for the Four-Fingered Ones. 

Inhabitants of Ga'i'ya include the following: 

Ẇ Vahktang 

Grath's Hermitage (Hermitage) 

Founding: long ago  

Population: 1 (100% Grath)  

Nnarl: τ  

Depth: Middledark 

Far below the surface of Bluetsput and nowhere too 
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close to anyone, the hermit Grath inhabits this small 
complex of interconnected caves. The outer caverns, 
the ones which he grudgingly allows visitors 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. 

Hevnens Ambolt (Ruins) 

Founding: 748BC 
Nnarl: τ 
Depth: Upperdark 

 
Hevnens Ambolt was originally a settlement founded 
by Shattered Ones near the surface of 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 illithids. 
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 
Hevnens Ambolt remains abandoned. To cover the 
periods of their absence, they have left behind a 
crystalline growth which is particularly sensitive to 
the use of arcane magic. Any wizard spell cast with 
100 feet of the crystal will have its arcane resonance 
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 natural magic. 

 

The inhabitants of "nearby" communities (none are 
particularly close) know to avoid the region of 
Hevnens Ambolt. 

The Hot  Spring (Site) 

Nnarl: Nnarl Edul'va  

Depth: Upperdark 

The cavern known simply as The Hot Spring stands at 
the intersection of several nnarls. It is a mammoth 
cave, but most of its floor area is filled by massive 
pool of water heated by geothermal activity. 

Occasionally water spouts upward from the center of 
the pool, reaching heights of two dozen feet or more. 
Because of these spouts, the Hot Spring is known in 
Thaani as The Place Where Water Flies. 

The Hot Spring is fed by a slow-moving underground 
river, although the river's entrance and exits are not 
visible from above the waterline. Because of 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. 

The Hot Spring is widely considered to be a place of 
sanctuary. Not only is violence forbidden at the Hot 
Spring, but Yar'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: ???  

Depth: Middledark 

A settlement formed by expatriate Kartakans. It was 
founded and is still led by Juhasz Gergo, a man of 
excellent voice and raging temper who could not 
manage to cooperate with others in the 
Yar'Thaaladan settlement where he originally lived 
after Bluetspur abducted him. 

 

Perhaps unsurprisingly, the 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 the following: 
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× Juhasz Gergo  

× Tevin Dakken  

× Varga Nora 

The Nest (Settlement) 

FoundingΥ Ғол ȅŜŀǊǎ ŀƎƻ  

Population: (100% Steeders)  

Nnarl: Nnarl Ulden  

Depth: Middledark 

Decades ago a pregnant steeder stole deep into the 
tunnels beneath Bluetspur. Some of her children 
survived, and they continued to breed. Now the 
steeders have a community of their own, sometimes 
called The Nest. 

While the steeders have only low intelligence, rumor 
holds that they are led by a queen who is much more 
canny, perhaps even psionic. It is not certain that this 
queen 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) 

A cluster of communities consisting of Edul'va, Azaax, 
Weyez, Oo'oo'pada, The Stump, and the cavern 
where Queen Hazel lives. 

Two communities in the nnarl provide access to the 
surface, Edul'va and Azaax. Accordingly, Azaaxans 
refer to the nnarl as Nnarl Azaax. However, the other 
communities have better relations with Edul'va, and 
so the most common name for the nnarl is Nnarl 
Edul'va. 

Nnarl  Ulden (Nnarl) 

Literally the "Nnarl of Dwarves". A nnarl beneath 
Mount Grysl which includes The Forge, The Delve, 
and The Nest. 

 

 

 

 

Oo'oo'pada (Settlement) 

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 undetectable to visitors. 

In truth, the Oo'oo'padans are no longer fully human. 
They are symbiotes, possessing human bodies and 
fungoid (in particular, myconid) nervous 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 non-violent. 

The air in Oo'oo'pada is thick with "rapport spores" 
which allow its citizens to communicate with 
intelligent beings via 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'padans alike have been wary of allowing 
anyone to stay with them for more than a week. 
While the Oo'oo'padans are 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'padans renders 
them psychically invisible to the illithids. On the 
other hand, they also never manifest full psionics or 
even wild talents. 
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Dread Possibility ¹ A New Species? 

Oo'oo'padans are not actually a new species. That is, they remain capable of breeding with non- enfunginated 
("pure strain") humans. An Oo'oo'padan woman will always give birth to an Oo'oo'padan child; infection occurs in 
utero. An Oo'oo'padan man will father a pure strain baby if the mother is pure strain. 

Like many settlements beneath Bluetspur, the Oo'oo'padans fear the dangers of inbreeding. Young Oo'oo'padan 
women are encouraged to seek out other settlements and seduce any willing men. This behavior rarely makes 
them popular with non-Oo'oo'padan women. 

Oo'oo'padan youths are also encouraged to woo un-enfunginated girls. However, most such courtships fail 
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 never deny that they are Oo'oo'padan. However, they feel no particular compulsion to inform a pure 
strain bride that she will probably become infected after living many months in Oo'oo'pada. 

After 3d4 months of exposure to the Oo'oo'padans' rapport spores, a pure strain human must make a saving 
throw against poison; 1d3 months later, they must make another; 1d2 months after 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 such as cure disease will eliminate potential infection 
entirely. However, after any failed saving throw the Oo'oo'padan infection has taken intractible root. If cure 
disease is cast upon a host who has failed a saving throw, then another saving throw 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'padans insist that anyone who becomes infected remains the same person despite the infection. In truth, 
new Oo'oo'padans do retain most of the host's memories and many of their behavioral patterns. 

Even so, anyone who knows the host well enough will be able to discern significant differences. 

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 such non-fungoid structures. Such children will suffer 
-2 to intelligence and dexterity. However, they might show unusual power in other areas, such as a warlock's 
connection to incomprehensible fungoid elder beings. 
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Sakka-gor  (Settlement) 

Founding: 742BC  

Population: Ғмрл όсл҈ CƻǊŜƛƎƴŜǊǎΣ нр҈ {ƘŀǘǘŜǊŜŘ 

Ones, 15% Yldi'Thaan)  

Nnarl: τ  

Depth: Lowerdark 

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

Thuxa has organized the best fighters and the best 
psychics of Sakka-gor 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. Being inducted into Thuxa's Talons is 
considered both a great honor and license to 
generally do as one pleases, but it also carries a 
certain risk. If Thuxa ever feels threatened by one of 
Thuxa's Talons, she ensures that they meet a bloody 
end in short order. 

There is only one true law in Sakka-gor: Do as the 
Tyrant-Queen commands. Other crimes are not 
crimes in Sakka-gor, not unless Thuxa's inconsistent 
judgement decrees otherwise. Even murder is 
permitted if Thuxa does not object. Then again, if 
she does object to any particular behavior, the 
usual punishment is execution. 

Inhabitants of Sakka-gor include the following:  

× Ro  

× Thuxa  

Singing Frog Cavern (Site)  
 
One of the sites beneath Mount Grysl is a large 
cavern known for its "singing frog" statues. 
Approximately three dozen stalagmites have been 
carved into four-foot high figures which resemble 
red- and black-mottled 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 

which has failed to obscure the detail with which the 
statues were originally carved. The coating also 
indicates that the statues were carved a very long 
time ago, probably even before the original conflict 
between the Thaan and the illithids. 

Nobody knows who carved these statues. 

The Stump (Settlement) 

Founding: prior to 581BC  

Population: (100% Myconids)  

Nnarl: Nnarl Edul'va  

Depth: Upperdark 

A colony of myconids has established itself in a 
gigantic cavern which they call "The Stump". The 
center of the cavern is occupied by a forty-foot 
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'padans, the myconids of The 
Stump will not allow visitors to linger for more than 
a handful of days. 

 

 

Dread Possibility ¹ The Fallen Tree 
The stump at the heart of The Stump originally grew 
upon the slope of Mount Grysl. Somehow, though, 
the earth split and swallowed it up and then closed 
again behind it. 

During particularly heavy rainstorms on the surface, 
the rain runs through the nearly-invisible cracks in 
the ceiling, causing a curtain of drizzle across The 
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. 

 

 



42 

 

Weyez (Settlement) 

FoundingΥ Ғрл ȅŜŀǊǎ ŀƎƻ  

Population: (100% Shattered Ones)  

Nnarl: Nnarl Edul'va  

Depth: Upperdark  

A Yar'Thaalad settlement under Mount Grysl. It lacks 
an entrance to the surface. However, it is 
interconnected to other settlements such as Edul'va 
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 nnarl but are used by all as a hunting ground for 
cave chickens and other, frequently more formidable 
creatures. This is the Zorr'va, the "hunting place". It 
is neutral territory. 

SITES OF INTEREST ¹ UNDER MOUNT 
MAKAB 

Citadel Subterrene (Settlement) 

The primary illithid settlement beneath Mount 
Makab. 

Kraol  (Settlement) 

Founding: 582BC 
Population: (100% Yldi'Thaan) 
Nnarl: τ 
Depth: Upperdark 

 
An underground settlement located at the western 
edge of the Makab Range. Whenever the "season" 
of Sky-Terror 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 

the Bru'Spaa. The lake teems with molluscoid 
creatures which the people of Kraol snare in nets and 
haul back to their home, where they salt them using 
an odd greenish mineral found in abundance 
beneath their caverns. 

The people of Kraol eat little but salted molluscoid. 
Scurvy is a problem. 

 

Dread Possibility ¹ An Excellent 
Preservative 

The mineral which the Kraolan use as salt is, in fact, 
such an excellent preservative that most deceased 
Kraolan rise 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. 

The caves around Kraol proper are occupied by these 
ancient dead. They simply sit. And stare. And sit. And 
stare. And sit. And stare. 

Rather than causing fear, the Kraolan mummies 
invoke revulsion instead. 

 

The Mushroom Garden (Settlement) 

Founding: prior to 581BC  

Population: 200 (85% Yldi'Thaan, 10% Shattered 

Ones, 5% Foreigners)  

Nnarl: τ  

Depth: Upperdark  

An immense cavern beneath Mount Makab where a 
community of nearly two hundred Yldi'Thaan thralls 
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 they say 
"the mushroom garden". 

Following the Second Release, the illithids have 
presumably brought thralls from elsewhere to labor 
in the mushroom garden. However, they have 
equally likely increased their security in anticipation 
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of a Third Release. 

Nnarl  Drow'u  (Nnarl) 

Over the decades of conflict, the Yar'Thaaladan have 
encountered enough of the illithids' servitor racesτ 
most notably drow and duergarτto know that there 
must be at least one community of servitors beneath 
Mount Makab. They call these communities the 
Nnarl Drow'u, the nnarl of the drow. 

The drow and duergar call this community Tekenzza. 

Tekenzza (Nnarl) 

Founding: presumably prior to 581BC  

Population: (Drow, Duergar, Lizardfolk)  

Nnarl: Tekenzza  

Depth: Upperdark 

Long before Bluetspur was created, the illithids 
beneath Mount Makab enslaved the 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 the drow was called Tekenzza. That city 
has fallen, but Tekenzza remains the name given to 
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 
duergar are servitors of the illithids. Those who 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 
claim a few of the lizardfolk for ceremorphosis into 
tzakandi. Although the lizardfolk loathe the illithids, 
they know that rebellion would be a disaster for 
them. 

 

SITES OF INTEREST ¹ MISTWAYS 

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

A three-way mistway between Bluetspur, Markovia, 
and Barovia explains why there are tentacle rats in 
Markovia. From Bluetspur, it opens only for 
aberrations, allowing travel to either Markovia or 
Barovia. 

Shattered Passage (Mistway)  
See Ravenloft Third Edition, p.110. 

A one-way mistway of moderate reliability linking 
Kartakass to Bluetspur. 

Song of Obscene Hunger (Mistway)  
See Gazetteer Volume I, p.43. 

A one-way mistway of excellent reliability linking 
Hazlan to Bluetspur. 

Sparking Vortex (Mistway) 

The only known Mistway out of Bluetspur. It 
manifests as a swirling purple lightning storm. It may 
appear anywhere along the border, and it never lasts 
more than 20 minutes. 

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

Worm's Path (Mistway)  
See Gazetteer Volume I, p.87. 

A possible mistway linking the tunnels beneath 
southeastern Kartakass to Bluetspur, identified and 
named by the author of the Doomsday Gazetteer. 
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NON-PLAYER CHARACTERS 

Aldu (one of the Thirteen Survivors) 

One of the Thirteen Survivors. Unlike most of the 
Survivors, he possessed no psionic ability, but he was 
a knowledgeable historian. His Text is a history of the 
Thaan and their mortal foes, the illithids. 

Arcturion (sun dragon) 

Arcturion is a sun dragon (as described in the MC9 
Spelljammer Monstrous Compendium Appendix II). 
He has been imprisoned beneath Mount Grysl for 
approximately two hundred years. In addition to 
being perpetually furious, he is also quite mad. He no 
longer remembers who imprisoned him, and so he 
lashes out at anyone he encounters. 

Arcturion is bound by special chains: although they 
appear to be crafted from silver, they are a fusion of 
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 where Arcturion is imprisoned is 
significantly colder than the surrounding areas. 
Investigation will reveal that the chains absorb heat, 
an effect which intensifies whenever Arcturion 
struggles against his bonds, which he perpetually 
does. 

Occasionally Arcturion manifests his rage in physical 
form, and he spits out a miniature sun. These suns 
rise into various chimneys in the roof of the cave 
where Arcturion is imprisoned, eventually floating 
upward into the Cavern of Many Suns. 

Boros Gyula (inhabitant of Edul'va) 

A human woodsman recently arrived from 
Kartakass. A travelling companion of Kellek Rowe, 
with whom he has much in common. However, Boros 
Gyula is a much nicer fellow. He stands better odds 
than anyone else of talking Kellek Rowe out of a 
foolish idea. 

 

Bramduhr ag Thulrak (inhabitant of the Forge) 

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

Bramduhr ag Thulrak commanded the Forge-Ulden 
who participated in the Second Release. He joined 
the war party willingly, even knowing that he was 
likely to lose loyal dwarves or even his own life. 

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

Brovna Grimeye (leader of 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 as an 
urdunnir does. She may use this ability 2/day for 5d6 
rounds each use. 

Brovna Grimeye has a quiet truce with Gedmun Zinc-
Cutter, the leader of The Forge. Although duergar 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. 

Chorin Mur'Thaan (founder of the Ildi'Thaan)  
See Forbidden Lore: Cryptic Allegiances, p.14. 

The founder of the Ildi'Thaan, at least according to 
the legends of the Ildi'Thaan. These same legends 
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. 

The current leader of the Ildi'Thaan claims to be the 
same Chorin Mur'Thaan who founded the society, 
despite the many years which have passed since his 
escape from Bluetspur. 
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Dread Possibility ¹ The Body Snatcher 
The entity known as Chorin Mur'Thaan has survived 
over a century by using the Switch Personality 
telepathic science. Ordinarily this science causes 
Constitution loss for the psionicist and victim alike, a 
loss which continues until the switch is reversed. 
However, over the decades Chorin Mur'Thaan has 
learned how to overcome this obstacle. Each new 
body which he inhabits suffers such loss for 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. 

Given such behavior, one might reasonably question 
whether Chorin Mur'Thaan actually escaped 
Bluetspur with his sanity intact. 

 

Dardan (hermit) 

Dardan is a foreigner who spent many miserable 
years skulking in the nnarls below Mount Grysl. One 
day his hunt for food happened to bring him into a 
cavern where the Sparking Vortex had appeared. 

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

Subsequently Dardan has made that cavern his 
home. He leaves only to gather edible mushrooms 
from nearby caverns. He is filthy, emaciated, 
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 has been waiting at least 
five years without success. 

Gedmun Zinc-Cutter (leader of the Forge) 

The leader of The Forge. 

Gedmun Zinc-Cutter 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 Forge- 
Ulden are to treat non-violently with the duergar 
unless the duergar commit violence first. Many of 
the Forge-Ulden resent this policy, and Zinc-Cutter 
does not entirely fault them for their suspicion. 
Although Zinc-Cutter has come to trust Grimeye to 

keep her word, he does not trust the duergar as a 
whole. 

While Gedmun Zinc-Cutter misses many things 
about his world of origin, more than anything else he 
complains more about missing tea. "What I wouldn't 
give for a decent cup!" 

Genke (one of the Thirteen Survivors) 

One of the Thirteen Survivors who escaped Bluetspur 
in 588BC. Author of the Sixth Book of the Thirteen 
Texts of Thaan. Given how many years have passed, 
clearly he must be deceased. 

Grathelax (alhoon) 

When Commissioner Seldrig came to the Citadel 
Subterrene to betray the Thaan in his quest for a 
more powerful, more pure psionic mastery, not all of 
the illithids were satisfied with their new Elder Brain. 

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

In the nearly two centuries since Bluetspur's 
creation, Grathelax has lurked in isolation, using his 
psychic abilities to pose as a wizened hermit. (The 
Yar'Thaaladan call him "Grath" and mistake him for 
an odd kind of half-elf.) 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 Yar'Thaaladan will grow strong enough to 
bring down the God-Brain. However, the moment 
that the God-Brain falls Grathelax will turn upon the 
Yar'Thaaladan. 

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

Grozirg (githzerai fighter/mage) 

A githzerai fighter/mage trapped in Bluetspur after 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, seeking to organize a rebellion against the 
Thought Masters. He has been discouraged by what 
he has encountered thus far. Humanity, he feels, has 
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done a miserable job of resisting its own oppression. 

Grozirg has been encouraged by his and Orolahr's 
success in organizing the 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 Grozirg has a fierce temper, he is also loyal to 
anyone who has earned his trust. Unfortunately, he 
has a tendency to treat non-githzerai as expendable 
pawns. 

Grult (leader of Edul'va) 

See the Fraternity of Shadows Forum, "Community 
Idea: Settlements!" topic. 

The current leader of Edul'va is Grult, a Shattered 
One who appears mostly human until he reveals the 
fanged mouth which opens directly into his stomach. 
His two bodyguards appear to be Shattered Ones as 
well, but they are in fact hook horrors. The rest of 
their pack has been killed by the other monstrosities 
of Bluetspur, and so they have latched onto Edul'va 
as their new pack. 

Haxhi (inhabitant of Azaax) 

Claims to be an illegitimate son of Zaaxul III, or at 
least his mother claims he is. She had an affair with 
Zaaxul III in the appropriate timeframe, which gives 
strength to her claim. 

Haxhi is physically frail but nimble and very clever. He 
isn't certain that he wants to become Zaaxul III's heir, 
but in truth he would probably become a good 
leader with experience. 

Hrinthannon (stone giant elder) 

One of three remaining elders of the Desolate Peaks, 
and the only one who might reveal himself to visitors. 

Izu'un (one of the Thirteen Survivors) 

Two hundred years ago, before Bluetspur was drawn 
into the Land of Mists, Izu'un was an archivist at the 
Tluch-Kaat. Once Bluetspur was created, Izu'un 
joined the Thaan who resisted the resurgence of the 
illithids. He knew that his telepathic abilities would 
be valuable to the cause. 

Several years later Izu'un became one of the Thirteen 
Survivors, and as such he wrote one of the Thirteen 
Texts. Once his text had been written, he returned 
to Bluetspur to the Tluch-Kaat, 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 Tluch-Kaat. 

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

Jenyi (assistant to the priest of Edul'va) 

A young woman who assists Trellin Hev in his priestly 
duties. In truth, Trellin Hev could no longer perform 
those duties without her support. She reminds him 
of his sermons and redirects him when they wander 
too far off course. More importantly, her contact 
with "the gods" is more consistent than Trellin Hev's, 
and so she performs most of the healing in Edul'va. 

If asked her age, Jenyi will contemplate a moment 
and answer, "Twenty-three." She looks younger, 
though. Her pale skin is not unusual, not in the 
sunless tunnels of Edul'va, but her pale violet eyes 
are. 

Jenyi cringes every time someone calls her "an old 
soul", which is a shame because she hears it a lot. 
She really is remarkably patient for someone her 
age. 
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Dread Possibility ¹ An Old Soul 
Jenyi was 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 one of the Thirteen 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 thirteen Yldi'Thaan 
survivors scattered, the priest insisted upon coming with her. She allowed him. (In fact, she married him.) Having 
learned that Barovians took 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 several years the subterfuge was successful, and Jenyi and her husband evaded the 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 they founded the settlement of Edul'va. 

Among her many talents, Jenyi possesses the psychometabolic science Complete Healing and the devotion Cell 
Adjustment. In addition to curing disease and healing damage, her psionics have also prevented her from aging 
normally. For decades she used her gifts upon her husband as well, but it merely slowed his aging. In fact, she has 
not used her gifts upon him since she realized that it no longer prevented his mental deterioration. Although 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. 

In order to retain the use of her psionic abilities, Jenyi does not actually consume manna. However, having 
survived in Bluetspur for more than a century and a half, she has confidence in the robustness of her mental 
shields. 

 

Juhasz Gergo (leader of Mora) 

An expatriate Kartakan who founded and now leads 
the settlement of Mora. He has an excellent voice 
and raging temper. 

Kaziki (gatekeeper for Edul'va) 

See the Fraternity of Shadows Forum, "Community Idea: 
Settlements!" topic. 

A shattered one named Kaziki lives on the very 
fringes of Edul'va. In appearance she resembles a 
cross between a woman and a centipede. 

Her wild talent allows her to perform "distributed 
mental processing" on unused portions of nearby 
brains. Her baseline intelligence is 7, but she gains +1 
point for every human-like brain of greater capacity 
(i.e. higher intelligence) within 100 yards. (If Kaziki is 
operating at an effective intelligence of 14 when a 

creature with intelligence 14 comes within range, 
she gains no benefit. However, if a creature of 15 
intelligence comes within range, her intelligence 
increases by a point.) 

As a side effect, Kaziki is capable of speaking any 
language which anyone within her psychic range 
actively speaks for 1d6 rounds. Once all speakers 
have departed her range, she forgets their languages 
within 1d6 rounds as well. (Kaziki does speak Thaani 
natively.) 

Furthermore, although Kaziki cannot directly read 
minds, arcane magic leaves a particular imprint upon 
the brain, and so Kaziki can cast a nearby wizard's 
memorized spells from within their own brain. 

All of Kaziki's psionic abilities are blocked by any 
psychic defense or a thin sheet of lead. 
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Kaziki refuses to eat manna because without her 
psychic abilities she loses most of her intelligence. 
Given her refusal, the Edul'vans are terrified to have 
her live within their community for fear that she will 
bring the Masters of Thought down upon them. At 
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 Rowe (inhabitant of Edul'va) 

See the Fraternity of Shadows Forum, "Community Idea: 

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 
against Grult, all of the humans in the settlement will 
join him, but in truth many of the humans have no 
interest in a rebellion. Life is difficult enough without 
infighting, isn't it? 

Boros Gyula came to Bluetspur with Kellek Rowe. 
Gyula is a more reasonable man than Rowe, and 
fortunately Rowe usually listens to him. 

Kuqo (one of the Thirteen Survivors) 

One of the Thirteen Survivors. Like Shalva, he went 
mad while writing about the illithids. Unlike Shalva, 
though, Kuqo's text is not poetic, merely opaque. 

Lidia Tanase (ruineer) 

An expatriate Barovian, now a member of the band 
of ruineers led by Yralki. Her brother Tomaz is also 
part of Yralki's band. 

Lirushe (one of the Thirteen Survivors) 

One of the Thirteen Survivors. Nicknamed "The 
Wise", although she never cared to be called such. 
Her text focused upon clairsentience. 

Melikish (inhabitant of Azaax) 

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

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

a wisdom check to avoid all damage, even if no 
defenses are currently active. Moreover, if a target 
does have a psionic defense active, then they roll 
with advantage. When using this talent, Haxhi's eyes 
appear violet, but otherwise they are dark. 

Mirjona (inhabitant of Azaax) 

An inhabitant of Azaax. Frequently serves as 
bodyguard to Zaaxul III. Now carries "Cymu's sword", 
which had been wielded by Zaaxul IV before his 
death. 

Mirjona participated in the Second Release, and she 
witnessed the death of Zaaxul IV. She wishes that 
Zaaxul III would recover from his grief and lead Azaax 
properly again. 

Nelsku (one of the Thirteen Survivors) 

Nelsku was one of the Thirteen Survivors. 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 
eventually grew concerned when he failed to return. 
In time they decided that he must have fallen victim 
to the Four-Fingered Ones somewhere upon his 
journeys. 

 

Dread Possibility ¹ Temporalportation 
Perhaps Nelsku has actually psychoported himself 
into the future. 

Or did he attempt to dreamwalk and get drawn into 
the Nightmare Lands? 

 

 

Orolahr (githzerai monk/psionicist) 

A githzerai monk trapped in Bluetspur when a 
rrakkma went badly astray. A companion to Grozirg. 

Along with Grozirg, Orolahr helped organize and lead 
the Second Release. He is perhaps more willing to 
consider the shortcomings of their venture. 
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Orolahr rarely shows emotion. For that matter, he 
rarely feels any. Coldness is the best defense he has 
found against hopelessness. Orolahr would give his 
life fighting beside Grozirg, but any other being he 
would leave to die instead. 

Oskauga (stone giant) 

One of two young stone giants from Desolate Peaks 
who survived the Great Release. The other is Surold. 

Following the deaths of their fellows at the hands of 
foreign adventurers, Surold and Oskauga have been 
hiding in the Usko-Farr'ev, too ashamed of their 
failure to return to the Desolate Peaks. 

Qualion Rathenas (ruineer) 

A member of the band of ruineers led by Yralki. He is 
an expatriate from Sithicus. He is also severely 
claustrophobic. 

Queen Hazel (druid) 

An Outlander druid gone mad from her lack of 
connection to a natural world. She now calls herself 
Queen Hazel, and she maintains a gigantic forest in a 
large cavern beneath Mount Grysl. Of course, most 
of the supposed plants are actually fungi, and most 
of the supposed animals are 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 
welcomed and treated well, at least as long as they 
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 to her. 

Two ambulatory mushrooms defend Queen Hazel, 
even unto their own destruction. They should be 
treated as fungoid treants. 

Queen Hazel's garden is a wonderful place to find 
fungus-related 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 

fungi which grow in her garden. They contain nearly 
the same nutritional value as the plants and animals 
which they mimic. In particular, Queen Hazel's 
garden is the best place under Mount Grysl to find 
"fruits" and "vegetables". 

Queen Hazel's garden has one other property of 
note: It is a dead zone for arcane resonance. Spells 
cast hereτby Queen Hazel or anyone elseτdo not 
attract the attention of the illithids. Queen Hazel did 
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. 

 

Dread Possibility ¹ Root of  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 high-level magic 
indiscriminately. Queen Hazel's companions were 
slaughtered in their very first encounter with an 
illithid patrol. She escaped only because of a 
desperate use of a magic item which allowed her to 
transport via plants once. The brief communion with 
the sparse flora of Bluetspur may have contributed 
to her fragile mental state. 

 

Ro (pterrax) 

The pterrax who is perhaps Thuxa's pet and perhaps 
her truest friend. It is only half the size of most 
pterraxes. 

Seldrig (traitor to the Thaan) 

See Book of Sacrifices, "The Illithid God-Brain", p.24-26. 

A member of the ruling elite of Thaan who betrayed 
that city to become the God-Brain of Bluetspur. 

Shalva (one of the Thirteen Survivors) 

One of the Thirteen Survivors. Like Kuqo, she went 
mad while writing about the illithids. Her text is 
beautifully poetic and completely incomprehensible. 
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Surold (stone giant) 

One of two young stone giants from Desolate Peaks 
who survived the Great Release. The other is 
Oskauga. 

Following the deaths of their fellows at the hands of 
foreign adventurers, Surold and Oskauga have been 
hiding in the Usko-Farr'ev, too ashamed of their 
failure to return to the Desolate Peaks. 

Sytara (inhabitant of Edul'va) 

A Rasheman originally from Hazlan. Now an 
inhabitant of Edul'va. She participated in the Second 
Release. 

Tevin Dakken (inhabitant of Mora) 

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

Dread Possibility ¹ Wolf  in the Fold 
Varga Nora is not a wolfwere; Tevin Dakken is. 

 

Thuxa (mul) 

The tyrannical ruler of Sakka-gor. A foreigner from 
Kalidnay. The pterrax Ro is her constant companion. 

For the most part, Thuxa appears to be a seven-foot-
tall, umber-skinned human. (She is actually a 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 psionic 
abilities. In her case she is a powerful 
psychometabolist. However, Kalidnayan minds feel 
different from Yldi'Thaan or illithid minds, which 
makes her threatening to the Yldi'Thaan and illithids 
alike. If Thuxa's mental shields were not so strong, 
her presence would doubtless draw no end of 
attention. 

 

Thuxa always wears a certain leather mask. It is 
rumored to be the source of her powers. (It is not.) 

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 because notoriety draws 
challengers. As a slave, Thuxa did not have the option 
of retirement, but her original owner decided to sell 
her in order to make 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 the Way of the Mind was a 
formidable enhancement to mere brute strength. 
Thuxa agreed (she had little choice), and she proved 
an adept student. She never did return to the arena, 
though. When she had learned enough to confront 
her new master, she killed him. Brute strength also 
has its place. 

 

Dread Possibility ¹ A Dragon Aspirant 
In the grand tradition of Athasian sorcerer-kings, 
Thuxa desires to become a 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 qabal of illithids. Upon her 
second attempt, the illithids were ready, and they 
drew her into Bluetspur. They expected a six-
against-one psychic battle. They did not expect to a 
physical brawl against someone with mental 
shielding which allowed her to ignore their attacks. 

Having failed twice, Thuxa is now proceeding more 
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. 
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Tomaz Tanase (ruineer) 

An expatriate Barovian, now a member of the band 
of ruineers led by Yralki. He was born a caliban. His 
sister Lidia is also part of Yralki's band. 

Trellin Hev (priest of Edul'va) 

Trellin Hev has been the spiritual leader in Edul'va for 
decades. He is now an old man, the oldest in the 
settlement, still healthy in body but losing his mind 
to age. In truth, he could not fulfill his duties without 
the aid of his assistant Jenyi. 

Once per week (as best a week may be judged in the 
caverns and tunnels), the Edul'vans gather to 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 
teachings of 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 
and fell in love with a Thaan girl. The two of them left 
Immolτhe no longer remembers whyτ and ended 
up in Bluetspur, where they were lucky to stumble 
across Edul'va. He recalls many happy years with his 
Thaan wife. He is convinced that Jenyi is actually his 
granddaughter. 

 

Dread Possibility ¹ The Sixth Text of  Thaan 
The Sacred Text of the Edul'vans is actually Evhe'tluch 
Thaan, the Sixth Text of Thaan, which was written by 
Genke of the Thirteen Survivors. 

Evhe'tluch Thaan is largely focused upon the 
psychometabolic psionic discipline. 

 

Vahktang (inhabitant of the deeper nnarls) 

An Yldi'Thaan psionicist from Ga'i'ya, one of the 
deeper nnarls beneath Mount Grysl. He participated 
in the Second Release, acting as third-in-command 
after Grozirg and Orolahr. Like Grozirg, Vahktang 
considers the Second Release an unquestionable 
success, but then Ga'i'ya was in a better position to 
absorb Yldi'Thaan refugees than most settlements. 

Varga Nora (inhabitant of Mora) 

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

Varga Nora has the finest voice in Mora, and she 
plays the lute as well. As the finest voice in Mora, she 
is perpetually in Juhasz Gergo's inner circle. 

Xhafer (brain in a jar) 

The psyche at the heart of Melesku'ta, driving its 
nothing here projection. 

Unfortunately, Xhafer has gotten lonely over the 
many decades. Once someone (non-illithid, non- 
Yldi'Thaan) enters the 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) 

The leader of a band of ruineers which also includes 
Qualion Rathenas, Lidia Tanase, and Tomaz Tanase. 
He is an Yldi'Thaan with some psionic abilities, 
including the ability to heal himself by lapsing into a 
recuperative coma. 

Zaaxul I (founder of Azaax) 

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

Zaaxul II (former headman of Azaax) 

The previous headman of Azaax. The second of his 
line. The father of Zaaxul III. Got old, went mad, was 
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killed by his son. It's the circle of Bluetspurean life. 

Zaaxul III (headman of Azaax) 

The current headman of Azaax. The third of his line. 
The father of Zaaxul IV. Possible father of Haxhi and 
Melikish. Since the death of Zaaxul IV, he has 
declared no new heir. 

Zaaxul IV (heir to Azaax) 

The hier to Azaax. The fourth of his line. The son of 
Zaaxul III. 

Zaaxul IV was killed in the aftermath of the Second 
Release. He carried the weapon known as "Cymu's 
sword" until his death, after which it was passed on 
to Mirjona. 

FACTIONS, CABALS, AND SECRET SOCIETIES 

Ruineers 
Nomadic bands of Yldi'Thaan who roam from ruin to 
ruin, seeking lost treasures and the secrets of their 
ancestors. Most ruineers have contacts with 
communities beneath the surface. 

The Public Face 

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

The Hidden Face 

Although individual Ruineers may possess secrets 
that they want to remain hidden, bands of Ruineers 
as a whole are entirely 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) Shattered Ones. They are willing to work 
with foreigners, but foreigners are always 
considered inferior to the Yldi'Thaan. 

Thirteen Survivors 

See Forbidden Lore: Cryptic Allegiances. 

The Thirteen Survivors of legend are those Yldi'Thaan 
who escaped from Bluetspur to Immol in 788BC. 
They wrote the Thirteen Texts of Thaan and then 
scattered to the corners of the Land of Mists in 
590BC. 

Geographical Note: At the time of the scattering of 
the Thirteen Survivors, the Core was much smaller 
than it is today. Bluetspur bordered upon Barovia 
and Forlorn. Upon Barovia's northern border stood 
Keening and Arak. Darkon occupied the far north. 
Mordent clung to Darkon's western edge. Over the 
next twenty-five years, Gundarak, Indivia, and then 
Kartakass formed. Off in the Mists, Har'Akir, Paridon, 
Sebua, Kalidnay, and Pharazia could be found. 
Vechor, Sanguinia, Shadowborn Manor, and Nidala 
would all appear shortly thereafter. Therefore, some 
of the Thirteen Texts might reasonably be found in 
any of those domains. 

Although the Thirteen Survivors scattered across the 
Land of Mists, they are included in this gazetteer 
because of their close ties to Bluetspur. Besides, 
several of them were drawn back by the Mists. 

The Public Face 

Fearing that the illithids would track them down, the 
Thirteen Survivors strove to avoid calling attention to 
themselves, although the Den'ni'Thaan of Immol 
knew who they were. 

The Hidden Face 

The Thirteen Survivors included the following 
Yldi'Thaan: 

× Aldu  

× Genke  

× Izu'un 

× Lirushe  

× Kuqo  

× Nelsku 

× Shalva 
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Allies and Enemies 

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

NEW MAGIC ITEMS 

Beacon Crystals 
Beacon crystals are created by the illithids using 
psitech copied from the Thaan in the hope of 
obscuring their actual origins. They appear as glassy 
shards, usually the approximate size of a human 
hand. 

A beacon crystal has three modes: quiescent, 
attractor, and transporter: 

× Quiescent Mode: In the first mode, the beacon 

crystal does not radiate any form of magic. 

However, when someone with actual or latent 

psionic ability draws within 10' of the crystal, it 

transitions to attractor mode. 

× Attractor Mode: Anyone within 10' must pass a 

Will save, except subtracting instead of adding 

their WIS modifier. Those who fail become 

fascinated with the crystal. 

× Transporter Mode: Finally, an indetermined 

amount of time later, the crystal switches briefly 

to transporter mode, teleporting every sapient 

creature within 20' to the surface of Bluetspur. 

(Unless the crystal is activating in a domain with 

closed borders, in which case the 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 magic would ordinarily 
reveal the relevant school of magic, instead it reveals 
the artificiality of the magic. As such, canny 
adventurers may recognize that danger is present. 

Lightning  Cannon 
An example of the fusion of magic and psionics, 
lightning cannons are rarely found anywhere but 

Melesku'ta. While not all of that outpost's armament 
still functions, the front wall of Melesku'ta has three 
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. 

Each lightning cannon functions as if it casts an 8d6 
lightning bolt every third round. Each cannon has a 
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. It was brought to Edul'va by 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. 

Telekinesis Grenades 
Telekinesis grenades (commonly called "teke 
grenades") are a type of psionic item occasionally 
found in Thaan ruins. Like most Thaan psitech, they 
are constructed from psionically charged crystal. 

Teke grenades are similar to the beads from a 
necklace of missiles from 2nd edition or the necklace 
of fireballs from 3rd and 5th editions. Unlike those 
magic items, telekinesis grenades have a 
hemispherical area of effect, and they cause force 
damage instead of fire damage. Typically 1d8 
grenades are found at a time. 

Outside of Bluetspur, teke grenades grow 
increasingly unstable. They have a cumulative 5% 
chance per day of spontaneously triggering. They 
may also trigger upon a sudden forceful impact. 
Fortunately for anyone carrying a grenade, the 
grenade emits an increasingly high-pitched whine as 
it grows unstable. 
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The Thirteen Texts of Thaan 
The following information is known about the Thirteen Texts of Thaan: 

 

Legend holds that all thirteen texts are necessary to unlock their full power, and only then will the mind flayers be 
driven out of Thaan. 

 

Dread Possibility ¹ The Truth  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 a wild talent to expand their power. In other words, the Thirteen Texts are not actually the 
mystical fix-all solution that legend claims they are. Not even when combined. 

Another truth of the matter is that none of the Thirteen Survivors had enough time to finish writing their texts 
before illithid minions tracked them down in Immol. If they had, then they would have used the Texts! Some of 
the survivors finished their texts after scattering, but some of the texts were never completed. 

 

Thuxa's Mask 
Thuxa, the Tyrant-Queen of Sakka-gor, always wears 
a leather mask stained a deep red. (Stained with 
blood, many say, but it's actually not.) 

The mask is a psionic item, not a true magic item. It 
offers two benefits. First, it provides +2 protection, 

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. 

In other words, Thuxa's mask is useful, but it's not 
truly the source of her power. 
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NEW MONSTERS 

Hope Lights 
Climate/Terrain  Bluetspur  

Frequency Very Rare  

Organization Swarm  

Activity Cycle Any  

Diet Psychovore 

Intelligence Low (5-7) 

Treasure Nil 

Alignment Neutral  

No. Appearing 1d4  

Armor Class 0 

Movement Fl 12 (A) 

Hit Dice 5 

THAC0 15 

No. of Attacks 1 

Damage/Attack Special 

Special Attacks PSP Drain 

Special Defenses  Spell Immunity, Invisibility 

Magic Resistance Nil 

Size T (6" diameter) 

Morale Unsteady (5-7) 

XP Value 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, see Realms of Terror, p.64- 
65.) Much like the will o'wisp, these phantom lights 
float aimlessly above the broken terrain of Bluetspur. 

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

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, anyone who is psychically 
sensitive feels a mental prickliness at their presence. 

Subsequent to the Great Upheaval, hope lights have 
grown exceedingly rare. Recent sources fail to 
mention them at all. 

Combat 

Hope lights have exactly one attack: Upon a 
successful hit, they drain 1d10 PSPs from their 
victims. In fact, they often swarm whichever nearby 
target has the most available psionic strength. Hope 
lights can cause no damage to non-psychic people, 
and they will ignore such individuals altogether. 

Although hope lights are vulnerable to non-magical 
weapons, most spells have no effect upon them. 
Spells such as darkness will drive them away but 
cause no harm. 

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

Habitat/Society 

Hope lights are found in Bluetspur, although there is 
nothing to prevent them from inhabiting other 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. 

Hope lights wander in small swarms, seeking psychic 
creatures to feed upon. They do not show particular 
signs of society other than proximity. 

According to one theory, hope lights are the ghosts 
of psychics who 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, they can leave them psychically defenseless. 

Molluscoid 
Climate/Terrain Bluetspur  
Frequency Uncommon  
Organization Colony  
Activity Cycle Any 
Diet Omnivore 
Intelligence Animal (1) 
Treasure Nil 
Alignment Neutral  
No. Appearing 10d10  
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Armor Class 10 
Movement 3, Sw 12 
Hit Dice ½ 
THAC0 20 
No. of Attacks 1 
Damage/Attack 1d4-3  
Special Attacks See Below  
Special Defenses  None  
Magic Resistance  Nil 
Size S (6"-24") 
Morale Unreliable (2) 
XP Value 0 
 
The name "molluscoid" is given to a number of 
similar creatures found across Bluetspur. In all cases, 
molluscoids are soft-bodied 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 human-sized 
creatures. However, some notable exceptions do 
exist. The blue-ringed molluscoid, for example, has a 
deadly venomous bite. The inky molluscoid ejects a 
stream of liquid which may blind its foes. 

Habitat/Society 

Molluscoids are commonly found in the Bru'Spaa, a 
lake in southwestern Bluetspur, but they also may be 
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 as having lots and lots of offspring. After 
mating, males die. Females deposit strings of 
fertilized eggs in rocky crevices for protection from 
predators, and then they defend the eggs while they 
develop. Eventually the many eggs hatch into 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. 

Ecology 

Molluscoids provide a crucial source of protein for 
creatures of Bluetspur, including the inhabitants of 
Kraol. They live primarily upon algae and each other 

Slime Wyvern  
Climate/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, Fl 9 
Hit Dice 15 
THAC0 5 
No. of Attacks   2 
Damage/Attack  2d12/2d10  
Special Attacks  See below  
Special Defenses  Nil 
Magic Resistance  Nil 
Size G (25' long) 
Morale Fanatic (17-18) 
XP Value 13,000 
 
Slime wyverns resemble winged purple worms, 
although their 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 course their 
tremorsense does 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 causes 2d12 damage, and a critical hit indicates 
that the victim has been swallowed whole (assuming 
the the victim is 8' tall or smaller). The stinger causes 
2d10 damage, and it injects a poison which causes 
1d4 WIS damage and the loss of 1d6 PSPs for psionic 
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characters. 

After suffering its first wound, the slime wyvern 
secretes a protective mucus across its 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 
sufficient quantity of water, or else it hardens after 
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 
attacking each other. Only in combat, when they are 
under the steady control of their illithid handlers, do 
slime wyverns act in a coordinated fashion. 

Ecology 

Slime wyverns were bred by the illithids as weapons 
in the war against the 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  
Climate/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 
THAC0 19 
No. of Attacks 1 
Damage/Attack 0 or 1d4  

Special Attacks Paralysis  
Special Defenses  Nil  
Magic Resistance  Nil 
Size S (3' long) 
Morale Steady (11-12) 
XP Value 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 upon psionic activity. In particular, 
thought trackers are able to discern psionics at a 
greater distance than even intellect devourers. 

Close inspection reveals that thought tracker 
tentacles more strongly resemble the tentacles of a 
carrion crawler than those of a mind flayer. 
However, very few people ever have the chance to 
inspect a thought tracker's tentacles so closely. 

Combat 

Thought trackers attack first with their tentacles. (All 
four tentacles make 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, automatically causing 1d4 slashing 
damage per round. However, most of them have 
been trained to avoid feeding and turn their 
attention to other, non-paralyzed prey if so 
commanded by their handlers. 

Habitat/Society 

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

Ecology 

Thought trackers are bred and raised by the illithids. 
Theoretically a thought tracker could escape and live 
on its own, but it might have trouble finding 
sufficient meat to survive. 
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REFERENCES 
The following canonical Ravenloft adventure 
modules and supplements contain useful 
information about Bluetspur: 

× Realm of Terror 

× Forbidden Lore: Cryptic Allegiances, "Ildi'Thaan" 

× Domains of Dread 

× Ravenloft Campaign Setting 

The following netbook articles are less canonical but 
equally interesting: 

× Book of Souls, "The Realms Beyond" 

× Book of Sacrifices, "The Illithid God-Brain" 

Two of the Thirteen Texts, the Aark'tluch Thaan and 
Book of Thaan-Naagaaru, first appeared in the Teeny 
Tiny Tales of Terror on the Fraternity of Shadows 
forum at : 

https://www.fraternityofshadows.com/forum/vie
wtopic.php?p=55572 and 

https://fraternityofshadows.com/forum/viewtopi
c.php?p=53344 respectively. 

In addition, despite not being published as part of 
the Ravenloft product line, the Complete Psionics 
Handbook and The Illithiad are also valuable 
references. 

Finally, I found inspiration in the following tidbits 
gleaned from the Internet: 

× Culinary Ethnography: A Discussion of Eating in 

the Underdark 

× Prehistoric Arts and Crafts 
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https://www.americanscientist.org/article/prehistoric-arts-and-crafts
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Teddy and Sammy  

by Helen McLaughlin Art 
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The Arcane Age of Darkon  
by Matt "strahdsbuddy" Doyle 

 

 
όwŀŎŜǎ ƻŦ ŘŜƳƛƘǳƳŀƴǎ ŀǊŜ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ άŜǘƘƴƛŎƛǘƛŜǎέ 

ŀƴŘ άǘǊƛōŜǎέ ƛƴ ǘƘƛǎ ŘƻŎǳƳŜƴǘΦύ 

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 a 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 Darkonian feudal system in isolated 

areas. 

Before the arrival of Darcalus, the realm was shared, 

but dominated mostly by the Nevuchar, translated 

ƭƛǘŜǊŀƭƭȅ ŀǎ άtŜƻǇƭŜ ƻŦ ǘƘŜ wƛǾŜǊΦέ ¢ƘŜ bŜǾǳŎƘŀǊ ŀǊŜ 

tall, sometimes up to six and a half feet, with long, 

slender limbs and fingers. Their skin is pale, as is their 

hair, with light-colored eyesτgray 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 architecture, which 

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 

cultural vegetarians, eschewing meat as unnecessary 

since so much 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 

rest 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 

tongue is known for its lilting rhythms and sing-song 

sound, and it can tend to put 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 

άǎǘǊƻƴƎΦέ wŀǘƘŜǊ ǘƘŀƴ ǘŀƪƛƴƎ ǘƘŜ ŎƻƳǇƭƛƳŜƴǘΣ ǘƘŜ 

Tempites dramatically translated the appellation to 

mean stubborn or 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 the 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 decorated 

with precious metals. Tempites have tan to brown 

skin-tones, 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 torch-fire and filled with the echo 

of pick on stone. Tempites raise hogs and coarse 

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 happen 

to them.  They say this extends back to the Arcane 

Age, when the Nevuchar captured families of the 

Tempite noblemen to help leverage their 

negotiationsτan allegation the Nevuchar dismiss 

out of hand. Because of this, Tempite women are 

rarely seen outside 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 no Tempite women, 

and the hard-headed 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. 

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 

bŜǾǳŎƘŀǊΣ ǿƘƛŎƘ ǘǊŀƴǎƭŀǘŜǎ ŀǎ άŦƛǎƘ ŜŀǘŜǊΦέ ¢ƘŜ 

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 at all costs and 

have leaned heavily on their contact with Lamordia 

to become academics and craftsmen. Indeed, those 

YǳŘǳƪ ŦǊƻƳ ǎǿŀƳǇȅ ƭŀƴŘǎ ƴŜŀǊ ǘƘŜ ±ǳŎƘŀǊΩǎ 

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 

ƻǇǇƻǎŜŘ ǘƻ ǘƘŜ ƛŘŜŀ ƻŦ ǘƘŜ DǊŜȅ wŜŀƭƳΩǎ ǉǳƛŜǘ 

repose. Rather, their pantheon of gods host an 

eternal feast with drinking and practical jokes. A 
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YǳŘǳƪ ǿƘƻ ŘƛŜǎ ƛǎ ǎŀƛŘ ǘƻ ƘŀǾŜ ōŜŜƴ άƛƴǾƛǘŜŘέΣ ŀƴŘ 

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 to offend. 

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 

ƳŜŀƴǎ άǎƪƛƭƭŜŘΦέ ¢ƘŜƛǊ ŎŀǇƛǘŀƭ ǿŀǎ ŀǘ bŀǊǘƻƪΣ 

although only a few score still remain there, as the 

war-ŦƻƻǘƛƴƎ ŎŀǳǎŜŘ ōȅ ǘƘŜ 5ŜŀŘ aŀƴΩǎ /ŀƳǇŀƛƎƴǎ 

did not mesh 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 their skill for invention is appreciated by that 

ƴŀǘƛƻƴΩǎ ǎŎƛŜƴǘƛǎǘǎΦ 

Chzemel tend to be short, with average builds. They 

go bald early in life, but keep finely manicured 

mustaches or pointy beardsτthough 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 blue-eyed Chzemel of either sex will be 

thought to have a streak of unfaithfulness τ 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. 

The Chzemel deity is called Fland, and he has several 

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 

ǘƘŜ ŎƻǊƴŜǊ ŦǊƻƳ ŜŎŎŜƴǘǊƛŎƛǘȅΦ {ǘƛƭƭΣ CƭŀƴŘΩǎ priests 

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 non-native speakers. 

 

The Darkonians, mighty conquerors from beyond the 

sea, have made Darkon their own. The Nevuchar 

dubbed them Ciryam when they arrived, the 

άǎƘƛǇōǳƛƭŘŜǊǎέ ƻǊ άǎŜŀŦŀǊŜǊǎΦέ CǊƻƳ ǘƘŜƛǊ ŦƻƻǘƘƻƭŘ ƻƴ 

what would become the city of Martira Bay, they 

expanded Il Aluk and 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 

5ŀǊƪƻƴƛŀƴ ƛƴǘŜǊǇǊŜǘŀǘƛƻƴ ƻŦ ǘƘŜ bŜǾǳŎƘŀǊǎΩ ƻǊƛƎƛƴŀƭ 

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. 
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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 memory-leeching 

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 

phenomenon has 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 also unusual, 

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 Tempite blood.) Next is 

eyes, which vary in color, but not in shape. Because 

of this, any almond-shaped 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 brown skin 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, however, so 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 were to 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. 

 

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 his unit 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 

ŀǊŎƘŀŜƻƭƻƎƛǎǘǎ ŀǎ ά!ǊŀƪƛǘŜǎΣέ ǿƘƛŎƘ ƛs a distinction 

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 

ƳŜŀƴǘ ǎƛƳǇƭȅ άǘƘŜ tŜƻǇƭŜΦέ 5ŀƻƛƴŜ ǎƻŎƛŜǘȅ ƘŀŘ 

reached a technological and magical level that has 

yet to be replicated in the Land of Mists, and they 

single-handedly 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 the sandstorm 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 

Darkonian tongue in such a way. 
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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 for the 

resurgence of the worship of Belenus in nearby 

Tepest. Daoine artifacts litter the windswept crags of 

ǘƘŜ aƻǳƴǘŀƛƴǎ ƻŦ aƛǎŜǊȅΣ ŀƴŘ 5ŀǊƪƻƴΩǎ ŀƴƴŜȄŀǘƛƻƴ 

of this region after the Great Upheaval has made 

mountaineering, spelunking, and archaeology the 

newest 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 

all the 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 free-minded 

residents referred to their conditionτand 

themselvesτas Insepulta: the Unburied. Isolated 

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 

spark forges instead. 

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 

ƘŀǾŜ ƴƻ ƛƴǘŜǊŜǎǘ ƛƴ ŘƛƳƛƴƛǎƘƛƴƎ ǘƘŜ ŎƛǘȅΩǎ ǇƻǇǳƭŀǘƛƻƴ 

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 work of its 

people could make Il Aluk into the gem of civilization 

it had been for centuries, although with considerably 

less shine. 

--Professor Mortimer Wachter, University of Port-a-

[ǳŎƛƴŜΣ ŜȄŎŜǊǇǘŜŘ ŦǊƻƳ Ƙƛǎ Ŝǎǎŀȅ άOn Our Neighbors 

and Their Historyέ 

" 
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Strigoi of a Starving Land   
by Ian Fordam 

 

 
CŜŀǘǳǊƛƴƎ 5ϧ5 оΦр ǎǘŀǘ ōƭƻŎƪǎ ŎǊŜŀǘŜŘ ōȅ WŜǊŜƳȅ 
wƻōȅ 

THE NATURE OF THE STRIGOI 

¢ƘŜ ƧƻǳǊƴŀƭ ƻŦ WŀǊƻ aƻǊȅǎΣ ǊŜŎƻǾŜǊŜŘ ŦǊƻƳ ǘƘŜ Ǌǳƛƴǎ 
ƻŦ 5ŜǊǾƛŎƘ ƛƴ тпт./Σ Ŏƻƴǘŀƛƴǎ ǘƘƛǎ ŎǳǊƛƻǳǎ ŜƴǘǊȅΥ 

The Journal of Jaro Morys, 745BC 

 

Miserable weather tonight. Spent the 

evening around the fire at Strahinja's 

guesting house, listening to others tell 

tales. Thought I should note: The 

G'Hennans speak of creatures they call 

the strigoi. 

­The strigoi drink blood. They are 

sorcerers. They enchant their victims 

when they drink their blood. All in all, 

the strigoi sound remarkably similar to 

vampires of commonplace Darkonian 

legend, except that apparently they can 

walk unharmed in the sunlight. A 

terrifying thought, no? 

 

¢ƘŜ ǎǘǊƛƎƻƛ ƻŦ DϥIŜƴƴŀ ŀǊŜ ƴƻǘ ƳŜǊŜƭȅ ƭŜƎŜƴŘǎΦ aƻǎǘ 
ŀǇǇŜŀǊ ǘƻ ōŜ ƘǳƳŀƴΣ ŀƴŘ ǘƘŜȅ ŀǊŜ ǘȅǇƛŎŀƭƭȅ ǾŜǊȅ 
ŀǘǘǊŀŎǘƛǾŜ ƛƴ ŀ ŦŜƭƛƴŜ ǎƻǊǘ ƻŦ ǿŀȅΦ ¢ƘŜȅ ǇƻǎǎŜǎǎ ŦŀƴƎǎ 
ŀƴŘ ŎƭŀǿǎΣ ŀƭǘƘƻǳƎƘ ǘƘŜȅ ŀǊŜ ŎŀǇŀōƭŜ ƻŦ ƘƛŘƛƴƎ ōƻǘƘΦ 
[ƛƪŜ 5ŀǊƪƻƴƛŀƴ ǾŀƳǇƛǊŜǎΣ ǘƘŜȅ ŘǊƛƴƪ ōƭƻƻŘΦ IƻǿŜǾŜǊΣ 

ŎƻƴǘǊŀǊȅ ǘƻ WŀǊƻ aƻǊȅǎϥ ŀǎǎǳƳǇǘƛƻƴǎΣ Ƴƻǎǘ ǎǘǊƛƎƻƛ ŀǊŜ 
ƭƛǾƛƴƎ ōŜƛƴƎǎΦ 

aŀƴȅ ƻŦ ǘƘŜ ǎǘǊƛƎƻƛ ƘŀǾŜ ǘŀƭŜƴǘ ǿƛǘƘ ǿƛȊŀǊŘǊȅΦ CŜƳŀƭŜ 
ǎǘǊƛƎƻƛ ŀǊŜ ƪƴƻǿƴ ǘƻ ƘŀǾŜ ǎǘǊƻƴƎŜǊ ƳŀƎƛŎ ǘƘŀƴ ƳŀƭŜ 
ǎǘǊƛƎƻƛΦ !ƭǎƻΣ ŀ ǎǘǊƛƎƻƛϥǎ ƳŀƎƛŎ ƛǎ Ƴƻǎǘ ǇƻǿŜǊŦǳƭ ǿƛǘƘƛƴ 
ƛǘǎ ƭŀƛǊΣ ŀƴŘ ƛǘǎ ǇƻǿŜǊ ŘƛƳƛƴƛǎƘŜǎ ǿƛǘƘ ŘƛǎǘŀƴŎŜΦ 

tŜǊƘŀǇǎ ǘƘŜ Ƴƻǎǘ ŎǊǳŎƛŀƭ ŦŀŎǘ ŀōƻǳǘ ǘƘŜ ǎǘǊƛƎƻƛ ƛǎ ǘƘŀǘ 
ǘƘŜȅ ƘŀǾŜ ƴƻ ǎƻǳƭǎΦ ²ƘŜƴ ǘƘŜȅ ŘƛŜΣ ǘƘŜȅ ŀǊŜ ǳǘǘŜǊƭȅ 
ŜȄǘƛƴƎǳƛǎƘŜŘΦ ¢Ƙƛǎ ƪƴƻǿƭŜŘƎŜ ƳŀƪŜǎ Ƴƻǎǘ ǎǘǊƛƎƻƛ 
ōƛǘǘŜǊ ǘƻǿŀǊŘǎ ŎǊŜŀǘǳǊŜǎ ǿƘƻǎŜ ŜȄƛǎǘŜƴŎŜ ŎƻƴǘƛƴǳŜǎ 
ŀŦǘŜǊ ŘŜŀǘƘΣ ŜǾŜƴ ǘƘƻǳƎƘ ǘƘŜȅ ŀǊƎǳŜ ǘƘŀǘ ǇƻǎǎŜǎǎƛƻƴ 
ƻŦ ŀ ǎƻǳƭ ƳŀƪŜǎ ƻƴŜ ǎŜƴǘƛƳŜƴǘŀƭ ŀƴŘ ǿŜŀƪΦ LƴŘŜŜŘΣ 
ǘƘŜ ǎŜŎǊŜǘ ǎƘŀƳŜ ƻŦ ǘƘŜ ǎǘǊƛƎƻƛ ƛǎ ǘƘŀǘ ǘƘŜȅ ŀǊŜ 
ǇŜǊǇŜǘǳŀƭƭȅ ƘŀǳƴǘŜŘ ōȅ ǘƘƛǎ ƭŀŎƪΦ DϥIŜƴƴŀ ōŜƛƴƎ 
DϥIŜƴƴŀΣ ƻƴŜ ƳƛƎƘǘ ŜǾŜƴ ǎŀȅ ǘƘŀǘ ǘƘŜȅ ŀƭƭ ƘǳƴƎŜǊ ŦƻǊ 
ŀ ǎƻǳƭΦ 

{ǘǊƛƎƻƛ ŀǊŜ ƛƴŎŀǇŀōƭŜ ƻŦ ƭƻǾŜΦ 

{ǘǊƛƎƻƛ ŀǊŜ ōƻǊƴ ŀǎ ƳƻǊǘŀƭ ŎǊŜŀǘǳǊŜǎΦ Lƴ ǘƘƛǎ ǎǘŀƎŜΣ 
ǘƘŜȅ ǊŜŦŜǊ ǘƻ ǘƘŜƳǎŜƭǾŜǎ ŀǎ ǎǘǊƛƎƻƛ ǾƛƛΣ ǘƘŜ ƭƛǾƛƴƎ 
ǎǘǊƛƎƻƛΦ ¢ƘŜȅ ǇƻǎǎŜǎǎ ƴƻƴŜ ƻŦ ǘƘŜ ƛƳƳǳƴƛǘƛŜǎ ƻǊ 
ǾǳƭƴŜǊŀōƛƭƛǘƛŜǎ ƻŦ ǘƘŜ ǳƴŘŜŀŘΦ Lƴ ǇŀǊǘƛŎǳƭŀǊΣ ŀǎ 
DϥIŜƴƴŀƴ ƭƻǊŜ ŀǘǘŜǎǘǎΣ ǘƘŜȅ ŀǊŜ ǳǘǘŜǊƭȅ ǳƴƘŀǊƳŜŘ ōȅ 
ǎǳƴƭƛƎƘǘΦ 

IƻǿŜǾŜǊΣ ƪƴƻǿƛƴƎ ǘƘŀǘ ŘŜŀǘƘ ƛǎ ŀ Ŧƛƴŀƭ ŜƴŘ ŦƻǊ ǘƘŜƳΣ 
ǎƻƳŜ ǎǘǊƛƎƻƛ Ǿƛƛ ŎƘƻƻǎŜ ǘƻ ŀǾƻƛŘ ŘŜǎǘǊǳŎǘƛƻƴ ōȅ 
ǇŜǊŦƻǊƳƛƴƎ ǘƘŜ wƛǘŜ ƻŦ !ǎŎŜƴǎƛƻƴΦ ό¢Ƙƛǎ Ŏŀƴ ƻƴƭȅ ōŜ 
ǇŜǊŦƻǊƳŜŘ ǎǳŎŎŜǎǎŦǳƭƭȅ ōȅ ŀ ǎǘǊƛƎƻƛ ǿƛȊŀǊŘΣ ǿƘƛŎƘ ƛǎ 
ŘƻǳōǘƭŜǎǎ ǿƘȅ ŎŜǊǘŀƛƴ ǎǘǊƛƎƻƛ ǎǘǳŘȅ ƳŀƎƛŎ ƛƴ ǘƘŜ ŦƛǊǎǘ 
ǇƭŀŎŜΦύ ¢ƘŜ ŘŜǘŀƛƭǎ ƻŦ ǘƘŜ wƛǘŜ ŀǊŜ ŎƻƴǎƛŘŜǊŜŘ ŘŀǊƪ 
ƪƴƻǿƭŜŘƎŜ ŀƳƻƴƎ ǘƘŜ ǎǘǊƛƎƻƛΤ ƘƻǿŜǾŜǊΣ ŀƭǘƘƻǳƎƘ ǘƘŜ 
wƛǘŜ ƛǎ ǎǳǇǇƻǎŜŘ ǘƻ ōŜ ŀ ǎŜŎǊŜǘΣ Ƴƻǎǘ ǎǘǊƛƎƻƛ ƪƴƻǿ 
ǎƻƳŜǘƘƛƴƎ ŀōƻǳǘ ƛǘ ǊŜƎŀǊŘƭŜǎǎΦ bƻǘ ŜǾŜǊȅ ǎǘǊƛƎƻƛ 
ŘŀǊŜǎ ǘƻ Ǌƛǎƪ ǘƘŜ Ŏƻǎǘ ƻŦ ŦŀƛƭǳǊŜΣ ōǳǘ ǾŜǊȅ ŦŜǿ ŀǊŜ 
ǿƛƭƭƛƴƎ ǘƻ ŘŜƴȅ ǘƘŜƳǎŜƭǾŜǎ ǘƘŜ Ǉƻǎǎƛōƛƭƛǘȅ ƻŦ 
!ǎŎŜƴǎƛƻƴΦ IƻǿŜǾŜǊΣ ōƭƻƻŘ ǎŀŎǊƛŦƛŎŜ ƛǎ ŎŜǊǘŀƛƴƭȅ ŀ 
ƴŜŎŜǎǎŀǊȅ ŎƻƳǇƻƴŜƴǘΣ ŀƴŘ ǘƘŀǘ ǎŀŎǊƛŦƛŎŜ Ƴŀȅ ŜǾŜƴ 
ǊŜǉǳƛǊŜ ǘƘŜ ōƭƻƻŘ ƻŦ ƻǘƘŜǊ ǎǘǊƛƎƻƛ ǾƛƛΦ 
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{ǘǊƛƎƻƛ ǾƛƛΣ ƭƛƪŜ ŀƭƭ ƭƛǾƛƴƎ ŎǊŜŀǘǳǊŜǎΣ ŀǊŜ ŀƴƛƳŀǘŜŘ ōȅ ƭƛŦŜ 
ŦƻǊŎŜΣ ǘƘŀǘ ƛǎΣ ŀ ǎǇŀǊƪ ƻŦ ŜƴŜǊƎȅ ŦǊƻƳ ǘƘŜ ǇƻǎƛǘƛǾŜ 
ƳŀǘŜǊƛŀƭ ǇƭŀƴŜΦ όbƻǘ ǘƻ ōŜ ŎƻƴŦǳǎŜŘ ǿƛǘƘ ŀ ǎƻǳƭΤ ǘƘƛǎ 
ǎǇŀǊƪ ŘƻŜǎ ƴƻǘ ǇŜǊǎƛǎǘ ŀŦǘŜǊ ŘŜŀǘƘΦύ ¢ƘŜ wƛǘŜ ƻŦ 
!ǎŎŜƴǎƛƻƴ ŀǘǘŜƳǇǘǎ ǘƻ ƛƴǾŜǊǘ ǘƘƛǎ ƭƛŦŜ ŦƻǊŎŜΣ 
ŎƻƴǾŜǊǘƛƴƎ ǘƘŜ ǇƻǎƛǘƛǾŜ ŜƴŜǊƎȅ ǘƻ ƴŜƎŀǘƛǾŜ ŀƴŘ 
ǎǘǊŜƴƎǘƘŜƴƛƴƎ ƛǘ ƛƴ ǘƘŜ ǇǊƻŎŜǎǎΦ ό{ƻƳŜ ǎǘǊƛƎƻƛ Ƴŀȅ 
ŜǾŜƴ ƘƻǇŜ ǘƘŀǘ ǘƘƛǎ ƴŜƎŀǘƛǾŜ ŜƴŜǊƎȅ ǿƛƭƭ ōŜŎƻƳŜ ŀ 
ǎƻǳƭΤ ƛǘ ǿƛƭƭ ƴƻǘΦύ LŦ ǘƘŜ ƛƴǾŜǊǎƛƻƴ ŦŀƛƭǎΣ ǘƘŜ ǎǘǊƛƎƻƛϥǎ ƭƛŦŜ 
ŦƻǊŎŜ ƛǎ ǳǘǘŜǊƭȅ ŘƛǎǇŜǊǎŜŘΦ IƻǿŜǾŜǊΣ ŜǾŜƴ ŀ ǎǳŎŎŜǎǎŦǳƭ 
ƛƴǾŜǊǎƛƻƴ ŘƻŜǎ ƴƻǘ ƎǳŀǊŀƴǘŜŜ ǘƘŀǘ ǘƘŜ ƴŜƎŀǘƛǾŜ ƭƛŦŜ 
ŦƻǊŎŜ ǊŜƳŀƛƴǎ ōƻǳƴŘ ǘƻ ǘƘŜ ǎǘǊƛƎƻƛϥǎ ƳŀǘŜǊƛŀƭ ŦƻǊƳΦ 

¢ƘƻǎŜ ǿƘƻ ǎǳŎŎŜŜŘ ǿƛǘƘ ǘƘŜ wƛǘŜ ƻŦ !ǎŎŜƴǎƛƻƴ 
ōŜŎƻƳŜ ǎǘǊƛƎƻƛ ǳǊŎŀǘΣ ŀǎŎŜƴŘŜŘ ǎǘǊƛƎƻƛΦ ¢ƘƻǎŜ ǿƘƻ 
Ŧŀƛƭ ƻŦǘŜƴ ŘƛŜΣ ōǳǘ ǎƻƳŜǘƛƳŜǎ ǘƘŜȅ ŀǊŜ ǘǊŀƴǎŦƻǊƳŜŘ 
ƛƴǘƻ ǎǘǊƛƎƻƛ ƳƻǊǘΣ ŘŜŀŘ ǎǘǊƛƎƻƛΦ .ƻǘƘ ǎǘǊƛƎƻƛ ǳǊŎŀǘ ŀƴŘ 
ǎǘǊƛƎƻƛ ƳƻǊǘ ŀǊŜ ǳƴŘŜŀŘ ŎǊŜŀǘǳǊŜǎΣ ǎǘƛƭƭ ŘŜǇŜƴŘŜƴǘ 
ǳǇƻƴ ōƭƻƻŘΣ ǎǘƛƭƭ ƭŀŎƪƛƴƎ ǎƻǳƭǎΦ 

 

Strigoi as Monsters 

{ǘǊƛƎƻƛ Ǿƛƛ ǎƘƻǳƭŘ ōŜ ǘǊŜŀǘŜŘ ŀǎ ǾŀƳǇȅǊŜǎΦ [ƛƪŜ 
ǾŀƳǇȅǊŜǎΣ ǘƘŜƛǊ ŦŀǾƻǊŜŘ Ŏƭŀǎǎ ƛǎ ŦƛƎƘǘŜǊΦ aŀƭŜ ǎǘǊƛƎƻƛ 
Ŏŀƴ ǊŜŀŎƘ рǘƘ ƭŜǾŜƭ ŀǎ ŀ ǿƛȊŀǊŘΤ ŦŜƳŀƭŜ ǎǘǊƛƎƻƛΣ млǘƘ 
ƭŜǾŜƭΦ ¢ƘŜȅ Ŏŀƴƴƻǘ ōŜŎƻƳŜ ŎƭŜǊƛŎǎΦ 

/ǳǊƛƻǳǎƭȅΣ ǎǘǊƛƎƻƛ Ŏŀƴƴƻǘ ǎǳƳƳƻƴ ŦŀƳƛƭƛŀǊǎΦ 

{ǘǊƛƎƻƛ ǳǊŎŀǘ ŀǊŜ ŜǉǳƛǾŀƭŜƴǘ ǘƻ ǾŀƳǇƛǊŜǎΣ ǳǎǳŀƭƭȅ ǿƛǘƘ 
ǎŀƭƛŜƴǘ ŀōƛƭƛǘƛŜǎ ǎǳŎƘ ŀǎ ǘƘƻǎŜ ŘŜǎŎǊƛōŜŘ ƛƴ ±ŀƴ 
wƛŎƘǘŜƴϥǎ DǳƛŘŜ ǘƻ ±ŀƳǇƛǊŜǎΦ ¢ƘŜȅ Ŏŀƴƴƻǘ /ǊŜŀǘŜ 
{ǇŀǿƴΦ ¢ƘŜȅ ŀǊŜ ǳƴōƻǘƘŜǊŜŘ ōȅ ƎŀǊƭƛŎ ƻǊ ƳƛǊǊƻǊǎΣ 
ŀƭǘƘƻǳƎƘ ǘƘŜȅ Ƴŀȅ ƘŀǾŜ ƻǘƘŜǊ ǾǳƭƴŜǊŀōƛƭƛǘƛŜǎΦ 
aƻǊŜƻǾŜǊΣ ǎǘǊƛƎƻƛ ǳǊŎŀǘ Ŏŀƴ ŀŎƘƛŜǾŜ ƘƛƎƘŜǊ ƭŜǾŜƭǎ ŀǎ 
ǿƛȊŀǊŘǎ ǘƘŀƴ ǎǘǊƛƎƻƛ ǾƛƛΦ 

{ǘǊƛƎƻƛ ƳƻǊǘ ŀǊŜ ǎƛƳƛƭŀǊ ǘƻ ŎǊƛƳǎƻƴ ƳƛǎǘǎΣ ŜȄŎŜǇǘ ǘƘŀǘ 
ǘƘŜȅ ŀǊŜ ŀƭǎƻ ǳƴŘŜŀŘ ǿƛǘƘ ŀƭƭ ŀǘǘŜƴŘŀƴǘ ƛƳƳǳƴƛǘƛŜǎ 
ŀƴŘ ǾǳƭƴŜǊŀōƛƭƛǘƛŜǎΦ ¢ƘŜȅ ŀƭǎƻ Ǝŀƛƴ ǘƘŜ ŀōƛƭƛǘȅ ǘƻ 
ǇƻǎǎŜǎǎ ŀƴŘ ŀƴƛƳŀǘŜ ŀƴƻǘƘŜǊ ŎǊŜŀǘǳǊŜϥǎ ŎƻǊǇǎŜ ŦƻǊ 
мŘс ƘƻǳǊǎΦ ό¢ƘŜȅ Ŏŀƴƴƻǘ ŀƴƛƳŀǘŜ ǘƘŜƛǊ ƻǿƴΦύ !ƴȅ 
ŎƻǊǇǎŜ ǇƻǎǎŜǎǎŜŘ ōȅ ŀ ǎǘǊƛƎƻƛ ƳƻǊǘ ŘŜŎŀȅǎ ƳǳŎƘ ƳƻǊŜ 
ǎƭƻǿƭȅ ǘƘŀƴ ƴƻǊƳŀƭΣ ŜǾŜƴ ǿƘŜƴ ƛǘ ƛǎ ƴƻǘ ŀŎǘƛǾŜƭȅ 
ǇƻǎǎŜǎǎŜŘΦ 

{ǘǊƛƎƻƛ ƳƻǊǘ ŀǊŜ ŎƻƴǎƛŘŜǊŜŘ ǇƛǘƛŀōƭŜ ŀƴŘ ƳƛǎŜǊŀōƭŜ 
ŎǊŜŀǘǳǊŜǎΣ ŦƻƻƭƛǎƘ ŜƴƻǳƎƘ ǘƻ ŀǘǘŜƳǇǘ !ǎŎŜƴǎƛƻƴ ōǳǘ 
ƴƻǘ ǎǘǊƻƴƎ ŜƴƻǳƎƘ ǘƻ ǎǳŎŎŜŜŘ ŀǘ ƛǘΦ 

 

HISTORY OF THE STRIGOI 

The Archived Journals of the Chief Inquisitor in 

Dervich, 726BC 

 

Apparently we need not marshal a 
search for Sretko, our disobedient 
Senior Fang of Zhakata. A week ago he 
announced to the High Priest that he 
intended to confront the Mistress of 
the Manor. The High Priest  told  him 
that  he should do no such thing.  The 
Warder- General forbade him to  do so. 
Sretko reminded both men that he 
answers to the the Warder- General of 
Zhukar, not to anyone in Dervich. 
While the High Priest was still 
composing an indignant letter to the 
Warder- General in Zhukar, Sretko 
armed himself with the Sword of Nicu 
Osovei and rode south. There has been 
no word from him ever since, and the 
High Priest and the Warder- General 
have been knotting themselves in 
debate whether they are permitted to 
seek him out before they hear back 
from the capitol. Foolishly, it took 
them five days to decide  to involve 
me in their debate. Unfortunately, 
though, they have not yet decided to 
listen to what I have to say.  

But no matter. Tonight the Sword of 
Nicu Osovei was delivered to the 
front door of Serghei's Temple.  It  
was accompanied by a note from Amanta 
Maradici,  the  Mistress  of  the Manor 
herself.  In politely cool terms she 
requested that we not interfere with 
her solitude again.  
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I  am inclined  to  heed her request.  Now 
I  just  have to  convince the High 
Priest  and the Warder-  General.  
 

Timeline of  the Four Families 

 

The Four Families 

¢ƘŜ CƻǳǊ CŀƳƛƭƛŜǎ ƻǊƛƎƛƴŀƭƭȅ ŎŀƳŜ ŦǊƻƳ [ŜƪŀǊ ƛƴ 
CŀƭƪƻǾƴƛŀΦ ¢ƘŜȅ ƘŀŘ ŜƴƎŀƎŜŘ ƛƴ ŀ DǊŜŀǘ wŜōŜƭƭƛƻƴ 
ŀƎŀƛƴǎǘ ǘƘŜƛǊ ǇǊƛƴŎŜΣ ōǳǘ ǘƘŜȅ ƘŀŘ ŦŀƛƭŜŘ ǘƻ ǳǎǳǊǇ ƘƛƳΦ 
YƴƻǿƛƴƎ ǘƘŀǘ ǘƘŜȅ ǿŜǊŜ ƴƻ ƭƻƴƎŜǊ ǿŜƭŎƻƳŜ ƛƴ ǘƘŜƛǊ 
ƘƻƳŜƭŀƴŘΣ ǘƘŜȅ ŦƭŜŘ ǘƻ DϥIŜƴƴŀΣ ǿƘŜǊŜ ǘƘŜȅ ǿŜǊŜ 
ǎǳōǘƭȅ ǘǿƛǎǘŜŘ ōȅ ǘƘŜ {ǘŀǊǾƛƴƎ [ŀƴŘΦ 

× The Jeladze family had been the most 

prominent of the Four Families before the Great 

Rebellion. They went to Zhukar with the 

intention of establishing a new principality, only 

to discover that city already held in the 

formidable grasp of the Domnitor. After a quick 

political calculation, they chose to ally 

themselves with the existing ruler. While this 

alliance was never destined to be long-livedτ

neither the Jeladze nor the Domnitor were 

either trusting or trustworthyτit ended more 

suddenly than either side anticipated. Yagno 

Petrovna led his First Circle out of the desert and 

usurped the Domnitor. The Jeladze vanished in 

the aftermath. 

 
Dread Possibility ¹ Vengeful Scions 
tŜǊƘŀǇǎ ǘƘŜ WŜƭŀŘȊŜ ǿŜǊŜ ƴƻǘ ŜƴǘƛǊŜƭȅ ŜȄǘŜǊƳƛƴŀǘŜŘΦ 
LƴǎǘŜŀŘΣ ŀ ǎǳǊǾƛǾƻǊ ƻǊ ǘǿƻ ƭƛƴƎŜǊ ŀǘ ǘƘŜ ŦǊƛƴƎŜǎ ƻŦ 
½ƘǳƪŀǊ ǎƻŎƛŜǘȅΣ ǇƭƻǘǘƛƴƎ ŀƎŀƛƴǎǘ ǘƘŜ ƳŀŘ ǇǊƛŜǎǘ ƻŦ 
½Ƙŀƪŀǘŀ ǿƘƻ ǎƻƳŜƘƻǿ ŘŜǎǘǊƻȅŜŘ ǘƘŜƛǊ ŦŀƳƛƭȅΦ ¢ƻ 
ŎƻƴǎǳƳŜ ǘƘŜ ǎƻǳƭ ƻŦ ¸ŀƎƴƻ tŜǘǊƻǾƴŀΚ bƻǿ ǘƘŀǘ 
ǿƻǳƭŘ ōŜ ŀ ǘŀǎǘȅ ǊŜǾŜƴƎŜΦ 

 

× The Gugunava family 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 Possibility ¹ A Principality in the 
Desert 
¢ƘŜ DǳƎǳƴŀǾŀ ŦŀƳƛƭȅ Ƙŀǎ ŦƻǳƴŘ ŀ ƴƛŎƘŜ ƛƴ ǘƘŜ 
.ŀŘƭŀƴŘǎ ƻŦ DϥIŜƴƴŀΣ ŀƴŘ ǘƘŜȅ ƘŀǾŜ ƘŀŘ ŘŜŎŀŘŜǎ ǘƻ 
ŎƻƴǎƻƭƛŘŀǘŜ ǘƘŜƛǊ ǎǘǊŜƴƎǘƘ ǘƘŜǊŜΦ ¢ƘŜȅ ƘŀǾŜ ƎƻƴŜ 
ŦŜǊŀƭΣ ǿƘƛŎƘ ƳŀƪŜǎ ǘƘŜƳ ŀ ǘƘǊŜŀǘ ǘƻ ŀƴȅ ƻŦ ǘƘŜƛǊ 
ƴŜƛƎƘōƻǊǎΦ /ŜǊǘŀƛƴƭȅ ǘƘŜȅ ǿƻǳƭŘ ǊŜǎƛǎǘ ŀƴȅ ƛƴǘǊǳǎƛƻƴ 
ōȅ ±ƻǊƻǎƭŀǾ YǾŜǊƴŀŘȊŜ ƛƴǘƻ ǘƘŜƛǊ ǘŜǊǊƛǘƻǊȅΦ 

¢ƘŜ DǳƎǳƴŀǾŀ ŀǊŜ ǎŜǊǾŜŘ ōȅ ŀ ǘǊƛōŜ ƻŦ ŘŜǎŜǊǘ ǘŀǎƭƻƛΦ 
ό{ŜŜ ǘƘŜ нƴŘ ŜŘƛǘƛƻƴ aƻƴǎǘǊƻǳǎ aŀƴǳŀƭ ƻǊΣ ƛŦ ȅƻǳ 
ǿŀƴǘ ǘƻ ƎŜǘ ǊŜŀƭƭȅ ƻƭŘ ǎŎƘƻƻƭΣ ǘƘŜ мǎǘ ŜŘƛǘƛƻƴ 
ŀŘǾŜƴǘǳǊŜ ƳƻŘǳƭŜ Lм π 5ǿŜƭƭŜǊǎ ƻŦ ǘƘŜ CƻǊōƛŘŘŜƴ 
/ƛǘȅΦύ ¢ƘŜǎŜ ǘŀǎƭƻƛ ŀǊŜ ƴƻ ƭŜǎǎ ǾƛŎƛƻǳǎ όŀƴŘ ŦŀǊ ƳƻǊŜ 
ƴǳƳŜǊƻǳǎύ ǘƘŀƴ ǘƘŜƛǊ ǎǘǊƛƎƻƛ ƭƻǊŘǎΦ 
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× The Maradici family ventured to Dervich, 

intending to rebuild their strength by discretely 

feeding upon an unsuspecting populace. 

Zdesklav Maradici established a manor well to 

the south of that city, where he lived with his 

wife Rozalia and two children. Eventually the 

Maradici family and the Calatori tribe of Vistani 

learned of each others' presence. They came to 

an agreement: Zdesklav Maradici offered his 

protection to the Calatori during the brutal 

G'Hennan winters in exchange for blood 

voluntarily given. (See "The Calatori", below, for 

more detail on that tribe and its relationship 

with the strigoi.) 

 

Dread Possibility ¹ A Taste of Infinity  
LŦ ƻƴŜ ǿŜǊŜ ǘƻ ŀǎƪ ŀ ǎǘǊƛƎƻƛ Ǿƛƛ ǿƘȅ ǘƘŜȅ ǇǊŜŦŜǊ ǘƘŜ 
ǘŀǎǘŜ ƻŦ /ŀƭŀǘƻǊƛ ōƭƻƻŘΣ ǘƘŜȅ ƳƛƎƘǘ ǊŜǎǇƻƴŘ ǘƘŀǘ ƛǘ 
ǎƛƳǇƭȅ ǘŀǎǘŜǎ ǊƛŎƘŜǊΦ ¢ƘŜȅ ǿƛƭƭ ŎŜǊǘŀƛƴƭȅ ƴƻǘ ŎƻƴŦƛŘŜ 
ǘƘŀǘ /ŀƭŀǘƻǊƛ ōƭƻƻŘ ƳŀƪŜǎ ǘƘŜƳ ŦŜŜƭ ŀ Ƙƛƴǘ ƻŦ ǿƘŀǘ ƛǘ 
Ƴǳǎǘ ōŜ ƭƛƪŜ ǘƻ ǇƻǎǎŜǎǎ ŀ ǎƻǳƭΦ 

 

× The Kvernadze family slipped away without 

notifying the others of their plans. However, 

three years later they appeared at the Maradici 

manor, requesting sanctuary. Voroslav 

Kvernadze never did explain where he had led 

his family, but Zdesklav Maradici always 

believed that the Kvernadze family was driven 

to Dervich after a confrontation with the 

Prophet, the Church, and the Swords of 

Zhakata. 

 

Dread Possibility ¹ The Lonely Tower 
!ǘ ǘƘŜ ƘŜŀǊǘ ƻŦ DϥIŜƴƴŀ ƛǎ ŀ ŎǊƻǎǎǊƻŀŘ ǿƘŜǊŜ ǘƘŜ 
²ƛƴŜ wƻŀŘΣ ǘƘŜ ¢Ǌŀƛƭ ƻŦ ǘƘŜ 5ƛǎŎŀǊŘŜŘΣ ŀƴŘ ǘƘŜ Dƻōƭƛƴ 
¢Ǌŀƛƭ ǎǇƭƛǘ ŀǿŀȅ ŦǊƻƳ ǘƘŜ ǊƻŀŘ ǘƻ ½ƘǳƪŀǊΦ {ƻǳǘƘπ
ǎƻǳǘƘǿŜǎǘ ƻŦ ǘƘƛǎ ŎǊƻǎǎǊƻŀŘ ƛǎ ŀ Ǌǳƛƴ ƪƴƻǿƴ ŀǎ ǘƘŜ 
[ƻƴŜƭȅ ¢ƻǿŜǊΦ Lǘ ƛǎ ǊŜǇǳǘŜŘ ǘƻ ōŜ ƘŀǳƴǘŜŘΣ ŀƭǘƘƻǳƎƘ 
ǊŜǇƻǊǘǎ ŘƛŦŦŜǊ ǊŜƎŀǊŘƛƴƎ ǘƘŜ ƴŀǘǳǊŜ ƻŦ ǘƘŜ ƘŀǳƴǘƛƴƎ 
ǎǇƛǊƛǘǎΦ 

 

¢ƘŜ [ƻƴŜƭȅ ¢ƻǿŜǊ ǿŀǎ ƻƴŎŜ ŀ ǿƛȊŀǊŘϥǎ ǘƻǿŜǊΦ ²ƘƛƭŜ 
ǘƘŀǘ ǿƛȊŀǊŘϥǎ ƳŀƎƛŎ ǿŀǎ ǎǘǊƻƴƎŜǊ ǘƘŀƴ ±ƻǊƻǎƭŀǾ 
YǾŜǊƴŀŘȊŜϥǎΣ ǘƘŜ ǇƘȅǎƛŎŀƭ ǎǘǊŜƴƎǘƘ ƻŦ ǘƘŜ YǾŜǊƴŀŘȊŜ 
ŦŀƳƛƭȅ ǿŀǎ ǎǳŦŦƛŎƛŜƴǘ ǘƻ ƻǾŜǊǇƻǿŜǊ ǘƘŜ ǿƛȊŀǊŘΦ IŜ 
ǎǇŜƴǘ ǘƘŜ ƭŀǎǘ ȅŜŀǊǎ ƻŦ Ƙƛǎ ƭƛŦŜ ƳŀƛƳŜŘ ŀƴŘ 
ƛƳǇǊƛǎƻƴŜŘΣ ǇǊƻǾƛŘƛƴƎ ǎǳǎǘŜƴŀƴŎŜ ŦƻǊ ±ƻǊƻǎƭŀǾ ŀƴŘ 
Ƙƛǎ ƪƛƴŘǊŜŘΦ 

²ƘƛƭŜ ǘƘŜ ǿƛȊŀǊŘ ŘƛŘ ƴƻǘ ǎǇŜŎƛŀƭƛȊŜ ƛƴ ƴŜŎǊƻƳŀƴŎȅΣ 
±ƻǊƻǎƭŀǾ YǾŜǊƴŀŘȊŜ ƭŜŀǊƴŜŘ ŜƴƻǳƎƘ ŦǊƻƳ Ƙƛǎ ǎǇŜƭƭǎ 
ŀƴŘ ƴƻǘŜǎ ǘƻ ŀǘǘŜƳǇǘ ǘƘŜ wƛǘŜ ƻŦ !ǎŎŜƴǎƛƻƴΦ 

 

Blood Ties 

½ŘŜǎƪƭŀǾ aŀǊŀŘƛŎƛ ŦŜƭǘ ŘǳǘȅπōƻǳƴŘ ǘƻ ŀŎŎŜǇǘ ±ƻǊƻǎƭŀǾ 
YǾŜǊƴŀŘȊŜϥǎ ǇƭŜŀ ŦƻǊ ǎŀƴŎǘǳŀǊȅΦ !ŦǘŜǊ ŀƭƭΣ Ƙƛǎ ǿƛŦŜ 
wƻȊŀƭƛŀ ƘŀŘ ōŜŜƴ ōƻǊƴ ŀ YǾŜǊƴŀŘȊŜΣ ŀƴŘ ƘŜ ƪƴŜǿ 
ōŜǘǘŜǊ ǘƘŀƴ ǘƻ ōŜƭƛŜǾŜ ǎƘŜ ǿƻǳƭŘ ƴƻǘ ōŜǘǊŀȅ ƘƛƳ ŦƻǊ 
ƘŜǊ ōǊƻǘƘŜǊΦ IƻǿŜǾŜǊΣ ǘƘŜ ŎƻƘŀōƛǘŀǘƛƻƴ ǿŀǎ ŀƭǿŀȅǎ 
ǳƴŜŀǎȅΦ ±ƻǊƻǎƭŀǾ ŀƴŘ Ƙƛǎ ǘƘǊŜŜ ŎƘƛƭŘǊŜƴ ǊŜŦǳǎŜŘ ǘƻ ōŜ 
ǎǳōƻǊŘƛƴŀǘŜ ǘƻ ǘƘŜƛǊ Ƙƻǎǘ ŀƴŘ Ƙƛǎ ƻǿƴ ǘǿƻ ŎƘƛƭŘǊŜƴΣ 
ȅŜǘ ½ŘŜǎƪƭŀǾ ƭŀŎƪŜŘ ǘƘŜ ƳƛƎƘǘ ǘƻ ǘǳǊƴ ǘƘŜƳ ƻǳǘΦ 
aƻǊŜƻǾŜǊΣ ±ƻǊƻǎƭŀǾ ǊŜŦǳǎŜŘ ǘƻ ŀōƛŘŜ ōȅ ½ŘŜǎƪƭŀǾϥǎ 
ŀƎǊŜŜƳŜƴǘ ǿƛǘƘ ǘƘŜ /ŀƭŀǘƻǊƛΣ ǎƛƴŎŜ ƘŜ ƘŀŘ ƴƻǘ ōŜŜƴ 
ŀƴ ƻǊƛƎƛƴŀƭ ǇŀǊǘȅ ǘƻ ƛǘΤ ǘƘŜ /ŀƭŀǘƻǊƛ ŘŜǇŀǊǘŜŘ ƳƛŘπ 
ǿƛƴǘŜǊ ŀƴŘ ŘƛŘ ƴƻǘ ǊŜǘǳǊƴ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ŀǳǘǳƳƴΦ 
aŜŀƴǿƘƛƭŜΣ wƻȊŀƭƛŀ ǊŜƳŀƛƴŜŘ ƴŜǳǘǊŀƭ ƛƴ ŀƭƭ ŎƻƴŦƭƛŎǘǎ 
ōŜǘǿŜŜƴ ƘŜǊ ƘǳǎōŀƴŘ ŀƴŘ ōǊƻǘƘŜǊΦ 

!ƭƳƻǎǘ ŀ ŘŜŎŀŘŜ ŀŦǘŜǊ Ƙƛǎ ŀǊǊƛǾŀƭΣ ±ƻǊƻǎƭŀǾ YǾŜǊƴŀŘȊŜ 
ŀǇǇŀǊŜƴǘƭȅ ŘŜŎƛŘŜŘ ǘƘŀǘΣ ŘŜǎǇƛǘŜ Ƙƛǎ ŦŀƛƭǳǊŜ ǘƻ ǳǎǳǊǇ 
½ŘŜǎƪƭŀǾ aŀǊŀŘƛŎƛϥǎ ŀǳǘƘƻǊƛǘȅΣ ƘŜ ƘŀŘ ƻǘƘŜǊǿƛǎŜ 
ǊŜƎŀƛƴŜŘ Ƙƛǎ ǎǘǊŜƴƎǘƘ ŦǊƻƳ ǿƘŀǘŜǾŜǊ ƛƎƴƻƳƛƴȅ ƘŀŘ 
ŦƻǊŎŜŘ ƘƛƳ ǘƻ ǎŜŜƪ ǎŀƴŎǘǳŀǊȅΦ IŜ ŘŜǇŀǊǘŜŘ ǎǳŘŘŜƴƭȅ 
ǿƛǘƘ Ƙƛǎ ŎƘƛƭŘǊŜƴ ŀƴŘ ǎƛǎǘŜǊ ƛƴ ǘƻǿΣ ƭŜŀǾƛƴƎ ½ŘŜǎƪƭŀǾ 
ŀƴŘ Ƙƛǎ ƻǿƴ ƻŦŦǎǇǊƛƴƎ ŀƭƻƴŜ ŀǘ aŀǊŀŘƛŎƛ aŀƴƻǊΦ hƴŎŜ 
ŀƎŀƛƴΣ ±ƻǊƻǎƭŀǾ YǾŜǊƴŀŘȊŜϥǎ ŘŜǎǘƛƴŀǘƛƻƴ ǿŀǎ 
ǳƴƪƴƻǿƴΦ 

¢ƘŜ ǿƛƴǘŜǊ ŀŦǘŜǊ ǘƘŜ ŘŜǇŀǊǘǳǊŜ ƻŦ ǘƘŜ YǾŜǊƴŀŘȊŜ 
ŦŀƳƛƭȅΣ ǘƘŜ /ŀƭŀǘƻǊƛ ǊŜǘǳǊƴŜŘ ǘƻ aŀǊŀŘƛŎƛ aŀƴƻǊΦ 
IƻǿŜǾŜǊΣ ǘƘŜ ǊŜƴŜǿŜŘ ǇŜŀŎŜ ƭŀǎǘŜŘ ƻƴƭȅ ŀ ƘŀƴŘŦǳƭ ƻŦ 
ȅŜŀǊǎΦ Lƴ тмф./ ½ŘŜǎƪƭŀǾ aŀǊŀŘƛŎƛ ǿŀǎ ƪƛƭƭŜŘ ōȅ ŀ 
ǎǇŜƭƭπǘǊŀǇǇŜŘ ōƻƻƪ ŘŜƭƛǾŜǊŜŘ ōȅ ƻƴŜ ƻŦ ǘƘŜ /ŀƭŀǘƻǊƛ 
ǿƛƴǘŜǊƛƴƎ ŀǘ ǘƘŜ aŀƴƻǊΦ !ƭǘƘƻǳƎƘ ƛǘ ǿŀǎ ƴƻǘ ŎƭŜŀǊ 
ǿƘŜǘƘŜǊ ǘƘŜ /ŀƭŀǘƻǊƛ ƘŀŘ ǊŜŀƭƛȊŜŘ ǘƘŀǘ ƘŜ ŎŀǊǊƛŜŘ ŀ 
ǘǊŀǇΣ 5ŜǎƛƳƛǊ aŀǊŀŘƛŎƛ ǊŜǘŀƭƛŀǘŜŘ ōȅ ƪƛƭƭƛƴƎ ŀ ŘƻȊŜƴ ƻŦ 
Ƙƛǎ ƪƛƴǎŦƻƭƪΣ ƛƴŎƭǳŘƛƴƎ ǘƘŜ ǊŀǳƴƛŜ ŀƴŘ ƘŜǊ ƘǳǎōŀƴŘΦ 
¢ƘŜ ŀƴŎƛŜƴǘ ŀƎǊŜŜƳŜƴǘ ƘŀŘ ōŜŜƴ ōǊƻƪŜƴ ŦƻǊ ǘƘŜ ƭŀǎǘ 
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ǘƛƳŜΤ ǘƘŜ ǎǳǊǾƛǾƛƴƎ /ŀƭŀǘƻǊƛ ŘŜǇŀǊǘŜŘ ǘƘŜ ƳŀƴƻǊ 
ŀƎŀƛƴΣ ƴŜǾŜǊ ǘƻ ǊŜǘǳǊƴΦ ½ŘŜǎƪƭŀǾϥǎ ƻƭŘŜǎǘ ŎƘƛƭŘΣ 
!Ƴŀƴǘŀ aŀǊŀŘƛŎƛΣ ǿŀǎ ƭŜŦǘ ŀǎ ǘƘŜ ƳƛǎǘǊŜǎǎ ƻŦ ǘƘŜ 
ƳŀƴƻǊΦ 

The Mistress of  the Manor 

.ƻǘƘ !Ƴŀƴǘŀ ŀƴŘ 5ŜǎƛƳƛǊ ōŜƭƛŜǾŜŘ ǘƘŀǘ ǘƘŜ ǎǇŜƭƭπ
ǘǊŀǇǇŜŘ ōƻƻƪ ƘŀŘ ōŜŜƴ ǎŜƴǘ ōȅ ǘƘŜƛǊ ǳƴŎƭŜ ±ƻǊƻǎƭŀǾΦ 
YƴƻǿƛƴƎ ǘƘŀǘ ±ƻǊƻǎƭŀǾ ǿŀǎ ōƻǘƘ ƻƭŘŜǊ όŀƴŘ ǘƘŜǊŜŦƻǊŜ 
ƳƻǊŜ ǇƘȅǎƛŎŀƭƭȅ ǇƻǿŜǊŦǳƭύ ŀƴŘ ŀ ǿƛȊŀǊŘ όǿƘƛŎƘ 
5ŜǎƛƳƛǊ ǿŀǎ ƴƻǘύΣ 5ŜǎƛƳƛǊϥǎ ǎŜŎǊŜǘ Ǉƭŀƴ ǘƻ ŀǾŜƴƎŜ Ƙƛǎ 
ŦŀǘƘŜǊ ƛƴŎƭǳŘŜŘ ōŜŎƻƳƛƴƎ ŀ ǎǘǊƛƎƻƛ ǳǊŎŀǘΦ IƻǿŜǾŜǊΣ 
ƘŜ ŦŀƛƭŜŘ ǘƘŜ wƛǘŜ ƻŦ !ǎŎŜƴǎƛƻƴΣ ōŜŎƻƳƛƴƎ ŀ ǎǘǊƛƎƻƛ 
ƳƻǊǘ ƛƴǎǘŜŀŘΦ Lƴ ǊŜǘǊƻǎǇŜŎǘ Ƙƛǎ ŀǘǘŜƳǇǘ ǎŜŜƳǎ 
ǇŀǊǘƛŎǳƭŀǊƭȅ ŦƻƻƭƛǎƘΦ bƻǘ ƻƴƭȅ ŘƛŘ 5ŜǎƛƳƛǊ ƭŀŎƪ ŀƴȅ ǎƪƛƭƭ 
ŀǎ ŀ ǿƛȊŀǊŘΣ ƘŜ ŀƭǎƻ ŦŀƛƭŜŘ ǘƻ ƛƴŎƻǊǇƻǊŀǘŜ Ƙƛǎ ǎƛǎǘŜǊϥǎ 
ōƭƻƻŘΦ 

Lƴ тнс./Σ ŀ CŀƴƎ ƻŦ ½Ƙŀƪŀǘŀ ƴŀƳŜŘ {ǊŜǘƪƻ ŎƘŀƭƭŜƴƎŜŘ 
!Ƴŀƴǘŀ aŀǊŀŘƛŎƛ ƛƴ ƘŜǊ ǎŜŀǘ ƻŦ ǇƻǿŜǊΦ {ǊŜǘƪƻ ƘŀŘ 
ǊŜŎŜƴǘƭȅ ōŜŎƻƳŜ ǘƘŜ {ŜƴƛƻǊ CŀƴƎ ǿƘŜƴ Ƙƛǎ 
ǇǊŜŘŜŎŜǎǎƻǊ ŘƛŜŘ ƛƴ ǘƘŜ hǳǘƭŀƴŘǎΣ ŦŀƛƭƛƴƎ ǘƻ ǇǊƻǘŜŎǘ 
/ƘƛŜŦ LƴǉǳƛǎƛǘƻǊ WǳƎƻ IŜǎƪŜǘƘΦ Lǘ ǿŀǎ ŀ ŦƻƻƭƘŀǊŘȅ 
ƎŜǎǘǳǊŜΣ ƛƴǘŜƴŘŜŘ ǘƻ ǇǊƻǾŜ ǘƻ {ǊŜǘƪƻ ƘƛƳǎŜƭŦ ǘƘŀǘ ƘŜ 
ŘŜǎŜǊǾŜŘ Ƙƛǎ ŜȄŀƭǘŜŘ ǎǘŀǘƛƻƴΦ LƴǎǘŜŀŘΣ ƛǘ ǇǊƻǾŜŘ ǘƘŜ 
ŎƻƴǘǊŀǊȅΦ Iƛǎ ŎƻǊǇǎŜ ǊŜƳŀƛƴǎ ŀǘ aŀǊŀŘƛŎƛ aŀƴƻǊ ŀǎ 
5ŜǎƛƳƛǊ aŀǊŀŘƛŎƛϥǎ ŦŀǾƻǊƛǘŜ ǾŜǎǎŜƭΦ IƻǿŜǾŜǊΣ ŀǎ ǘƘŜ 
/ƘǳǊŎƘ ŀǊŎƘƛǾŜǎ ƛƴŘƛŎŀǘŜΣ !Ƴŀƴǘŀ ǊŜǘǳǊƴŜŘ {ǊŜǘƪƻϥǎ 
ǿŜŀǇƻƴ ǘƻ ǘƘŜ /ƘǳǊŎƘ ƛƴ 5ŜǊǾƛŎƘΦ {ƘŜ ƪƴŜǿ ǘƘŀǘ ǘƘŜ 
/ƘǳǊŎƘ ǿƻǳƭŘ ƴŜǾŜǊ ƎƛǾŜ ƘŜǊ ǇŜŀŎŜ ŀǎ ƭƻƴƎ ŀǎ ǎƘŜ 
ǊŜǘŀƛƴŜŘ ǘƘŜ {ǿƻǊŘ ƻŦ bƛŎǳ hǎƻǾŜƛΣ ŀƴŘ ǎƘŜ ŘƛŘ ƴƻǘ 
ǿƛǎƘ ǘƻ ōŜ ōƻǘƘŜǊŜŘΦ 

CƻǊ Ƴŀƴȅ ȅŜŀǊǎ ǘƘŜǊŜŀŦǘŜǊΣ !Ƴŀƴǘŀ ŀƴŘ ƘŜǊ ǳƴŘŜŀŘ 
ōǊƻǘƘŜǊ ƛƴƘŀōƛǘŜŘ ǘƘŜ aŀǊŀŘƛŎƛ aŀƴƻǊ ŀƭƻƴŜΦ 
hŎŎŀǎƛƻƴŀƭƭȅ ǎƘŜ ǾŜƴǘǳǊŜŘ ǘƻ 5ŜǊǾƛŎƘ ƻǊ ¦ƴƎǳǊ ŦƻǊ 
ǎǳǎǘŜƴŀƴŎŜΣ ōǳǘ ǎƘŜ ǇǊŜŦŜǊǊŜŘ ǘƻ ƭŜŀǾŜ ƘŜǊ ǾƛŎǘƛƳǎ 
ŀƭƛǾŜ ŀƴŘ ǎƻ ŘǊŜǿ ƭƛǘǘƭŜ ŀǘǘŜƴǘƛƻƴ ǘƻ ƘŜǊǎŜƭŦΦ ¢ƘŜ DǊŜŀǘ 
¦ǇƘŜŀǾŀƭΣ ƪƴƻǿƴ ƭƻŎŀƭƭȅ ŀǎ ǘƘŜ {ŜǾŜǊƛƴƎΣ ƻŎŎǳǊǊŜŘ ƛƴ 
тпл./Σ ŀƴŘ ǎŜǾŜǊŀƭ ȅŜŀǊǎ ŀŦǘŜǊǿŀǊŘ ƴŜŀǊƭȅ ŀƭƭ ƻŦ ǘƘŜ 
/ŀƭŀǘƻǊƛ ŘŜǇŀǊǘŜŘ DϥIŜƴƴŀ ŜƴǘƛǊŜƭȅΦ 

DƛǾŜƴ ǘƘƛǎ ŘŜǇŀǊǘǳǊŜΣ !Ƴŀƴǘŀ ǿŀǎ ǎǳǊǇǊƛǎŜŘ ǘƻ 
ŘƛǎŎƻǾŜǊ ŀ ƎƛƻƳƻǊƎƻ ƴŀƳŜŘ tŜǎƘŀ ǊŜƳŀƛƴŜŘ ƛƴ 
5ŜǊǾƛŎƘΦ ¦ƴŦƻǊǘǳƴŀǘŜƭȅΣ tŜǎƘŀ ƘŀŘ ŀƭǎƻ ōŜŜƴ 
ŘƛǎŎƻǾŜǊŜŘ ōȅ ŀƴƻǘƘŜǊ ǎǘǊƛƎƻƛ ǾƛƛΥ hŎǘŀǾƛǳ YǾŜǊƴŀŘȊŜΣ 
!Ƴŀƴǘŀϥǎ ȅƻǳƴƎŜǎǘ ŎƻǳǎƛƴΦ hŎǘŀǾƛǳ ŀƴŘ !Ƴŀƴǘŀ 
ŦƻǳƎƘǘΣ ŀƴŘ !Ƴŀƴǘŀ ǇǊƻǾŜŘ ǘƘŜ ǾƛŎǘƻǊ ƻƴƭȅ ǿƛǘƘ ǘƘŜ 
ŀƛŘ ƻŦ DƻƧǳ /ƻƧŜŎΣ ǘƘŜ {ŜƴƛƻǊ CŀƴƎ ƻŦ ½ƘŀƪŀǘŀΣ ǿƘƻ 
ƪƛƭƭŜŘ hŎǘŀǾƛǳ ǿƛǘƘ ǘƘŜ {ǿƻǊŘ ƻŦ bƛŎǳ hǎƻǾŜƛΦ 

!ŦǘŜǊǿŀǊŘǎΣ !Ƴŀƴǘŀ aŀǊŀŘƛŎƛ ŀƴŘ DƻƧǳ /ƻƧŜŎ 
ǊŜŀŎƘŜŘ ŀƴ ǳƴŘŜǊǎǘŀƴŘƛƴƎΥ ¢ƘŜȅ ǿƻǳƭŘ ŎƻƴǘƛƴǳŜ ǘƘŜ 
ƛƳǇƭƛŎƛǘ ǘǊǳŎŜ ǿƘƛŎƘ ƘŀŘ ƘŜƭŘ ǎƛƴŎŜ {ǊŜǘƪƻϥǎ ŀǘǘŀŎƪ ƻƴ 
ǘƘŜ aŀǊŀŘƛŎƛ aŀƴƻǊΦ 

aŜǊŜ ƳƻƴǘƘǎ ƭŀǘŜǊΣ !Ƴŀƴǘŀ aŀǊŀŘƛŎƛϥǎ ƳŀƎƛŎ ǿŀǊƴŜŘ 
ƘŜǊ ǿƘŜƴ ǘƘŜ ŦƛŜƴŘ aŀƭƛǎǘǊƻƛ ǿŀǎ ǊŜƭŜŀǎŜŘ ŦǊƻƳ Ƙƛǎ 
ǇǊƛǎƻƴ ƛƴ ǘƘŜ IƻǳǎŜ ƻŦ .ƻƴŜǎΦ {ƘŜ ǊŜǎŎǳŜŘ tŜǎƘŀ 
ŦǊƻƳ 5ŜǊǾƛŎƘ ōŜŦƻǊŜ aŀƭƛǎǘǊƻƛ ǊŀȊŜŘ ǘƘŀǘ Ŏƛǘȅ ŀƴŘ 
ŎǊŜŀǘŜŘ ŀƴ ŀǊƳȅ ƻŦ !ƭǘŜǊŜŘΦ {ƘŜ ǿŀǎ ŀōƭŜ ǘƻ ǎƘƛŜƭŘ 
ǘƘŜ aŀǊŀŘƛŎƛ aŀƴƻǊ ǿŜƭƭ ŜƴƻǳƎƘ ǘƻ ǿƛǘƘǎǘŀƴŘ ǘƘƻǎŜ 
!ƭǘŜǊŜŘ ǿƘƻ ǾŜƴǘǳǊŜŘ ǎƻǳǘƘ ŦǊƻƳ 5ŜǊǾƛŎƘΦ 

¢ƻ ǘƘƛǎ ŘŀȅΣ !Ƴŀƴǘŀ aŀǊŀŘƛŎƛ ǊŜƳŀƛƴǎ ǘƘŜ aƛǎǘǊŜǎǎ ƻŦ 
ǘƘŜ aŀƴƻǊΣ ŀŎŎƻƳǇŀƴƛŜŘ ōȅ 5ŜǎƛƳƛǊ ŀƴŘ tŜǎƘŀΦ 
IƻǿŜǾŜǊΣ ōŜŦƻǊŜ hŎǘŀǾƛǳϥǎ ŘŜŀǘƘ ƘŜ ƛƴŦƻǊƳŜŘ ƘŜǊ 
ǘƘŀǘ Ƙƛǎ ŦŀǘƘŜǊ ±ƻǊƻǎƭŀǾ ƘŀŘ ǎǳŎŎŜǎǎŦǳƭƭȅ !ǎŎŜƴŘŜŘΣ 
ǎŀŎǊƛŦƛŎƛƴƎ Ƙƛǎ ǎƛǎǘŜǊ wƻȊŀƭƛŀ ŀƴŘ Ƙƛǎ ƻǘƘŜǊ ǘǿƻ 
ŎƘƛƭŘǊŜƴ ƛƴ ǘƘŜ ǇǊƻŎŜǎǎΦ ±ƻǊƻǎƭŀǾ ƛǎ ƴƻǿ ǘƘŜ ƭŀǎǘ ƻŦ ǘƘŜ 
YǾŜǊƴŀŘȊŜΣ ōǳǘ ƘŜ ƛǎ ƳƻǊŜ ǇƻǿŜǊŦǳƭ ǘƘŀƴ ŜǾŜǊΦ 
!Ƴŀƴǘŀ ŘƻŜǎ ƴƻǘ ǊŜǎǘ ŜŀǎƛƭȅΣ ƪƴƻǿƛƴƎ ǘƘŀǘ ƘŜǊ ƘŀǘŜŘ 
ǳƴŎƭŜ ǊŜƳŀƛƴǎ ǎƻƳŜǿƘŜǊŜ ƛƴ DϥIŜƴƴŀΦ 

 

Dread Possibility ¹ The Pride Eater 
/ƻƴǎƛŘŜǊ ǘƘŜ tǊƛŘŜ 9ŀǘŜǊΦ ¢Ƙƛǎ ƳƻƴǎǘŜǊ ǿŀǎ 
ƛƴǘǊƻŘǳŎŜŘΣ ƛŦ ƎƭŀƴŎƛƴƎƭȅΣ ƛƴ ǘƘŜ ŀŘǾŜƴǘǳǊŜ ƳƻŘǳƭŜ 
/ƛǊŎƭŜ ƻŦ 5ŀǊƪƴŜǎǎΦ {ǳōǎŜǉǳŜƴǘƭȅ ŀ ǿǊƛǘŜπǳǇ ƻŦ ǘƘŜ 
tǊƛŘŜ 9ŀǘŜǊ ǿŀǎ ǇǊŜǎŜƴǘŜŘ ōȅ aŜǇƘƛǎǘƻ ƛƴ vǳƻǘƘ ǘƘŜ 
wŀǾŜƴ LǎǎǳŜ нфΦ !ǎ ŀƴ ŀƭǘŜǊƴŀǘƛǾŜ ǘƻ aŜǇƘƛǎǘƻϥǎ 
ŘŜǎŎǊƛǇǘƛƻƴΣ ǘƘŜ tǊƛŘŜ 9ŀǘŜǊ Ƴŀȅ ōŜ ŀ ǎǘǊƛƎƻƛ ƳƻǊǘ 
ǿƘƻ ƻƴŎŜ ōŜƭƻƴƎŜŘ ǘƻ ǘƘŜ DǳƎǳƴŀǾŀ ŦŀƳƛƭȅ ōŜŦƻǊŜ ƛǘ 
ŦŀƛƭŜŘ ǘƻ !ǎŎŜƴŘΦ 

 

¢ƘŜ tǳōƭƛŎ CŀŎŜ 

¢ƘŜ /ŀƭŀǘƻǊƛ ǿŜǊŜ ŀ ±ƛǎǘŀƴƛ ǘǊƛōŜ ǿƛǘƘƛƴ ǘƘŜ YŀƭŘǊŜǎƘ 
ǘŀǎǉǳŜΦ ¢ƘŜȅ ǿŜǊŜ ƪƴƻǿƴ ǇǊƛƳŀǊƛƭȅ ŀǎ ǘǊŀŘŜǊǎΣ ǿƛƭƭƛƴƎ 
ǘƻ ǘǊŀƴǎǇƻǊǘ ƎƻƻŘǎ ǿƘƛŎƘ ƴƻƴπ/ŀƭŀǘƻǊƛ ƳƛƎƘǘ ƘŜǎƛǘŀǘŜ 
ǘƻ ǘǊŀƴǎǇƻǊǘΦ IƛǎǘƻǊƛŎŀƭƭȅ ǘƘŜ /ŀƭŀǘƻǊƛ ǊƻŀƳŜŘ ǘƘŜ 
ƳƛŘŘƭŜ ƭŀƴŘǎ ƻŦ ǘƘŜ /ƻǊŜΥ DϥIŜƴƴŀΣ aŀǊƪƻǾƛŀΣ ŀƴŘ 
5ƻǊǾƛƴƛŀΦ IƻǿŜǾŜǊΣ ǘƘŜȅ ǿŜǊŜ ōȅ ŦŀǊ Ƴƻǎǘ ƻŦǘŜƴ 
ŜƴŎƻǳƴǘŜǊŜŘ ǿƛǘƘƛƴ DϥIŜƴƴŀΦ 
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THE CALATORI 

A Letter from Madalina, 745BC 

 

Pesha came wooing tonight. Or thatõs what I first assumed, anyway. That he had tired of his other 
girls and come back to me for a bit. He is a half-blood Wanderer, after all, although to be fair Iõve 
known plenty of boys without a drop of Wanderer blood who are similarly unwilling to settle down. I 
heard Pesha calling at my window. I  ignored him at first, long enough to show him that I  wouldnõt 
come running whenever he called. 

Finally I  threw open my window. òYes?ó I  hissed. Not too loudly, though. I  didnõt want to waken 
Papa. 

Pesha said my name in that heartbroken tone he gets when he wants something he can't have. I sighed. 
òOh, itõs you.ó 

 òMadalina, come with me,ó he said. 
òWhat, you think Iõm going to lift my skirts just becauseñó 

òCome with me,ó he repeated, more urgently. òSomething very bad is about to happen.ó 

This was a new approach to seduction. He didnõt sound like he meant naughty. He sounded like he 
meant something honestly terrible. òWhat kind of bad?ó I asked. 

òI donõt know,ó he said. òMy Mistress wonõt tell me. Iõm not sure that she knows.ó 

[Editor's Note: Here the author uses the Balok word stapana, which implies ownership, rather than 
the word iubitsa, which means mistress more in the sense of the author herself.] 
 
I  did not like his use of that word. I  could hear the authority of the capital letter. òYour Mistress?ó 

òYes. The Mistress of the Manor. She has promised me protection. She will protect you too. That was 
one of my conditions.ó 

Even without the ridiculous title drawn from grandmothersõ stories of the strigoi, this situation sounded 
less and less like something I  wanted to be a part of. òAnd what sort of price would I  pay for her 
ôprotectionõ?ó 
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òNone. I  would pay for both of us. She is fond ofé those of us with Calatori blood. She honors the old 
ways.ó 

Something in his tone chilled me. òYou are serious,ó I said. 

òI am serious,ó he agreed. 
Playing our little games is one thing. Running away with him is another. òI couldnõt possibly,ó I said. 
òMy reputation would never survive the scandal.ó 

òDamn your reputation!ó he said, but he sounded frightened, not angry. 

None of this eased my worries. òLet me think about it. Come back tomorrow night.ó 

òMadalina, no. We have to leave tonight. Now, in fact. We must reach the manor soon. My Mistress 
is strongest there. Please come with us.ó 

òUs?ó I  said, but then I  saw her, Peshaõs Mistress, standing in the shadows behind him. Except that I 
did not simply see her. She let me see her. 

òPesha speaks truly,ó she said, more softly than a whisper, although I  heard every word. òI offer you 
my protection. But we must leave now.ó 

Perhaps I would have accepted if she had not been so beautiful. However, with one glance I knew that 
my own attractiveness would not last long compared to hers. I would become drab beside her, and she 
would remain beautiful. She would still be the Mistress of the Manor. I  would become little better than 
an unloved pet. 

I  pulled the window closed before either tears or words could betray me. I  have shed my tears as I have 
written these words, and I swear that I do not know if I have made the right decision. 
 

IƻǿŜǾŜǊΣ ƴŜŀǊƭȅ ŀƭƭ ƻŦ ǘƘŜ /ŀƭŀǘƻǊƛ ŘŜǇŀǊǘŜŘ DϥIŜƴƴŀ 
ǎƘƻǊǘƭȅ ŀŦǘŜǊ ǘƘŜ {ŜǾŜǊƛƴƎ ƛƴ тпл./Φ tŜǊƘŀǇǎ ǘƘŜȅ όƭƛƪŜ 
Ƴƻǎǘ DϥIŜƴƴŀƴǎύ ǿŜǊŜ ŀƭŀǊƳŜŘ ŀǘ ōŜƛƴƎ Ŏǳǘ ƻŦŦ ŦǊƻƳ 
ǘƘŜ /ƻǊŜΦ tŜǊƘŀǇǎ ǘƘŜȅ ƘŀŘ ǎƻƳŜ ǇǊŜƳƻƴƛǘƛƻƴ ƻŦ ǘƘŜ 
ŦƻǊǘƘŎƻƳƛƴƎ ǊŜƭŜŀǎŜ ƻŦ aŀƭƛǎǘǊƻƛΦ wŜƎŀǊŘƭŜǎǎ ƻŦ ǘƘŜƛǊ 
ǊŜŀǎƻƴǎΣ ǘƘŜȅ ǊƻŘŜ ƛƴǘƻ ǘƘŜ aƛǎǘǎ ŀƴŘ ƘŀǾŜ ƴƻǘ ōŜŜƴ 
ǎŜŜƴ ŜƭǎŜǿƘŜǊŜ ǎƛƴŎŜΦ όbƻǘ ȅŜǘΣ ŀƴȅǿŀȅΦύ 

! ǿƻƳŀƴ ƴŀƳŜŘ aŀǊŘŀ ǿŀǎ ǘƘŜ ƻƴƭȅ ŦǳƭƭπōƭƻƻŘŜŘ 
/ŀƭŀǘƻǊƛ ƪƴƻǿƴ ǘƻ ƘŀǾŜ ǊŜƳŀƛƴŜŘ ƛƴ DϥIŜƴƴŀΣ ƭƛƪŜƭȅ 
ōŜŎŀǳǎŜ ƻŦ ƘŜǊ ƎƛƻƳƻǊƎƻ ƘŀƭŦπǎƛǎǘŜǊ /ŀƭƭƛŀƴ ŀƴŘ 

ƴŜǇƘŜǿ tŜǘŎƘƪƻΦ IƻǿŜǾŜǊΣ ŜǾŜƴ aŀǊŘŀ ŀƴŘ ƘŜǊ 
ǊŜƭŀǘƛǾŜǎ ƘŀǾŜ ƴƻǘ ōŜŜƴ ǎŜŜƴ ǎƛƴŎŜ aŀƭƛǎǘǊƻƛϥǎ 
ǊŀƳǇŀƎŜ ƛƴ тпр./Φ 

! Ƴŀƴ ƴŀƳŜŘ tŜǎƘŀ ƛǎ ŀ ƎƛƻƳƻǊƎƻ ŘŜǎŎŜƴŘŜŘ ŦǊƻƳ 
ǘƘŜ /ŀƭŀǘƻǊƛΣ ŀƭǘƘƻǳƎƘ ƘŜ ƛǎ ƴƻǘ ǎƻ ŎƭƻǎŜƭȅ ǊŜƭŀǘŜŘ ǘƻ 
aŀǊŘŀ ŀǎ /ŀƭƭƛŀƴ ŀƴŘ tŜǘŎƘƪƻ ǿŜǊŜΦ Lƴ ŀŘŘƛǘƛƻƴΣ ƛǘ ƛǎ 
ŜƴǘƛǊŜƭȅ ǇƻǎǎƛōƭŜ ǘƘŀǘ ƻǘƘŜǊ ƎƛƻƳƻǊƎƻǎ ǊŜƳŀƛƴ ƛƴ 
DϥIŜƴƴŀ ŀǎ ǿŜƭƭΦ 
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¢ƘŜ IƛŘŘŜƴ CŀŎŜ 

²ƛǘƘƛƴ ǘƘŜ ōƻǊŘŜǊǎ ƻŦ DϥIŜƴƴŀΣ ǘƘŜ /ŀƭŀǘƻǊƛ ǿŜǊŜ 
ǿƛƭƭƛƴƎ ǘƻ ǎƳǳƎƎƭŜ ŀƴȅǘƘƛƴƎ ŜȄŎŜǇǘ ŦƻƻŘΦ 9ǾŜƴ ǘƘŜ 
/ŀƭŀǘƻǊƛ ǿŜǊŜ ƘŜǎƛǘŀƴǘ ǘƻ ŎƻƳƳƛǘ ƻǳǘǊƛƎƘǘ ƘŜǊŜǎȅΣ ƛŦ 
ƻƴƭȅ ōŜŎŀǳǎŜ ƻŦ ǘƘŜ ƭƛƪŜƭȅ ǇǳƴƛǎƘƳŜƴǘΦ 

!ƭƭƛŜǎ ŀƴŘ 9ƴŜƳƛŜǎ 

¢ƘŜ /ŀƭŀǘƻǊƛ ŦǊŜǉǳŜƴǘƭȅ ŎƻƴŘǳŎǘŜŘ ōǳǎƛƴŜǎǎ ǿƛǘƘ ǘƘŜ 
.ƭŀŎƪ aŀǊƪŜǘ ƻŦ ½ƘǳƪŀǊΦ ¢ƘŜȅ ŎƻƳǇŜǘŜŘ ŘƛǊŜŎǘƭȅ 
ŀƎŀƛƴǎǘ ǘƘŜ ¢ŜŀƳǎǘŜǊǎϥ CŀŎǘƛƻƴ ƻŦ ǘƘŜ 5ŜǊǾƛŎƘ 
aŜǊŎƘŀƴǘǎϥ DǳƛƭŘΦ ¢ƘŜ ŜƴƳƛǘȅ ōŜǘǿŜŜƴ ǘƘŜ DǳƛƭŘ ŀƴŘ 
ǘƘŜ /ŀƭŀǘƻǊƛ ƳŜŀƴǘ ǘƘŀǘ ǘƘŜ /ŀƭŀǘƻǊƛ ǊƛǎƪŜŘ ǎǘŀǊǾŀǘƛƻƴ 
όŜǾŜƴ ƳƻǊŜ ǘƘŀƴ Ƴƻǎǘ DϥIŜƴƴŀƴǎύ ƻǾŜǊ ǘƘŜ ƭƻƴƎ 
ǿƛƴǘŜǊǎΦ 

¢ƘŜ /ƘǳǊŎƘ ƻŦ ½Ƙŀƪŀǘŀ ŘƛǎǘǊǳǎǘŜŘ ǘƘŜ /ŀƭŀǘƻǊƛΣ 
ǎǳǎǇŜŎǘƛƴƎ ǘƘŜƳ ƻŦ ǎƳǳƎƎƭƛƴƎ ŦƻƻŘΦ IƻǿŜǾŜǊΣ ǘƘŜ 
/ƘǳǊŎƘ ƴŜǾŜǊ ƳŀƴŀƎŜŘ ǘƻ ŎŀǘŎƘ ǘƘŜƳ ƛƴ ǎǳŎƘ ŀ 
ōƭŀǘŀƴǘ ŀŎǘ ƻŦ ƘŜǊŜǎȅΣ ŀƴŘ ǎƻ ǘƘŜ /ƘǳǊŎƘ ƴŜǾŜǊ ƘŀŘ 
ǎǳŦŦƛŎƛŜƴǘ ǊŜŀǎƻƴ ǘƻ ƳƻǾŜ ŘƛǊŜŎǘƭȅ ŀƎŀƛƴǎǘ ǘƘŜƳΦ 

hƴŎŜ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ /ŀƭŀǘƻǊƛ ƘŀŘ ŘŜǇŀǊǘŜŘ DϥIŜƴƴŀΣ 
aŀǊŘŀ ōŜŎŀƳŜ ƛƴǾƻƭǾŜŘ ǿƛǘƘ ǘƘŜ ƘŜǊŜǎȅ ƪƴƻǿƴ ŀǎ 
ǘƘŜ /ƛǊŎƭŜ ƻŦ 5ŀǊƪƴŜǎǎΦ IƻǿŜǾŜǊΣ ǎƘŜ Ƴŀȅ ƘŀǾŜ ƘŀŘ 
ǳƭǘŜǊƛƻǊ ƳƻǘƛǾŜǎΦ IŜǊ ǊƻƭŜ ƛƴ ǘƘŜ ǊŜƭŜŀǎŜ ƻŦ aŀƭƛǎǘǊƻƛ 
ƛǎ ǳƴŎŜǊǘŀƛƴΦ 

aƻǎǘ ǎƛƎƴƛŦƛŎŀƴǘƭȅΣ ǘƘƻǳƎƘΣ ǘƘŜ /ŀƭŀǘƻǊƛ ƘŀŘ ŀƴ 
ŀƎǊŜŜƳŜƴǘ ǿƛǘƘ ǘƘŜ aŀǊŀŘƛŎƛ ŦŀƳƛƭȅΦ 9ǾŜƴ ǿƛƴǘŜǊΣ ǘƘŜ 
/ŀƭŀǘƻǊƛ ŀƭƭƻǿŜŘ ǘƘŜ ǎǘǊƛƎƻƛ ǘƻ ŦŜŜŘ ǳǇƻƴ ǘƘŜƳτōǳǘ 
ƴƻǘ ǳƴǘƻ ŘŜŀǘƘΦ Lƴ ŜȄŎƘŀƴƎŜΣ ½ŘŜǎƪƭŀǾ aŀǊŀŘƛŎƛ 
ǇǊƻǾƛŘŜŘ ŦƻƻŘ ŀƴŘ ŀƭǎƻ ǇǊƻǘŜŎǘƛƻƴ ŦǊƻƳ ǘƘŜ DǳƛƭŘ ŀƴŘ 
/ƘǳǊŎƘΦ ό¢ƘŜ ŘƻƳƛƴŀǘƛƻƴ ŀōƛƭƛǘȅ ƻŦ ǘƘŜ ǎǘǊƛƎƻƛ ǇǊƻǾŜŘ 
ǳǎŜŦǳƭ ƛƴ ŀŎǉǳƛǊƛƴƎ ŦƻƻŘΦ ¢ƘŜ DǳƛƭŘϥǎ ƭƻǎǎŜǎ ǿƻǳƭŘ ōŜ 
ōƭŀƳŜŘ ǳǇƻƴ ǘƘŜ WŀŎƪŀƭ ŀƴŘ ƻǘƘŜǊ ǇǊŜŘŀǘƻǊǎ ƛƴ ǘƘŜ 
wǳƴΦύ 

{ƻƳŜƘƻǿ ǘƘŜ /ŀƭŀǘƻǊƛ ŜƴŘǳǊŜŘ ǘƘŜǎŜ ǇǊƻƭƻƴƎŜŘ 
ǇŜǊƛƻŘǎ ŀǘ aŀǊŀŘƛŎƛ aŀƴƻǊ ǿƛǘƘƻǳǘ ǎǳŦŦŜǊƛƴƎ ŦǊƻƳ 
ǎǘŀǘƛŎ ōǳǊƴΣ ǿƘƛŎƘ ǘƘǊŜŀǘŜƴǎ ƻǘƘŜǊ ±ƛǎǘŀƴƛ ǿƘƻ 
ǊŜƳŀƛƴ ƛƴ ƻƴŜ ǇƭŀŎŜ ǘƻƻ ƭƻƴƎΦ !ƳƻƴƎ ǘƘƻǎŜ ŦŜǿ 
ǎŎƘƻƭŀǊǎ ǿƘƻ ƘŀǾŜ ǎǘǳŘƛŜŘ ǘƘŜ ±ƛǎǘŀƴƛΣ ǘƘŜǊŜ Ƙŀǎ 
ōŜŜƴ ǎƻƳŜ ǎǇŜŎǳƭŀǘƛƻƴ ǘƘŀǘ ǘƘŜ /ŀƭŀǘƻǊƛ ŀǊŜ 
ǎƻƳŜƘƻǿ ƭŜǎǎ ǇǳǊŜπōƭƻƻŘŜŘ ǘƘŀƴ ƻǘƘŜǊ ±ƛǎǘŀƴƛΦ 
hǘƘŜǊǎ ƘŀǾŜ ŎƻƴǘŜƳǇƭŀǘŜŘ ŀ ǎǳǇŜǊƴŀǘǳǊŀƭ ǘƛŜ ǘƻ 
DϥIŜƴƴŀ ǿƘƛŎƘ ǎƘƛŜƭŘŜŘ ǘƘŜ /ŀƭŀǘƻǊƛ ƛƴ ǘƘŀǘ ƭŀƴŘΦ 
9ǾŜƴ ǎƻΣ ŘŜǎǇƛǘŜ ǘƘŜ ƭŀŎƪ ƻŦ ǎǘŀǘƛŎ ōǳǊƴΣ ǘƘŜ /ŀƭŀǘƻǊƛ 
ǿŜǊŜ ƛƴŜǾƛǘŀōƭȅ ŜŀƎŜǊ ǘƻ ŘŜǇŀǊǘ ǘƘŜ ƳŀƴƻǊ ŜǾŜǊȅ ȅŜŀǊ 
ƻƴŎŜ ǘƘŜ ǿŜŀǘƘŜǊ ōǊƻƪŜΦ 

 

Dread Possibility ¹ Lost in the Mists 
!ǘ ƭŜŀǎǘ ǳƴǘƛƭ ǘƘŜƛǊ ŘƛǎŀǇǇŜŀǊŀƴŎŜΣ ǘƘŜ /ŀƭŀǘƻǊƛ 
ŀǇǇŜŀǊŜŘ ǘƻ ōŜ ǘƛŜŘ ǘƻ DϥIŜƴƴŀ ƛƴ ǎƻƳŜ ǳƴŜȄǇŜŎǘŜŘ 
ǿŀȅΦ ²ƘƛƭŜ ǘƘŜȅ ǿŜǊŜ ŀōƭŜ ǘƻ ǘǊŀǾŜƭ ŜƭǎŜǿƘŜǊŜΣ ǘƘŜȅ 
ǊŀǊŜƭȅ ǘǊŀǾŜƭƭŜŘ ŦŀǊΣ ŜǾŜƴ ōŜŦƻǊŜ ǘƘŜ {ŜǾŜǊƛƴƎΦ 

¢ƘŜƛǊ ŘƛǎŀǇǇŜŀǊŀƴŎŜ ŦǊƻƳ ǘƘŜ 5ƻƳŀƛƴǎ ƻŦ 5ǊŜŀŘ Ƴŀȅ 
ōŜ ŀ ǎƛƳǇƭŜ ƳŀǘǘŜǊ ƻŦ ǘƘŜ 5ŀǊƪ tƻǿŜǊǎ ƴƻǘ ǿŀƴǘƛƴƎ 
ǘƻ ǊŜƭŜŀǎŜ ǘƘŜƳ ŦǊƻƳ ǘƘŜ {ǘŀǊǾƛƴƎ [ŀƴŘΦ tŜǊƘŀǇǎ 
ǎƻƳŜ Řŀȅ ǘƘŜ /ŀƭŀǘƻǊƛ ǿƛƭƭ ŜƳŜǊƎŜ ŦǊƻƳ ǘƘŜ aƛǎǘǎ ƛƴ 
ǎƻƳŜ ŦŀǊπŦƭǳƴƎ LǎƭŀƴŘ ƻŦ ¢ŜǊǊƻǊΣ ŦƛƴŘƛƴƎ ǘƘŜƳǎŜƭǾŜǎ 
ƛƴǾƻƭǾŜŘ ǿƛǘƘ ǘƘŜ ŦŀǘŜ ƻŦ ǘƘŀǘ ƴŜǿ ƭŀƴŘΦ hǊ ǇŜǊƘŀǇǎ 
ǘƘŜȅ ǿƛƭƭ ōŜ ǊŜǘǳǊƴŜŘ ǘƻ DϥIŜƴƴŀΦ 

 

WHO'S DOOMED 

The Journal of Amanta Maradici, 717BC 

 

Fondly  I  recall  evenings  in  the  
parlor:  A  fire  burning  in  the  hearth.  
One  of  the  Calatori  playing  the violin 
while another tapped out a rhythm 
on his darbuka. Papa using his 
handkerchief to gently wipe away 
flecks of blood from the neck of the 
beautiful young woman who had 
volunteered to feed him for the 
season. Desimir, with the incaution 
of youth, feeding more deeply and 
stopping only when Papa chastised  
him.  Perhaps  I  would  have  been  
equally  incautious  with  my  young  
man,  except  that  he was also a 
storyteller, and I was reluctant to 
interrupt his tales...  

Meanwhile,  outside  the  manor,  the  
rest  of  the  Calatori  huddled  in  the  
warmth  of  their  wagons, secure  in  
the  protection  of  their  strigoi  lord.  
Papa  would  ensure  that  they  were  
fed,  just  as they ensured that he was.  
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Amanta Maradici 

!Ƴŀƴǘŀ ƭƛǾŜǎ ƛƴ aŀǊŀŘƛŎƛ aŀƴƻǊ ǎƻǳǘƘ ƻŦ 5ŜǊǾƛŎƘΦ 
{ƘŜ ƛǎ ǘŀƭƭΣ ŦŀƛǊπǎƪƛƴƴŜŘΣ ǊŀǾŜƴπƘŀƛǊŜŘΣ ŀƴŘ ōŜŀǳǘƛŦǳƭΦ 
{ƘŜ ŀǇǇŜŀǊǎ ƴŜƛǘƘŜǊ ƻƭŘ ƴƻǊ ȅƻǳƴƎΣ ƴƻǊ ŘƻŜǎ ǎƘŜ 
ŀǇǇŜŀǊ ǘƻ ŀƎŜΦ DϥIŜƴƴŀƴǎ Řƻƴϥǘ ƪƴƻǿ ǿƘŜǘƘŜǊ ǘƻ 
ŀŘŘǊŜǎǎ ƘŜǊ ŀǎ ŘƻŀƳƴŀ ƻǊ ŘƻƳƴƛǎƻŀǊŀΦ .ŜŦƻǊŜ ǘƘŜ 
Ŧŀƭƭ ƻŦ 5ŜǊǾƛŎƘΣ ǎƘŜ ǿŀǎ ƪƴƻǿƴ ŀǎ ŀ ǎƻǊŎŜǊŜǎǎ ƻŦ 
ǎǳŦŦƛŎƛŜƴǘ ǇƻǿŜǊ ǘƘŀǘ ƴŜƛǘƘŜǊ ǘƘŜ ƭƻŎŀƭ /ƘǳǊŎƘ ƴƻǊ ǘƘŜ 
5ŜǊǾƛŎƘ aŜǊŎƘŀƴǘǎϥ DǳƛƭŘ ǊƛǎƪŜŘ ƛƴǘŜǊŦŜǊƛƴƎ ǿƛǘƘ ƘŜǊΦ 
CƻƭƭƻǿƛƴƎ ǘƘŜ ŦŀƭƭΣ ƘƻǿŜǾŜǊΣ ǘƘŜ /ƘǳǊŎƘ ŀǇǇŜŀǊǎ ǘƻ 
ƘŀǾŜ ŦƻǊƎƻǘǘŜƴ ƘŜǊΣ ƻǊ ŀǘ ƭŜŀǎǘ ƛǘ ƛǎ ƳƻǊŜ ŎƻƴŎŜǊƴŜŘ 
ŀōƻǳǘ ƭŀȅƛƴƎ ǇǊƻǇŜǊ ŎƭŀƛƳ ǘƻ ǘƘŜ CŜǊǘƛƭŜ ±ŀƭƭŜȅΦ 

!Ƴŀƴǘŀ ƛǎ ǘƘŜ ŘŀǳƎƘǘŜǊ ƻŦ ½ŘŜǎƪƭŀǾ ŀƴŘ wƻȊŀƭƛŀΦ 
5ŜǎƛƳƛǊ ǿŀǎ ƘŜǊ ǎƭƛƎƘǘƭȅ ȅƻǳƴƎŜǊ ōǊƻǘƘŜǊΦ 

!Ƴŀƴǘŀ ƎǊŜǿ ǳǇ ōǳƭƭƛŜŘ ōȅ ƘŜǊ ŎƻǳǎƛƴǎΣ ŀƴŘ ǎƘŜ ǎŀǿ 
ǘƘŀǘ ƘŜǊ ǳƴŎƭŜ ±ƻǊƻǎƭŀǾ ǿŀǎ ǎǘǊƻƴƎ ŜƴƻǳƎƘ ǘƻ ōǳƭƭȅ 
ƘŜǊ Ŏƻǳǎƛƴǎ ƛƴ ǘǳǊƴΦ {ƘŜ ōƭŀƳŜǎ ±ƻǊƻǎƭŀǾ ŦƻǊ ǘƘŜ 
ŘŜŀǘƘǎ ƻŦ ōƻǘƘ ƘŜǊ ǇŀǊŜƴǘǎΣ ōǳǘ ǎƘŜ ŦŜŀǊǎ ƘƛƳ ǘƻƻ 
ƳǳŎƘ ǘƻ ǎŜŜƪ ǾŜƴƎŜŀƴŎŜΣ ŜǎǇŜŎƛŀƭƭȅ ŀŦǘŜǊ ƭŜŀǊƴƛƴƎ 
ǘƘŀǘ ƘŜ Ƙŀǎ !ǎŎŜƴŘŜŘΦ LŦ !Ƴŀƴǘŀ ŜǾŜǊ ǊŜŀƭƛȊŜǎ ǘƘŀǘ 
ǎƘŜ ƛǎ ŎƻƳǇŀǊŀōƭȅ ŦƻǊƳƛŘŀōƭŜΣ ǇŀǊǘƛŎǳƭŀǊƭȅ ǿƘŜƴ 
ōƻƭǎǘŜǊŜŘ ōȅ ŀƭƭƛŜǎΣ ǘƘŜƴ ǎƘŜ ƳƛƎƘǘ Ŧƛƴŀƭƭȅ ǎǘǊƛƪŜ 
ŀƎŀƛƴǎǘ ƘƛƳΦ 

!Ƴŀƴǘŀ ƛǎ ŀ ǘƘƻǊƻǳƎƘƭȅ ŀƳƻǊŀƭ ŎǊŜŀǘǳǊŜΣ ōǳǘ ǎƘŜ 
ŀōƛŘŜǎ ōȅ ŎŜǊǘŀƛƴ ǇǊŀŎǘƛŎŀƭƛǘƛŜǎΦ .ŜŎŀǳǎŜ ŀ ǘǊŀƛƭ ƻŦ 
ōƻŘƛŜǎ ǿƻǳƭŘ ŘǊŀǿ ŀǘǘŜƴǘƛƻƴΣ ǎƘŜ ǎǘǊƻƴƎƭȅ ǇǊŜŦŜǊǎ ǘƻ 
ŘǊƛƴƪ ŦǊƻƳ ƘŜǊ ǾƛŎǘƛƳǎ ǿƛǘƘƻǳǘ ƪƛƭƭƛƴƎ ǘƘŜƳΦ Lƴ ŦŀŎǘΣ 
ǎƘŜ ǳǎŜǎ ƘŜǊ ŘƻƳƛƴŀǘƛƻƴ ŀōƛƭƛǘȅ ǘƻ ŜƴŎƻǳǊŀƎŜ ƘŜǊ 
ǾƛŎǘƛƳǎ ǘƻ ŦƻǊƎŜǘ ƘŜǊΦ LŦ ǎƘŜ ǎǘǊƛƪŜǎ ŀ ōŀǊƎŀƛƴΣ ŀǎ ǎƘŜ 
ŘƛŘ ǿƛǘƘ ǘƘŜ /ŀƭŀǘƻǊƛ ŀƴŘ ǘƘŜƴ ƭŀǘŜǊ ǿƛǘƘ DƻƧǳ /ƻƧŜŎΣ 
ǎƘŜ ǿƛƭƭ ǳǇƘƻƭŘ ƘŜǊ ǿƻǊŘΦ ό¦ƴƭŜǎǎ ōŜǘǊŀȅŜŘΣ ƻŦ 
ŎƻǳǊǎŜΦύ ¢Ƙƛǎ ǎŀƳŜ ǇǊŀŎǘƛŎŀƭƛǘȅ ŜȄǇƭŀƛƴǎ ǿƘȅ !Ƴŀƴǘŀ 
ŀƭƭƻǿŜŘ tŜǎƘŀ ǘƻ ƛƴǾƛǘŜ aŀŘŀƭƛƴŀ ǘƻ ǘƘŜ ƳŀƴƻǊΦ 
.ŜǘǘŜǊ ǘƻ ƘŀǾŜ ŀ ŎƻƴǘŜƴǘŜŘ ǎƻǳǊŎŜ ƻŦ ōƭƻƻŘ όŀƴŘ 
Ǉƻǎǎƛōƭȅ ǘǿƻύ ǘƘŀƴ ŀ ǊŜǎŜƴǘŦǳƭ ƻƴŜΦ 

Lƴ ŀŘŘƛǘƛƻƴ ǘƻ ƘŜǊ ƳŀƎƛŎŀƭ ǎǘǳŘƛŜǎΣ !Ƴŀƴǘŀ ǇǊŀŎǘƛŎŜǎ 
ǊŜƎǳƭŀǊƭȅ ǳǇƻƴ ǘƘŜ ŦƭǳǘŜ ŀƴŘ ŦƛŘŘƭŜΦ IŜǊ ŦŀǘƘŜǊ ƘŀŘ 
ƛƴǎƛǎǘŜŘ ǘƘŀǘ ǎƘŜ ƭŜŀǊƴ ǘƻ Ǉƭŀȅ ǘƘŜ ŦƭǳǘŜ ŀǎ ŀ ǎƛƎƴ ƻŦ 
ǇǊƻǇŜǊ ōǊŜŜŘƛƴƎΣ ŀƴŘ ǎƘŜ ǘŀǳƎƘǘ ƘŜǊǎŜƭŦ ǘƘŜ ŦƛŘŘƭŜ 
ŀŦǘŜǊ tŜǎƘŀ ōǊƻǳƎƘǘ Ƙƛǎ ǘƻ ǘƘŜ ƳŀƴƻǊΦ CǳǊǘƘŜǊƳƻǊŜΣ 
ŦƻƭƭƻǿƛƴƎ ƘŜǊ ŜƴŎƻǳƴǘŜǊǎ ǿƛǘƘ {ǊŜǘƪƻ ŀƴŘ ǘƘŜƴ DƻƧǳ 
/ƻƧŜŎΣ !Ƴŀƴǘŀ Ƙŀǎ ǘŀǳƎƘǘ ƘŜǊǎŜƭŦ Ƙƻǿ ǘƻ ŦƛƎƘǘ ǿƛǘƘ 
ǎŀōŜǊΣ ǊŀǇƛŜǊΣ ŀƴŘ ŘŀƎƎŜǊΦ Lƴ ǘƘŜ ŀōǎŜƴŎŜ ƻŦ ŀ ǿŜŀǇƻƴǎ 
ƳŀǎǘŜǊΣ ǎƘŜ Ƙŀǎ ǘŀǳƎƘǘ ƘŜǊǎŜƭŦ ŦǊƻƳ ōƻƻƪǎ ǿƘƛŎƘ ƘŜǊ 
ŦŀǘƘŜǊ ƭŜŦǘ ōŜƘƛƴŘΣ ǎƻ ŀǎ ȅŜǘ ǎƘŜ Ƙŀǎ ƭƛǘǘƭŜ ǇǊŀŎǘƛŎŀƭ 

ǎƪƛƭƭΦ 

aƻǎǘ ǳƴŜȄǇŜŎǘŜŘΣ ǘƘƻǳƎƘΣ Ƴŀȅ ōŜ !Ƴŀƴǘŀϥǎ 
ǊŜƭŀǘƛǾŜƭȅ ǊŜŎŜƴǘ Ƙƻōōȅ ƻŦ ƎŀǊŘŜƴƛƴƎΦ tŜǎƘŀ ƴŜŜŘǎ 
ǇŜƻǇƭŜ ŦƻƻŘΣ ŀŦǘŜǊ ŀƭƭΦ !ŦǘŜǊ ǘƘŜ Ŧŀƭƭ ƻŦ 5ŜǊǾƛŎƘΣ ōƻǘƘ 
ǘƘŜ ǎǘǊƛƎƻƛ Ǿƛƛ ŀƴŘ ǘƘŜ ŎƛǘȅπǊŀƛǎŜŘ ƎƛƻƳƻǊƎƻ ƘŀŘ ǘƻ 
ƭŜŀǊƴ Ƙƻǿ ǘƻ ƎǊƻǿ ǎƻƳŜǘƘƛƴƎ ǘƻ ǎǳǎǘŀƛƴ ƘƛƳΦ aǳŎƘ 
ǘƻ !Ƴŀƴǘŀϥǎ ǎǳǊǇǊƛǎŜΣ ǎƘŜ ŜƴƧƻȅǎ ǘŜƴŘƛƴƎ ǘƻ ƭƛǾƛƴƎ 
ƎǊŜŜƴŜǊȅΣ ŜǾŜƴ ƛŦ ǎƘŜ ŘŜǊƛǾŜǎ ƴƻ ǎǳǎǘŜƴŀƴŎŜ ŦǊƻƳ ƛǘ 
ƘŜǊǎŜƭŦΦ 

 

Dread Possibility 
!Ƴŀƴǘŀ aŀǊŀŘƛŎƛ ƛǎ ǘƘŜ ƭŀǎǘ ǎǳǊǾƛǾƛƴƎ ƳŜƳōŜǊ ƻŦ ƘŜǊ 
ŦŀƳƛƭȅΦ .ŜŎŀǳǎŜ ǎƘŜ ōŜƭƛŜǾŜǎ ǘƘŜ WŜƭŀŘȊŜ ŦŀƳƛƭȅ Ƙŀǎ 
ōŜŜƴ ŜȄǘƛƴƎǳƛǎƘŜŘ ŀƴŘ ǎƘŜ ŘƻŜǎ ƴƻǘ ƪƴƻǿ Ƙƻǿ ǘƻ 
ŎƻƴǘŀŎǘ ǘƘŜ DǳƎǳƴŀǾŀ ŦŀƳƛƭȅΣ ƘŜǊ ƻƴƭȅ ƻǇǘƛƻƴ ǘƻ 
ŎƻƴǘƛƴǳŜ ƘŜǊ ŦŀƳƛƭȅ ƭƛƴŜ ƛǎ ǘƻ ƳŀǘŜ ǿƛǘƘ ŀ ƘǳƳŀƴΦ 
tŜǊƘŀǇǎ tŜǎƘŀ Ƙŀǎ ōŜŜƴ ƘŜǊ ŎƘƻǎŜƴ ƳŀǘŜΣ ŀƴŘ ŀ 
ōǊƻƻŘ ƻŦ ȅƻǳƴƎ ǎǘǊƛƎƻƛ ƛƴƘŀōƛǘ ǘƘŜ aŀǊŀŘƛŎƛ aŀƴƻǊΦ 
hǊ ǇŜǊƘŀǇǎ ǎƘŜ ǿƛƭƭ Ǝƻ ǎŜŜƪƛƴƎ ŀ ƳŀǘŜΣ ǇǊŜŦŜǊŀōƭȅ ƻƴŜ 
ǿƛǘƘ ŜƴƻǳƎƘ ƳŀƎƛŎŀƭ ǇƻǿŜǊ ǘƻ ǎǘǊŜƴƎǘƘŜƴ ƘŜǊ 
ōƭƻƻŘƭƛƴŜΦ 

 

 

Desimir Maradici 

5ŜǎƛƳƛǊ ǿŀǎ !Ƴŀƴǘŀϥǎ ȅƻǳƴƎŜǊ ōǊƻǘƘŜǊΦ IŜ 
ŀǘǘŜƳǇǘŜŘ ǘƘŜ wƛǘŜ ƻŦ !ǎŎŜƴǎƛƻƴ ōǳǘ ŦŀƛƭŜŘΣ ŘȅƛƴƎ ƛƴ 
ǘƘŜ ŀǘǘŜƳǇǘΦ IŜ ǊŜƳŀƛƴǎ ƛƴ aŀǊŀŘƛŎƛ aŀƴƻǊ ŀǎ ŀ 
ǎǘǊƛƎƻƛ ƳƻǊǘΦ IŜ ǎƻƳŜǘƛƳŜǎ ǳǎŜǎ ǘƘŜ ŎƻǊǇǎŜ ƻŦ {ǊŜǘƪƻ 
ŀǎ Ƙƛǎ ǾŜǎǎŜƭΦ 

5ŜǎƛƳƛǊ ŦƛƎƘǘǎ ǿƛǘƘ Ƙƛǎ ǎƛǎǘŜǊΣ ŀǎ ǎƛōƭƛƴƎǎ ŘƻΣ ōǳǘ Ƙƛǎ 
ƭƻȅŀƭǘȅ ǘƻ ƘŜǊ ƛǎ ōƻǳƴŘƭŜǎǎΦ IŜ ƭƻŀǘƘŜǎ Ƙƛǎ ¦ƴŎƭŜ 
±ƻǊƻǎƭŀǾΣ ōƭŀƳƛƴƎ ǘƘŜ ŜƭŘŜǊ ǎǘǊƛƎƻƛ ŦƻǊ ǘƘŜ ŘŜŀǘƘ ƻŦ Ƙƛǎ 
ŦŀǘƘŜǊ ½ŘŜǎƪƭŀǾΦ 

!ƭǘƘƻǳƎƘ 5ŜǎƛƳƛǊ ŘŜǎǇƛǎŜǎ tŜǎƘŀ ŀƴŘ Ƙƛǎ ǇǊƻƳƛƴŜƴǘ 
Ǉƻǎƛǘƛƻƴ ƛƴ !Ƴŀƴǘŀϥǎ ƭƛŦŜΣ ƘŜ ǿƛƭƭ ŀƭƭƻǿ ƴƻ ƘŀǊƳ ǘƻ 
ŎƻƳŜ ǘƻ tŜǎƘŀ ǳƴƭŜǎǎ !Ƴŀƴǘŀ ŦƛƴŘǎ ŀ ƳƻǊŜ ǎǳƛǘŀōƭŜ 
ǇŜǊǎƻƴ ǿƛǘƘ ǿƘƻƳ ǘƻ ŎƻƴǘƛƴǳŜ ǘƘŜ aŀǊŀŘƛŎƛ ŦŀƳƛƭȅ 
ƭƛƴŜΦ 

 

  



74 

 

Dread Possibility 
5ŜǎƛƳƛǊ ŘƻŜǎ ƴƻǘ ŦŜŜƭ ǘƘŀǘ !Ƴŀƴǘŀ Ƙŀǎ ǇǊƻǇŜǊƭȅ 
ŀǾŜƴƎŜŘ ǘƘŜƛǊ ŦŀǘƘŜǊϥǎ ŘŜŀǘƘΣ ŀƴŘ ǎƻ ƘŜ Ƙŀǎ 
ŦƻǊƳǳƭŀǘŜŘ ŀ Ǉƭŀƴ ƻŦ Ƙƛǎ ƻǿƴΦ !ǎ ŀ ǎǘǊƛƎƻƛ ƳƻǊǘΣ ƘŜ Ŏŀƴ 
ŀƴƛƳŀǘŜ ŀƴƻǘƘŜǊ ŎǊŜŀǘǳǊŜϥǎ ŎƻǊǇǎŜΣ ōǳǘ ƘŜ Ƙŀǎ ōŜŜƴ 
ǘǊȅƛƴƎ ǘƻ ŜȄǘŜƴŘ ǘƘŀǘ ŀōƛƭƛǘȅ ǘƻ ǘƘŜ ƭƛǾƛƴƎΦ IŜ Ƙŀǎ 
ǊƛǎƪŜŘ ǾŜƴǘǳǊƛƴƎ ƻǳǘǎƛŘŜ ƻŦ ǘƘŜ aŀǊŀŘƛŎƛ aŀƴƻǊΣ ŦŀǊ 
ŦǊƻƳ Ƙƛǎ ƻǿƴ ōƻƴŜǎΣ ǘƻ ǇƻǎǎŜǎǎ ǘǊŀǾŜƭŜǊǎ ŦǊƻƳ ǘƘŜ 
ƴŜŀǊōȅ ǘƻǿƴ ƻŦ ¦ƴƎǳǊΦ IŜ Ŏŀƴƴƻǘ ǇƻǎǎŜǎǎ ŀƴȅƻƴŜ 
ǿƘƻ ƛǎ ŀǿŀƪŜΣ ŀǘ ƭŜŀǎǘ ƴƻǘ ŀǘ ǎǳŎƘ ŘƛǎǘŀƴŎŜ ŦǊƻƳ Ƙƛǎ 
ōƻƴŜǎΣ ōǳǘ ƘŜ Ƙŀǎ ƭŜŀǊƴŜŘ Ƙƻǿ ǘƻ ǇƻǎǎŜǎǎ ŀ ǎƭŜŜǇŜǊ 
ŦƻǊ ǎŜǾŜǊŀƭ ƘƻǳǊǎΦ 

5ŜǎƛƳƛǊ ƘƻǇŜǎ ǘƻ ŦƛƴŘ ŀƴ ƛŘŜŀƭ ǇŜǊǎƻƴ ǘƻ ǇƻǎǎŜǎǎ ǎƻ 
ǘƘŀǘ ƘŜ Ƴŀȅ ŎƻƴŦǊƻƴǘ ±ƻǊƻǎƭŀǾ YǾŜǊƴŀŘȊŜΦ tŜǊƘŀǇǎ ŀ 
ǇƘȅǎƛŎŀƭƭȅ ŦƻǊƳƛŘŀōƭŜ ŀŘǾŜƴǘǳǊŜǊ ǿƘƻ ƘŀǇǇŜƴǎ ǘƻ 
ŀǊǊƛǾŜ ŀǘ ǘƘŜ ƳŀƴƻǊΦ hǊ ǇŜǊƘŀǇǎ ŜǾŜƴ ƻƴŜ ƻŦ !Ƴŀƴǘŀϥǎ 
ŎƘƛƭŘǊŜƴ ƻƴŎŜ ǘƘŜȅ ŎƻƳŜ ƻŦ ŀƎŜΦ 

 

Lenusa Kvernadze 
! ǎǘǊƛƎƻƛ ǾƛƛΦ 5ŀǳƎƘǘŜǊ ƻŦ ±ƻǊƻǎƭŀǾ ŀƴŘ ǘƘŜǊŜŦƻǊŜ 
Ŏƻǳǎƛƴ ǘƻ !ƳŀƴǘŀΦ YƛƭƭŜŘ ōȅ ƘŜǊ ŦŀǘƘŜǊ ŘǳǊƛƴƎ Ƙƛǎ 
!ǎŎŜƴǎƛƻƴΦ [ƛƪŜ Ƴŀƴȅ ǎǘǊƛƎƻƛ ǿƻƳŜƴΣ ǎƘŜ ǇƻǎǎŜǎǎŜŘ 
ǎƛƎƴƛŦƛŎŀƴǘ ƳŀƎƛŎŀƭ ŀōƛƭƛǘȅΣ ŀƭǘƘƻǳƎƘ ŎƭŜŀǊƭȅ ǘƘŀǘ ŘƛŘ 
ƴƻǘ ǎŀǾŜ ƘŜǊΦ {ƘŜ ŀƭǎƻ ǇƻǎǎŜǎǎŜŘ ǘƘŜ ƛƴƴŀǘŜ ǎŀƭƛŜƴǘ 
ŀōƛƭƛǘȅ ǘƻ ŀƭǘŜǊ ǎŜƭŦ ŀǘ ǿƛƭƭΦ 

[Ŝƴǳǎŀ ǿŀǎ ƴƻ ƭŜǎǎ ŀ ōǳƭƭȅ ǘƘŀƴ ƘŜǊ ƻƭŘŜǊ ōǊƻǘƘŜǊ 
bƛŎǳǎƻǊΦ {ƘŜ ǿŀǎ ǎƛƳǇƭȅ ƳƻǊŜ ǎǳōǘƭŜΦ 

Nicusor Kvernadze 

! ǎǘǊƛƎƻƛ ǾƛƛΦ 9ƭŘŜǎǘ ŎƘƛƭŘ ƻŦ ±ƻǊƻǎƭŀǾ ŀƴŘ ǘƘŜǊŜŦƻǊŜ 
Ŏƻǳǎƛƴ ǘƻ !ƳŀƴǘŀΦ YƛƭƭŜŘ ōȅ Ƙƛǎ ŦŀǘƘŜǊ ŘǳǊƛƴƎ Ƙƛǎ 
!ǎŎŜƴǎƛƻƴΦ 

bƛŎǳǎƻǊ ǇƻǎǎŜǎǎŜŘ ƴƻ ƳŀƎƛŎŀƭ ŀōƛƭƛǘȅ ǿƘŀǘǎƻŜǾŜǊΣ ōǳǘ 
ƘŜ ǿŀǎ Ŝŀǎƛƭȅ ǘƘŜ Ƴƻǎǘ ǇƘȅǎƛŎŀƭƭȅ ŦƻǊƳƛŘŀōƭŜ ƻŦ ǘƘŜ 
YǾŜǊƴŀŘȊŜ ŀƴŘ aŀǊŀŘƛŎƛ ŎƘƛƭŘǊŜƴΦ IŜ ŜƴƧƻȅŜŘ 
ōǳƭƭȅƛƴƎ !Ƴŀƴǘŀ ŀƴŘ 5ŜǎƛƳƛǊΣ ŀƴŘ ƘŜ ǘǊŜŀǘŜŘ 
ƻǊŘƛƴŀǊȅ ƘǳƳŀƴǎ ŦŀǊ ǿƻǊǎŜΦ Lƴ ŀǇǇŜŀǊŀƴŎŜ ƘŜ ƎŀǾŜ 
ǘƘŜ ǎǳōǘƭŜ ŦŜƭƛƴŜ ƛƳǇǊŜǎǎƛƻƴ ǿƘƛŎƘ Ƴƻǎǘ ƻŦ Ƙƛǎ ƪƛƴŘ 
ŎƻƴǾŜȅΣ ōǳǘ ƛƴ bƛŎǳǎƻǊϥǎ ŎŀǎŜ ƘŜ ŎŀƳŜ ŀŎǊƻǎǎ ŀǎ ŀ 
ƳƛƎƘǘȅ ōƭŀŎƪπŦǳǊǊŜŘ ƭƛƻƴΦ 

 

 

Dread Possibility 
5ƛŘ ŜƛǘƘŜǊ [Ŝƴǳǎŀ ƻǊ bƛŎǳǎƻǊ YǾŜǊƴŀŘȊŜ ǎǳǊǾƛǾŜ ǘƘŜƛǊ 
ŦŀǘƘŜǊϥǎ !ǎŎŜƴǎƛƻƴ ǎƻƳŜƘƻǿΚ ¢ƘŜȅ ƳƛƎƘǘ ōŜ ƻǳǘ ŦƻǊ 
ǊŜǾŜƴƎŜ ǳǇƻƴ ±ƻǊƻǎƭŀǾΣ ǇŜǊƘŀǇǎ ŜǾŜƴ ŘŜǎǇŜǊŀǘŜ 
ŜƴƻǳƎƘ ǘƻ ŀǇǇǊƻŀŎƘ !Ƴŀƴǘŀ ŦƻǊ ŀƛŘΦ LŦ ǎƻΣ ƛǎ !Ƴŀƴǘŀ 
ǿƛƭƭƛƴƎ ǘƻ ƭŜƴŘ ƘŜǊ ǎǘǊŜƴƎǘƘ ŘŜǎǇƛǘŜ ǘƘŜ ȅŜŀǊǎ ƻŦ 
ǘƻǊƳŜƴǘ ǿƘƛŎƘ ǎƘŜ ǎǳŦŦŜǊŜŘ ŀǘ ǘƘŜ YǾŜǊƴŀŘȊŜ ŦŀƳƛƭȅϥǎ 
ǘŀƭƻƴǎΚ 

 

Octaviu Kvernadze 

! ǎǘǊƛƎƻƛ ǾƛƛΦ ̧ƻǳƴƎŜǎǘ ŎƘƛƭŘ ƻŦ ±ƻǊƻǎƭŀǾ ŀƴŘ ǘƘŜǊŜŦƻǊŜ 
Ŏƻǳǎƛƴ ǘƻ !ƳŀƴǘŀΦ IŜ ŜǎŎŀǇŜŘ Ƙƛǎ ŦŀǘƘŜǊϥǎ !ǎŎŜƴǎƛƻƴ 
ŀƴŘ ŦƭŜŘ ǘƻ 5ŜǊǾƛŎƘΣ ǿƘŜǊŜ ƘŜ ǿŀǎ ǎƭŀƛƴ ōȅ ǘƘŜ CŀƴƎ 
ƻŦ ½Ƙŀƪŀǘŀ DƻƧǳ /ƻƧŜŎΦ 

Pesha 

! ƘŀƭŦπ±ƛǎǘŀƴƛ ǿƘƻ ƻƴŎŜ ƭƛǾŜŘ ƛƴ 5ŜǊǾƛŎƘΦ IŜ ǎƘŜƭǘŜǊŜŘ 
ŀǘ aŀǊŀŘƛŎƛ aŀƴƻǊ ŘǳǊƛƴƎ ǘƘŜ ǊŀȊƛƴƎ ƻŦ 5ŜǊǾƛŎƘΣ ŀƴŘ 
ƘŜ ƴŜǾŜǊ ƭŜŦǘΦ Iƛǎ ŎƻƴǘƛƴǳŜŘ ǇǊŜǎŜƴŎŜ Ƴŀȅ ōŜ 
ōŜŎŀǳǎŜ ƘŜ Ƙŀǎ ƴƻ ǇƭŀŎŜ ŜƭǎŜ ǘƻ ƎƻΣ ƻǊ ƛǘ Ƴŀȅ ōŜ 
ōŜŎŀǳǎŜ ƘŜ ƛǎ !Ƴŀƴǘŀϥǎ ǘƘǊŀƭƭΦ 

tŜǎƘŀ ǎǇŜƴŘǎ Ƙƛǎ ǘƛƳŜ ǎŜǊǾƛƴƎ !ƳŀƴǘŀΣ ǇƭŀȅƛƴƎ ǘƘŜ 
ŦƛŘŘƭŜΣ ǇǊŀŎǘƛŎƛƴƎ ƪƴƛŦŜπŦƛƎƘǘƛƴƎ ǿƛǘƘ Ƙƛǎ aƛǎǘǊŜǎǎΣ ŀƴŘ 
ƎŀǊŘŜƴƛƴƎ ǘƻ ǇǊƻǾƛŘŜ ƘƛƳǎŜƭŦ ǿƛǘƘ ŦƻƻŘΦ IŜ ŀƭǎƻ 
ǎǘǊƛǾŜǎ ǘƻ ŀǾƻƛŘ ƎƻƛƴƎ ƳŀŘ ŘŜǎǇƛǘŜ ƘŀǾƛƴƎ ōŜŜƴ ǘƘŜ 
ƪŜǇǘ ŎƻƳǇŀƴƛƻƴ ƻŦ ŀ ǎǘǊƛƎƻƛ Ǿƛƛ ŦƻǊ ŦƛŦǘŜŜƴ ȅŜŀǊǎΦ 

Rozalia Kvernadze-Maradici 

! ǎǘǊƛƎƻƛ ǾƛƛΦ aŀǊǊƛŜŘ ǘƻ ½ŘŜǎƪƭŀǾΦ aƻǘƘŜǊ ƻŦ !Ƴŀƴǘŀ 
ŀƴŘ 5ŜǎƛƳƛǊΦ YƛƭƭŜŘ ōȅ ƘŜǊ ōǊƻǘƘŜǊ ±ƻǊƻǎƭŀǾ ŘǳǊƛƴƎ Ƙƛǎ 
!ǎŎŜƴǎƛƻƴΦ 

wƻȊŀƭƛŀ ŎŀƳŜ ŀŎǊƻǎǎ ŀǎ ǇŀǊǘƛŎǳƭŀǊƭȅ ǇŀǎǎƛƻƴƭŜǎǎΦ ²ƘƛƭŜ 
ƴƻ ǎǘǊƛƎƻƛ Ǿƛƛ ƛǎ ŎŀǇŀōƭŜ ƻŦ ƭƻǾŜΣ wƻȊŀƭƛŀ ƭŀŎƪŜŘ ŜǾŜƴ 
ǘƘŜ ŎƻƴŘŜǎŎŜƴŘƛƴƎ ŦƻƴŘƴŜǎǎ ǿƘƛŎƘ ōƻǘƘ ±ƻǊƻǎƭŀǾ 
ŀƴŘ ½ŘŜǎƪƭŀǾ ŦŜƭǘ ŦƻǊ ǘƘŜƛǊ ŎƘƛƭŘǊŜƴΦ hƴ ǘƘŜ ƻǘƘŜǊ 
ƘŀƴŘΣ wƻȊŀƭƛŀ ƴŜǾŜǊ ǎŀŎǊƛŦƛŎŜŘ ƘŜǊ ŎƘƛƭŘǊŜƴ ƛƴ ŀ ōƛŘ ŦƻǊ 
!ǎŎŜƴǎƛƻƴΦ 

5ǳǊƛƴƎ ƘŜǊ ƭƛŦŜΣ wƻȊŀƭƛŀ ǿŀǎ ǘƘŜ Ƴƻǎǘ ŀŎŎƻƳǇƭƛǎƘŜŘ 
ǎƻǊŎŜǊŜǎǎ ƻŦ ǘƘŜ aŀǊŀŘƛŎƛ ŀƴŘ YǾŜǊƴŀŘȊŜ ŦŀƳƛƭƛŜǎ 
ŀƭƛƪŜΦ {ƛƴŎŜ wƻȊŀƭƛŀϥǎ ŘŜŀǘƘΣ !Ƴŀƴǘŀ Ƙŀǎ ƭƛƪŜƭȅ 
ǎǳǊǇŀǎǎŜŘ ƘŜǊ ƳƻǘƘŜǊΦ 



75 
 

Sretko 

CƻǊƳŜǊƭȅ ƻƴŜ ƻŦ ǘƘŜ CŀƴƎǎ ƻŦ ½ƘŀƪŀǘŀΦ ¦ƴƭƛƪŜ Ƴƻǎǘ 
CŀƴƎǎΣ {ǊŜǘƪƻ ǿŀǎ ŦǊƻƳ 5ŜǊǾƛŎƘΦ Lƴ ŀƴ ŀǘǘŜƳǇǘ ǘƻ 
ǇǊƻǾŜ Ƙƛǎ ǿƻǊǘƘΣ ƘŜ ŘŜŎƛŘŜŘ ǘƻ ŎƻƴŦǊƻƴǘ ǘƘŜ ƛƴŦŀƳƻǳǎ 
ǎƻǊŎŜǊŜǎǎ !Ƴŀƴǘŀ ƛƴ ƘŜǊ ƳŀƴƻǊΦ ! ǿŜŜƪ ƭŀǘŜǊ ǎƘŜ ǎŜƴǘ 
ǘƘŜ {ǿƻǊŘ ƻŦ bƛŎǳ hǎƻǾŜƛ ōŀŎƪ ǘƻ 5ŜǊǾƛŎƘΦ 

!ƭǘƘƻǳƎƘ {ǘǊŜǘƪƻ Ƙŀǎ ƎƻƴŜ ǘƻ Ƨƻƛƴ ½Ƙŀƪŀǘŀϥǎ CŜŀǎǘΣ Ƙƛǎ 
ŎƻǊǇǎŜ ǊŜƳŀƛƴǎ ƛƴ aŀǊŀŘƛŎƛ aŀƴƻǊΣ ƻŎŎŀǎƛƻƴŀƭƭȅ ǳǎŜŘ 
ōȅ ǘƘŜ ǎǘǊƛƎƻƛ ƳƻǊǘ 5ŜǎƛƳƛǊ ŀǎ ŀ ǾŜǎǎŜƭΦ 

Viorela  Gugunava 

¢ƘŜ ŎǳǊǊŜƴǘ ƘŜŀŘ ƻŦ ǘƘŜ DǳƎǳƴŀǾŀ ŦŀƳƛƭȅΦ IŜǊ ŦŀǘƘŜǊ 
ƭŜŘ ǘƘŜ ŦŀƳƛƭȅ ŀǘ ǘƘŜ ǘƛƳŜ ƻŦ ǘƘŜ DǊŜŀǘ wŜōŜƭƭƛƻƴΣ ōǳǘ 
ǎƘŜ Ƙŀǎ ǎǳōǎŜǉǳŜƴǘƭȅ ǘŀƪŜƴ ǘƘŜ ǇƻǎƛǘƛƻƴΦ !ƭǘƘƻǳƎƘ 
±ƛƻǊŜƭŀ Ŏŀƭƭǎ ƘŜǊǎŜƭŦ ŀ ǇǊƛƴŎŜǎǎΣ ǘƘƛǎ ŜȄŀƭǘŜŘ Ǉƻǎƛǘƛƻƴ 
ƛǎ ƴƻǘ ǊŜŎƻƎƴƛȊŜŘ ƻǳǘǎƛŘŜ ƻŦ ǘƘŜ DǳƎǳƴŀǾŀǎ ŀƴŘ ǘƘŜƛǊ 
ǘŀǎƭƻƛ ŀƭƭƛŜǎΦ 

!ƭǘƘƻǳƎƘ ±ƛƻǊŜƭŀ όƭƛƪŜ ŀƭƭ ǘƘŜ DǳƎǳƴŀǾŀύ Ƙŀǎ ƎƻƴŜ 
ŦŜǊŀƭΣ ǎƘŜ ŎƭƛƴƎǎ ǘƻ ǘƘŜ ǘǊŀǇǇƛƴƎǎ ƻŦ ŎƛǾƛƭƛȊŀǘƛƻƴΦ 
/ǊǳŎƛŀƭƭȅΣ ǎƘŜ ǊŜǘŀƛƴǎ ŀ ŎŜǊǘŀƛƴ ŎŀƴƴƛƴŜǎǎ ŀōƻǳǘ ōŀǘǘƭŜ 
ǘŀŎǘƛŎǎ ŀƴŘ ŀ ǎŜƴǎŜ ƻŦ Ƙƻǿ ǘƻ ƭŜŀŘ ŀ Ƴƻō ǿƛǘƘƻǳǘ 
ŦŀƭƭƛƴƎ ǾƛŎǘƛƳ ǘƻ ƛǘǎ ǊŀƎŜǎΦ 

Voroslav  Kvernadze 

! ǎǘǊƛƎƻƛ ǳǊŎŀǘΦ aŀǘŜǊƴŀƭ ǳƴŎƭŜ ǘƻ !Ƴŀƴǘŀ ŀƴŘ 
5ŜǎƛƳƛǊΦ CŀǘƘŜǊ ƻŦ bƛŎǳǎƻǊΣ [ŜƴǳǎŀΣ ŀƴŘ hŎǘŀǾƛǳΦ 
.ǊƻǘƘŜǊ ǘƻ wƻȊŀƭƛŀΦ IŜ ǎŀŎǊƛŦƛŎŜŘ bƛŎǳǎƻǊΣ [ŜƴǳǎŀΣ ŀƴŘ 
wƻȊŀƭƛŀ ŀǎ ǇŀǊǘ ƻŦ Ƙƛǎ wƛǘŜ ƻŦ !ǎŎŜƴǎƛƻƴΦ 

!ǎ ŀ ǎǘǊƛƎƻƛ Ǿƛƛ ±ƻǊƻǎƭŀǾ ǿŀǎ ǘŀƭƭΣ ǘƘƛƴΣ ŀƴŘ ƘŀƴŘǎƻƳŜ 
ƛƴ Ƙƛǎ ǎŜǾŜǊƛǘȅΦ !ƭǘƘƻǳƎƘ ƘŜ ǎǳŎŎŜŜŘŜŘ ƛƴ Ƙƛǎ 
ŀǎŎŜƴǎƛƻƴΣ Ƙƛǎ ŀǇǇŜŀǊŀƴŎŜ ǎǳŦŦŜǊŜŘΦ όtŜǊƘŀǇǎ ƘŜ ƘŀŘ 
ŀ ŦƭŀǿŜŘ wƛǘŜΣ ƻǊ ǇŜǊƘŀǇǎ ƻƴŜ ƻŦ Ƙƛǎ ǾƛŎǘƛƳǎ ƳŀƴŀƎŜŘ 
ǘƻ ǇŀǊǘƛŀƭƭȅ ǎŀōƻǘŀƎŜ ƘƛƳΦύ IŜ Ƙŀǎ ƎǊƻǿƴ ǎƻƳŜǿƘŀǘ 
ǘŀƭƭŜǊ ŀƴŘ ƳŀǊƪŜŘƭȅ ǘƘƛƴƴŜǊΣ ŀƴŘ ƘŜ ƛǎ ƴƻǿ Ŧŀƛƴǘƭȅ 
ǊŜǇǳƭǎƛǾŜΦ aŀȅōŜ ƛǘϥǎ ǘƘŀǘ ƘŜ ƛǎ ƴƻǿ ŎƻƳǇƭŜǘŜƭȅ 
ƘŀƛǊƭŜǎǎΣ ǿƘƛŎƘ ǊŜǾŜŀƭǎ Ƙƛǎ ǇƻƛƴǘŜŘ ŜŀǊǎΦ aŀȅōŜ ƛǘϥǎ 
ǘƘŜ ŘŜŀǘƘƭȅ ǇŀƭƭƻǊ ŀƴŘ ǇŀǇŜǊȅ ǘŜȄǘǳǊŜ ƻŦ Ƙƛǎ ǎƪƛƴΦ hǊ 
ƳŀȅōŜ ƛǘϥǎ ǘƘŜ ŦŀƴƎǎ ŀƴŘ ǘŀƭƻƴǎ ǘƘŀǘ ƘŜ Ŏŀƴƴƻǘ ǊŜŀŘƛƭȅ 
ƘƛŘŜΦ 

Lƴ ƭƛŦŜ ƘŜ ǇƻǎǎŜǎǎŜŘ ǎƻƳŜ ƳƛƴƻǊ ǘŀƭŜƴǘ ǿƛǘƘ ǿƛȊŀǊŘǊȅΦ 
Lƴ ŘŜŀǘƘ ǘƘŀǘ ǘŀƭŜƴǘτƻǊ ŀǘ ƭŜŀǎǘ ǘƘŜ ǇƻǿŜǊ ōŜƘƛƴŘ 
ƛǘτƘŀǎ ƛƴŎǊŜŀǎŜŘΦ 

 

Dread Possibility 
±ƻǊƻǎƭŀǾ YǾŜǊƴŀŘȊŜ Ƙŀǎ ǎƭŀƛƴ ǘƘŜ ǊŜǎǘ ƻŦ Ƙƛǎ ŦŀƳƛƭȅ 
ƻǾŜǊ ǘƘŜ ŎƻǳǊǎŜ ƻŦ Ƙƛǎ wƛǘŜ ƻŦ !ǎŎŜƴǎƛƻƴΣ ōǳǘ ƘŜ 
ǘǊŀƴǎƛǘƛƻƴŜŘ ǘƻ ǳƴŘŜŀǘƘ ǎǳŎŎŜǎǎŦǳƭƭȅΦ IŜ ƛǎ ƴƻǘ ǘƘŜ 
ǎƻǊǘ ǘƻ ŎƻǿŜǊ ƛƴ ǘƘŜ hǳǘƭŀƴŘǎ ƛƴŘŜŦƛƴƛǘŜƭȅΦ 5ƻǳōǘƭŜǎǎ 
ƘŜ ƛǎ ōǳƛƭŘƛƴƎ Ƙƛǎ ƻǿƴ ōŀǎŜ ƻŦ ǇƻǿŜǊ ǘƻ ǇǊƻǘŜŎǘ 
ƘƛƳǎŜƭŦ ŦǊƻƳ ǘƘŜ /ƘǳǊŎƘ ŀƴŘ ǘƘŜ {ǿƻǊŘǎΣ ŀǎ ǿŜƭƭ ŀǎ 
ŦǊƻƳ [ƻǊŘ tŜǘǊƻǾƴŀ ƘƛƳǎŜƭŦΦ !ǘ ǘƘŜ ƳƻƳŜƴǘ ƘŜ ƛǎ 
ǊŜŎǊǳƛǘƛƴƎ ƻǳǘŎŀǎǘ ƘǳƳŀƴǎ ŀƴŘ ƳƻƴƎǊŜƭǎΣ ōǳǘ ƻƴŎŜ 
ƘŜ Ƙŀǎ ōǳƛƭǘ ǳǇ ǘƘŜǎŜ ŦƛǊǎǘ ŦƻǳƴŘŀǘƛƻƴǎΣ ƘŜ ƛǎ ƭƛƪŜƭȅ ǘƻ 
ǎŜŜƪ ƳƻǊŜ ǇƻǿŜǊŦǳƭ ŀƭƭƛŜǎ ǘƻ ŘƻƳƛƴŀǘŜΦ ²ƘŜƴ ƘŜ 
ŜǎǘŀōƭƛǎƘŜǎ Ƙƛǎ ƻǿƴ ǇǊƛƴŎƛǇŀƭƛǘȅΣ ƛǘ ǿƻƴϥǘ ōŜ ŀƴ 
ǳƴŎƛǾƛƭƛȊŜŘ ŦŀǊŎŜ ƭƛƪŜ ǘƘŜ ƻƴŜ ǘƘŀǘ ǘƘŜ DǳƎǳƴŀǾŀ 
ŎƭŀƛƳΦ 

 

Zdesklav Maradici 

CŀǘƘŜǊ ƻŦ !Ƴŀƴǘŀ ŀƴŘ 5ŜǎƛƳƛǊΦ IŜ ǇƻǎǎŜǎǎŜŘ ŀ ƳƛƴƻǊ 
ƳŀƎƛŎŀƭ ǘŀƭŜƴǘΣ ōǳǘ ƎƛǾŜƴ ǘƘŀǘ Ƙƛǎ ƳƻǊŜ ǇƘȅǎƛŎŀƭƭȅ 
ǇƻǿŜǊŦǳƭ ōǊƻǘƘŜǊπƛƴπƭŀǿ ƴŜǾŜǊ ŀǘǘŜƳǇǘŜŘ ǘƻ 
ŎƘŀƭƭŜƴƎŜ ƘƛƳ ŘƛǊŜŎǘƭȅΣ Ƙƛǎ ǎƪƛƭƭǎ ǿŜǊŜ ŀǇǇŀǊŜƴǘƭȅ 
ǎǳǇŜǊƛƻǊ ǘƻ ±ƻǊƻǎƭŀǾϥǎΦ IŜ ǿŀǎ ǇŀǊǘƛŎǳƭŀǊƭȅ ŦŀǎǘƛŘƛƻǳǎΤ 
ƘŜ ƘŀǘŜŘ ƎŜǘǘƛƴƎ ōƭƻƻŘ ƻƴ Ƙƛǎ ŎƭƻǘƘƛƴƎΦ 
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STAT BLOCKS FOR SELECT NON-
PLAYER CHARACTERS 

AMANTA MARADICI ̧ STRIGOI VII 
CŜƳŀƭŜ {ǘǊƛƎƻƛ !ǊƛǎǘƻŎǊŀǘ п κ ²ƛȊŀǊŘ уΥ /w млΤ {½ 
aŜŘƛǳƳ IǳƳŀƴƻƛŘ όр ŦǘΦ у ƛƴΦύΤ I5 пŘу Ҍ уŘп ҌмнΤ ƘǇ 
ппΤ Lƴƛǘ ҌрΤ {ǇŘ ол ŦǘΦΤ !/ мс όǘƻǳŎƘ ммΣ ŦƭŀǘπŦƻƻǘŜŘ 
мрύΤ !ǘƪ ҌуκҌс ƳŜƭŜŜ όмŘпҌм ōƛǘŜύΣ ҌсκҌп ƳŜƭŜŜ όн 
мŘпҌм ŎƭŀǿǎύΣ ҌрκҌо ƳŜƭŜŜ όмŘпҌм ŘŀƎƎŜǊΣ мŘс Ҍн 
ǊŀǇƛŜǊύΤ {! .ƭƻƻŘ 5ǊŀƛƴΣ 5ƻƳƛƴŀǘƛƻƴΤ {v 5ŀǊƪǾƛǎƛƻƴ 
όсл ŦǘΦύΣ ²ŜŀǇƻƴ tǊƻŦƛŎƛŜƴŎȅ όaŀǊǘƛŀƭκ{ƛƳǇƭŜύΤ ![ [9Τ 
{± CƻǊǘ ҌсΣ wŜŦ ҌмлΣ ²ƛƭƭ ҌмтΤ {ǘǊ мнΣ 5ŜȄ моΣ /ƻƴ мпΣ 
Lƴǘ мрΣ ²ƛǎ мрΣ /Ƙŀ мт 

{ƪƛƭƭǎΥ .ƭǳŦŦ ҌрΣ /ƻƴŎŜƴǘǊŀǘƛƻƴ ҌмлΣ 5ŜŎƛǇƘŜǊ {ŎǊƛǇǘ 
ҌрΣ 5ƛǇƭƻƳŀŎȅ ҌсΣ DŀǘƘŜǊ LƴŦƻǊƳŀǘƛƻƴ ҌсΣ IƛŘŜ ҌсΣ 
LƴǘƛƳƛŘŀǘŜ ҌуΣ YƴƻǿƭŜŘƎŜ όŀǊŎŀƴŀύ ҌмлΣ YƴƻǿƭŜŘƎŜ 
όƘƛǎǘƻǊȅύ ҌоΣ YƴƻǿƭŜŘƎŜ όƭƻŎŀƭύ ҌсΣ YƴƻǿƭŜŘƎŜ 
όǊŜƭƛƎƛƻƴύ ҌрΣ [ƛǎǘŜƴ ҌфΣ aƻǾŜ {ƛƭŜƴǘƭȅ ҌсΣ tŜǊŦƻǊƳ 
όŦƭǳǘŜύ ҌрΣ wƛŘŜ ҌпΣ {ŜƴǎŜ aƻǘƛǾŜ ҌтΣ {Ǉƻǘ Ҍу 

CŜŀǘǎΥ 5ƛƭƛƎŜƴǘΣ LƳǇǊƻǾŜŘ ƛƴƛǘƛŀǘƛǾŜΣ LǘŜƳ CŀƳƛƭƛŀǊΣ 
bŜƎƻǘƛŀǘƻǊΣ tǊŜŎƛǎŜ {ƘƻǘΣ {ŎǊƛōŜ {ŎǊƻƭƭΣ {ǇŜƭƭ CƻŎǳǎ 
όŀōƧǳǊŀǘƛƻƴύ 

[ŀƴƎǳŀƎŜǎΥ .ŀƭƻƪΣ CŀƭƪƻǾƴƛŀƴΣ LƴŦŜǊƴŀƭΣ ±ƭŀŘŀƴǘƛƭŀƴ 

{ƛƎƴŀǘǳǊŜ tƻǎǎŜǎǎƛƻƴǎΥ 5ŀƎƎŜǊΣ CƭǳǘŜΣ aŀǎǘŜǊǿƻǊƪ 
wŀǇƛŜǊΣ aƻƴƻŎƭŜ ƻŦ ¢ǊǳŜ {ŜŜƛƴƎΣ {ƛƭǾŜǊ wƛƴƎ όƛǘŜƳ 
ŦŀƳƛƭƛŀǊύ 

²ƛȊŀǊŘ {ǇŜƭƭǎ ǇŜǊ 5ŀȅ όпκпκоκоκнΣ 5/ мн Ҍ ǎǇŜƭƭ ƭŜǾŜƭΣ 
уǘƘ ƭŜǾŜƭ ŎŀǎǘŜǊύΥ л ς ŀŎƛŘ ǎǇƭŀǎƘΣ ŀǊŎŀƴŜ ƳŀǊƪΣ 
ŘŀƴŎƛƴƎ ƭƛƎƘǘǎΣ ŘŀȊŜΣ ŘŜǘŜŎǘ ƳŀƎƛŎΣ ŘŜǘŜŎǘ ǇƻƛǎƻƴΣ 
ŦƭŀǊŜΣ ƎƘƻǎǘ ǎƻǳƴŘΣ ƭƛƎƘǘΣ ǇǊŜǎǘƛŘƛƎƛǘŀǘƛƻƴΣ Ǌŀȅ ƻŦ ŦǊƻǎǘΣ 
ǊŜŀŘ ƳŀƎƛŎΣ ǊŜǎƛǎǘŀƴŎŜΤ м ς ŎƻƭƻǊ ǎǇǊŀȅΣ ƳŀƎŜ ŀǊƳƻǊΣ 
ƳŀƎƛŎ ƳƛǎǎƛƭŜΣ ƻōǎŎǳǊƛƴƎ ƳƛǎǘΣ ǎƘƛŜƭŘΣ ǎƘƻŎƪƛƴƎ ƎǊŀǎǇΤ 
н ς ŘŜǘŜŎǘ ǘƘƻǳƎƘǘǎΣ ƎƭƛǘǘŜǊŘǳǎǘΣ ǇǊƻǘŜŎǘƛƻƴ ŦǊƻƳ 
ŀǊǊƻǿǎΣ ǊŜǎƛǎǘ ŜƴŜǊƎȅΣ ¢ŀǎƘŀϥǎ ƘƛŘŜƻǳǎ ƭŀǳƎƘǘŜǊΣ ǿŜōΤ 
о ς ŘƛǎǇŜƭ ƳŀƎƛŎΣ ŦƛǊŜōŀƭƭΣ ƭƛƎƘǘƴƛƴƎ ōƻƭǘΣ 
ƴƻƴŘŜǘŜŎǘƛƻƴΣ ǇƘŀƴǘƻƳ ǎǘŜŜŘΣ ǘƻƴƎǳŜǎΤ п ς 
ŘƛƳŜƴǎƛƻƴ ŘƻƻǊΣ ƎƭƻōŜ ƻŦ ƛƴǾǳƭƴŜǊŀōƛƭƛǘȅΣ ƛŎŜ ǎǘƻǊƳΣ 
ǇƘŀƴǘŀǎƳŀƭ ƪƛƭƭŜǊΣ ǊŜƳƻǾŜ ŎǳǊǎŜΣ ǎŎǊȅƛƴƎΣ ǎǘƻƴŜǎƪƛƴ 

.ƭƻƻŘ 5Ǌŀƛƴ ό9ȄύΥ !Ƴŀƴǘŀ Ŏŀƴ ǎǳŎƪ ōƭƻƻŘ ŦǊƻƳ ŀ ƭƛǾƛƴƎ 
ǾƛŎǘƛƳ ǿƛǘƘ ƘŜǊ ŦŀƴƎǎ ōȅ ƳŀƪƛƴƎ ŀ ǎǳŎŎŜǎǎŦǳƭ ƎǊŀǇǇƭŜ 
ŎƘŜŎƪΦ LŦ ŀ ŦƻŜ ƛǎ ǇƛƴƴŜŘ ǎƘŜ ŘǊŀƛƴǎ ōƭƻƻŘΣ ƛƴŦƭƛŎǘƛƴƎ 
мŘп Ǉƻƛƴǘǎ ƻŦ ǇŜǊƳŀƴŜƴǘ /ƻƴǎǘƛǘǳǘƛƻƴ ŘǊŀƛƴ ŜŀŎƘ 
ǊƻǳƴŘ ǘƘŜ Ǉƛƴ ƛǎ ƳŀƛƴǘŀƛƴŜŘΦ 

5ƻƳƛƴŀǘƛƻƴ ό{ǳύΥ !Ƴŀƴǘŀ Ŏŀƴ ŎǊǳǎƘ ŀƴ ƻǇǇƻƴŜƴǘϥǎ 
ǿƛƭƭ Ƨǳǎǘ ōȅ ƭƻƻƪƛƴƎ ƛƴǘƻ ǘƘŜƛǊ ŜȅŜǎΦ ¢Ƙƛǎ ƛǎ ǎƛƳƛƭŀǊ ǘƻ ŀ 
ƎŀȊŜ ŀǘǘŀŎƪΣ ŜȄŎŜǇǘ ǘƘŀǘ ǘƘŜ ǎǘǊƛƎƻƛ Ƴǳǎǘ ǘŀƪŜ ŀ 
ǎǘŀƴŘŀǊŘ ŀŎǘƛƻƴΣ ŀƴŘ ǘƘƻǎŜ ƳŜǊŜƭȅ ƭƻƻƪƛƴƎ ŀǘ ƘŜǊ ŀǊŜ 
ƴƻǘ ŀŦŦŜŎǘŜŘΦ !ƴȅƻƴŜ !Ƴŀƴǘŀ ǘŀǊƎŜǘǎ Ƴǳǎǘ ǎǳŎŎŜŜŘ 
ŀǘ ŀ ²ƛƭƭ ǎŀǾŜ ƻǊ Ŧŀƭƭ ƛƴǎǘŀƴǘƭȅ ǳƴŘŜǊ ǘƘŜ ǎǘǊƛƎƻƛϥǎ 
ƛƴŦƭǳŜƴŎŜ ŀǎ ǘƘƻǳƎƘ ōȅ ŀ ŘƻƳƛƴŀǘŜ ǇŜǊǎƻƴ ǎǇŜƭƭ Ŏŀǎǘ 
ōȅ ŀ мнǘƘπƭŜǾŜƭ ǎƻǊŎŜǊŜǊΦ ¢ƘŜ ŀōƛƭƛǘȅ Ƙŀǎ ŀ ǊŀƴƎŜ ƻŦ ол 
ŦŜŜǘΦ 
 

PESHA - GIOMORGO 
aŀƭŜ IŀƭŦπ±ƛǎǘŀƴƛ CƛƎƘǘŜǊ н κ wƻƎǳŜ пΥ /w о мκнΤ {½ 
aŜŘƛǳƳ IǳƳŀƴƻƛŘ όр ŦǘΦ мл ƛƴΦύΤ I5 нŘмл Ҍ пŘс ҌсΤ 
ƘǇ олΤ Lƴƛǘ ҌмΤ {ǇŘ ол ŦǘΦΤ !/ мо όǘƻǳŎƘ млΣ ŦƭŀǘπŦƻƻǘŜŘ 
моύΤ !ǘƪ Ҍр ƳŜƭŜŜ όмŘп ŘŀƎƎŜǊύΣ Ҍр ǊŀƴƎŜŘ όмŘу 
ŎǊƻǎǎōƻǿύΤ {! 9Ǿƛƭ 9ȅŜΣ {ƴŜŀƪ !ǘǘŀŎƪ όҌнŘсύΤ {v 
9ǾŀǎƛƻƴΣ ¢ǊŀǇ {ŜƴǎŜ όҌмύΣ ²ŜŀǇƻƴ tǊƻŦƛŎƛŜƴŎȅ 
όaŀǊǘƛŀƭκ{ƛƳǇƭŜύΤ ![ bΤ {± CƻǊǘ ҌпΣ wŜŦ ҌпΣ ²ƛƭƭ ҌрΤ {ǘǊ 
млΣ 5ŜȄ моΣ /ƻƴ мнΣ Lƴǘ ммΣ ²ƛǎ моΣ /Ƙŀ мп 

{ƪƛƭƭǎΥ !ǇǇǊŀƛǎŜ ҌоΣ .ƭǳŦŦ ҌрΣ /ƭƛƳō ҌоΣ 5ƛǇƭƻƳŀŎȅ ҌнΣ 
9ǎŎŀǇŜ !Ǌǘƛǎǘ ҌпΣ DŀǘƘŜǊ LƴŦƻǊƳŀǘƛƻƴ ҌпΣ IŀƴŘƭŜ 
!ƴƛƳŀƭ ҌсΣ IƛŘŜ ҌнΣ YƴƻǿƭŜŘƎŜ όƎŜƻƎǊŀǇƘȅύ ҌоΣ 
YƴƻǿƭŜŘƎŜ όƭƻŎŀƭύ ҌсΣ YƴƻǿƭŜŘƎŜ όƴŀǘǳǊŜύ ҌрΣ [ƛǎǘŜƴ 
ҌпΣ aƻǾŜ {ƛƭŜƴǘƭȅ ҌрΣ hǇŜƴ [ƻŎƪ ҌсΣ tŜǊŦƻǊƳ όŦƛŘŘƭŜύ 
ҌоΣ tǊƻŦŜǎǎƛƻƴ όǘǊŀŘŜǊύ ҌпΣ {ŜŀǊŎƘ ҌпΣ {ŜƴǎŜ aƻǘƛǾŜ 
ҌпΣ {ƭŜƛƎƘǘ ƻŦ IŀƴŘ ҌрΣ wƛŘŜ ҌоΣ {Ǉƻǘ ҌпΣ {ǳǊǾƛǾŀƭ Ҍс 

CŜŀǘǎΥ !ǘƘƭŜǘƛŎΣ 5ƻŘƎŜΣ bƛƳōƭŜ CƛƴƎŜǊǎΣ ±ƻƛŎŜ ƻŦ 
²ǊŀǘƘ 

[ŀƴƎǳŀƎŜǎΥ .ŀƭƻƪΣ tŀǘǘŜǊƴŀ 

{ƛƎƴŀǘǳǊŜ tƻǎǎŜǎǎƛƻƴǎΥ /ǊƻǎǎōƻǿΣ 5ŀƎƎŜǊΣ 
aŀǎǘŜǊǿƻǊƪ CƛŘŘƭŜΣ {ƛƭǾŜǊ [ƻŎƪŜǘ 

9Ǿƛƭ 9ȅŜ ό9ȄύΥ tŜǎƘŀ Ƴǳǎǘ ǘŀƪŜ ŀ ǎǘŀƴŘŀǊŘ ŀŎǘƛƻƴ ǘƻ 
ŜƳǇƭƻȅ ǘƘŜ ŜǾƛƭ ŜȅŜΦ ¢Ƙƛǎ ƛǎ ǘǊŜŀǘŜŘ ŀǎ ŀ ƎŀȊŜ ŀǘǘŀŎƪ 
ŀƴŘ ǘƘƻǎŜ ƳŜǊŜƭȅ ƭƻƻƪƛƴƎ ŀǘ ǘƘŜ ±ƛǎǘŀƴƛ ŀǊŜ 
ǳƴŀŦŦŜŎǘŜŘΦ ! 5/ мр ²ƛƭƭ ƛǎ ƴŜŜŘŜŘ ǘƻ ǊŜǎƛǎǘ ƻƴŜ ƻŦ 
ǘƘŜ ŦƻƭƭƻǿƛƴƎ ŜŦŦŜŎǘǎ όŎƘƻǎŜƴ ōȅ tŜǎƘŀύΥ ŘƻƳƛƴŀǘƛƻƴΣ 
ŦŜŀǊΣ ǇŀǊŀƭȅȊŜŘΣ ƻǊ ǎǳƎƎŜǎǘƛƻƴΦ 
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VIORELA GUGANAVA ̧  STRIGOI VII 
(FERAL) 
CŜƳŀƭŜ {ǘǊƛƎƻƛ .ŀǊōŀǊƛŀƴ уΥ /w уΤ {½ aŜŘƛǳƳ 
IǳƳŀƴƻƛŘ όр ŦǘΦ ф ƛƴΦύΤ I5 уŘмн Ҍ уΤ ƘǇ рсΤ Lƴƛǘ ҌмΤ 
{ǇŘ пл ŦǘΦΤ !/ мс όǘƻǳŎƘ ммΣ ŦƭŀǘπŦƻƻǘŜŘ мрύΤ !ǘƪ 
ҌмлκҌу ƳŜƭŜŜ όмŘпҌн ōƛǘŜύΣ ҌтκҌр ƳŜƭŜŜ όн мŘпҌн 
Ŏƭŀǿǎ ƻǊ мŘпҌн ǿǊƛǎǘ ŎƭŀǿύΤ {! .ƭƻƻŘ 5ǊŀƛƴΣ 
5ƻƳƛƴŀǘƛƻƴΤ wŀƎŜ όоκŘŀȅύΤ {v 5ŀƳŀƎŜ wŜŘǳŎǘƛƻƴ 
όмκπύΣ 5ŀǊƪǾƛǎƛƻƴ όсл ŦǘΦύΣ ¢ǊŀǇ {ŜƴǎŜ όҌнύΣ ¦ƴŎŀƴƴȅ 
5ƻŘƎŜ όLƳǇǊƻǾŜŘύΣ ²ŜŀǇƻƴ tǊƻŦƛŎƛŜƴŎȅ 
όaŀǊǘƛŀƭκ{ƛƳǇƭŜύΤ ![ /9Τ {± CƻǊǘ ҌфΣ wŜŦ ҌфΣ ²ƛƭƭ ҌоΤ 
{ǘǊ мпΣ 5ŜȄ моΣ /ƻƴ мпΣ Lƴǘ мнΣ ²ƛǎ ммΣ /Ƙŀ мл 

{ƪƛƭƭǎΥ .ƭǳŦŦ ҌпΣ /ƭƛƳō ҌуΣ /ǊŀŦǘ όǿŜŀǇƻƴǎύΣ 5ƛǎƎǳƛǎŜ 
ҌрΣ IŀƴŘƭŜ !ƴƛƳŀƭ ҌуΣ IƛŘŜ ҌтΣ LƴǘƛƳƛŘŀǘŜ ҌмлΣ WǳƳǇ 
ҌсΣ [ƛǎǘŜƴ ҌтΣ aƻǾŜ {ƛƭŜƴǘƭȅ ҌсΣ wƛŘŜ ҌсΣ {Ǉƻǘ ҌфΣ 
{ǳǊǾƛǾŀƭ Ҍу  

CŜŀǘǎΥ !ƭŜǊǘƴŜǎǎΣ /ƭŜŀǾŜΣ 5ƛŜƘŀǊŘΣ tƻǿŜǊ !ǘǘŀŎƪ 

[ŀƴƎǳŀƎŜǎΥ .ŀƭƻƪΣ ¢ŀǎƭƻƛ 

{ƛƎƴŀǘǳǊŜ tƻǎǎŜǎǎƛƻƴǎΥ !ƴƪƭŜǘ ƻŦ {ǘǊƛŘƛƴƎ ŀƴŘ 
{ǇǊƛƴƎƛƴƎΣ .Ŝƭǘ ƻŦ {ƪǳƭƭǎΣ ²Ǌƛǎǘ /ƭŀǿ 

.ƭƻƻŘ 5Ǌŀƛƴ ό9ȄύΥ ±ƛƻǊŜƭŀ Ŏŀƴ ǎǳŎƪ ōƭƻƻŘ ŦǊƻƳ ŀ ƭƛǾƛƴƎ 
ǾƛŎǘƛƳ ǿƛǘƘ ƘŜǊ ŦŀƴƎǎ ōȅ ƳŀƪƛƴƎ ŀ ǎǳŎŎŜǎǎŦǳƭ ƎǊŀǇǇƭŜ 
ŎƘŜŎƪΦ LŦ ŀ ŦƻŜ ƛǎ ǇƛƴƴŜŘ ǎƘŜ ŘǊŀƛƴǎ ōƭƻƻŘΣ ƛƴŦƭƛŎǘƛƴƎ 
мŘп Ǉƻƛƴǘǎ ƻŦ ǇŜǊƳŀƴŜƴǘ /ƻƴǎǘƛǘǳǘƛƻƴ ŘǊŀƛƴ ŜŀŎƘ 
ǊƻǳƴŘ ǘƘŜ Ǉƛƴ ƛǎ ƳŀƛƴǘŀƛƴŜŘΦ 

5ƻƳƛƴŀǘƛƻƴ ό{ǳύΥ ±ƛƻǊŜƭŀ Ŏŀƴ ŎǊǳǎƘ ŀƴ ƻǇǇƻƴŜƴǘϥǎ 
ǿƛƭƭ Ƨǳǎǘ ōȅ ƭƻƻƪƛƴƎ ƛƴǘƻ ǘƘŜƛǊ ŜȅŜǎΦ ¢Ƙƛǎ ƛǎ ǎƛƳƛƭŀǊ ǘƻ ŀ 
ƎŀȊŜ ŀǘǘŀŎƪΣ ŜȄŎŜǇǘ ǘƘŀǘ ǘƘŜ ǎǘǊƛƎƻƛ Ƴǳǎǘ ǘŀƪŜ ŀ 
ǎǘŀƴŘŀǊŘ ŀŎǘƛƻƴΣ ŀƴŘ ǘƘƻǎŜ ƳŜǊŜƭȅ ƭƻƻƪƛƴƎ ŀǘ ƘŜǊ ŀǊŜ 
ƴƻǘ ŀŦŦŜŎǘŜŘΦ !ƴȅƻƴŜ ±ƛƻǊŜƭŀ ǘŀǊƎŜǘǎ Ƴǳǎǘ ǎǳŎŎŜŜŘ ŀǘ 
ŀ ²ƛƭƭ ǎŀǾŜ ƻǊ Ŧŀƭƭ ƛƴǎǘŀƴǘƭȅ ǳƴŘŜǊ ǘƘŜ ǎǘǊƛƎƻƛϥǎ 
ƛƴŦƭǳŜƴŎŜ ŀǎ ǘƘƻǳƎƘ ōȅ ŀ ŘƻƳƛƴŀǘŜ ǇŜǊǎƻƴ ǎǇŜƭƭ Ŏŀǎǘ 
ōȅ ŀ мнǘƘπƭŜǾŜƭ ǎƻǊŎŜǊŜǊΦ ¢ƘŜ ŀōƛƭƛǘȅ Ƙŀǎ ŀ ǊŀƴƎŜ ƻŦ ол 
ŦŜŜǘΦ 

wŀƎŜ ό9ȄύΥ ±ƛƻǊŜƭŀ Ŏŀƴ Ŧƭȅ ƛƴǘƻ ŀ ǊŀƎŜ о ǘƛƳŜǎ ǇŜǊ ŘŀȅΦ 
²ƘƛƭŜ ƛƴ ŀ ǊŀƎŜΣ ǎƘŜ ǘŜƳǇƻǊŀǊƛƭȅ Ǝŀƛƴǎ ŀ Ҍп ōƻƴǳǎ ǘƻ 
{ǘǊŜƴƎǘƘΣ ŀ Ҍп ōƻƴǳǎ ǘƻ /ƻƴǎǘƛǘǳǘƛƻƴΣ ŀƴŘ ŀ Ҍн ƳƻǊŀƭŜ 
ōƻƴǳǎ ƻƴ ²ƛƭƭ ǎŀǾŜǎΣ ōǳǘ ǎƘŜ ǘŀƪŜǎ ŀ ςн ǇŜƴŀƭǘȅ ǘƻ !/Φ 
±ƛƻǊŜƭŀ Ǝŀƛƴǎ ǘǿƻ Ƙƛǘ Ǉƻƛƴǘǎ ǇŜǊ ƭŜǾŜƭΣ ōǳǘ ǘƘŜǎŜ Ƙƛǘ 
Ǉƻƛƴǘǎ Ǝƻ ŀǿŀȅ ŀǘ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ǊŀƎŜΦ ²ƘƛƭŜ ǊŀƎƛƴƎΣ 
ǎƘŜ Ŏŀƴƴƻǘ ǳǎŜ ŀƴȅ /ƘŀǊƛǎƳŀπΣ 5ŜȄǘŜǊƛǘȅπΣ ƻǊ 
LƴǘŜƭƭƛƎŜƴŎŜπōŀǎŜŘ ǎƪƛƭƭǎΣ ƴƻǊ ŀƴȅ ŀōƛƭƛǘƛŜǎ ǘƘŀǘ ǊŜǉǳƛǊŜ 
ǇŀǘƛŜƴŎŜ ƻǊ ŎƻƴŎŜƴǘǊŀǘƛƻƴΦ ! Ŧƛǘ ƻŦ ǊŀƎŜ ƭŀǎǘǎ т ǊƻǳƴŘǎΣ 
ōǳǘ ǎƘŜ Ƴŀȅ ǇǊŜƳŀǘǳǊŜƭȅ ŜƴŘ ƘŜǊ ǊŀƎŜΦ !ǘ ǘƘŜ ŜƴŘ ƻŦ 

ǘƘŜ ǊŀƎŜΣ ǘƘŜ ±ƛƻǊŜƭŀ ƭƻǎŜǎ ƘŜǊ ǊŀƎŜ ƳƻŘƛŦƛŜǊǎ ŀƴŘ 
ǊŜǎǘǊƛŎǘƛƻƴǎ ŀƴŘ ōŜŎƻƳŜǎ ŦŀǘƛƎǳŜŘΦ 

VOROSLAV KVERNADZE ̧ STRIGOI URCAT 
aŀƭŜ {ǘǊƛƎƻƛ !ǊƛǎǘƻŎǊŀǘ н κ ²ŀǊǊƛƻǊ р κ ²ƛȊŀǊŘтΥ /w 
моΤ {½ aŜŘƛǳƳ ¦ƴŘŜŀŘ όс ŦǘΦ н ƛƴΦύΤ I5 тŘмн Ҍ тŘмн 
Ҍ мпΤ ƘǇ утΤ Lƴƛǘ ҌрΤ {ǇŘ ол ŦǘΦΤ !/ мс όǘƻǳŎƘ ммΣ Ŧƭŀǘπ
ŦƻƻǘŜŘ мрύΤ !ǘƪ ҌфκҌтκҌп ƳŜƭŜŜ όмŘпҌн ōƛǘŜύΣ 
ҌуκҌсκҌо ƳŜƭŜŜ όн мŘпҌн ŎƭŀǿǎύΣ ҌтκҌп ƳŜƭŜŜ 
όмŘсҌн ǎǘŀŦŦύΤ {! .ƭƻƻŘ 5ǊŀƛƴΣ 5ƻƳƛƴŀǘƛƻƴΤ {v 
5ŀǊƪǾƛǎƛƻƴ όмнл ŦǘΦύΣ ¦ƴŘŜŀŘ ¢ǊŀƛǘǎΣ ²ŜŀǇƻƴ 
tǊƻŦƛŎƛŜƴŎȅ όaŀǊǘƛŀƭκ{ƛƳǇƭŜύΤ ![ /9Τ {± CƻǊǘ ҌфΣ wŜŦ 
ҌмлΣ ²ƛƭƭ ҌмоΤ {ǘǊ мрΣ 5ŜȄ моΣ /ƻƴ мнΣ Lƴǘ мсΣ ²ƛǎ мпΣ 
/Ƙŀ мп 

{ƪƛƭƭǎΥ !ǇǇǊŀƛǎŜ ҌмΣ .ƭǳŦŦ ҌуΣ /ƭƛƳō ҌоΣ /ƻƴŎŜƴǘǊŀǘƛƻƴ 
ҌуΣ /ǊŀŦǘ όǇƻǘƛƻƴǎύ ҌрΣ 5ŜŎƛǇƘŜǊ {ŎǊƛǇǘ ҌрΣ 5ƛǇƭƻƳŀŎȅ 
ҌпΣ DŀǘƘŜǊ LƴŦƻǊƳŀǘƛƻƴ ҌмлΣ IŀƴŘƭŜ !ƴƛƳŀƭ ҌоΣ IƛŘŜ 
ҌуΣ LƴǘƛƳƛŘŀǘŜ ҌсΣ YƴƻǿƭŜŘƎŜ όŀǊŎŀƴŀύ ҌмлΣ 
YƴƻǿƭŜŘƎŜ όŘǳƴƎŜƻƴŜŜǊƛƴƎύ ҌоΣ YƴƻǿƭŜŘƎŜ όƘƛǎǘƻǊȅύ 
ҌпΣ YƴƻǿƭŜŘƎŜ όƭƻŎŀƭύ ҌоΣ YƴƻǿƭŜŘƎŜ όǘƘŜ ǇƭŀƴŜǎύ ҌрΣ 
YƴƻǿƭŜŘƎŜ όǊŜƭƛƎƛƻƴύ ҌмΣ [ƛǎǘŜƴ ҌфΣ aƻǾŜ {ƛƭŜƴǘƭȅ ҌуΣ 
wƛŘŜ ҌтΣ {ŜŀǊŎƘ ҌуΣ {ŜƴǎŜ aƻǘƛǾŜ ҌмлΣ {Ǉƻǘ ҌуΦ 
{ǳǊǾƛǾŀƭ Ҍс 

CŜŀǘǎΥ !ƭŜǊǘƴŜǎǎΣ .ǊŜǿ tƻǘƛƻƴΣ /ƻƳōŀǘ 9ȄǇŜǊǘƛǎŜΣ 
LƳǇǊƻǾŜŘ LƴƛǘƛŀǘƛǾŜΣ LǊƻƴ ²ƛƭƭΣ LǘŜƳ CŀƳƛƭƛŀǊΣ {ŎǊƛōŜ 
{ŎǊƻƭƭ 

[ŀƴƎǳŀƎŜǎΥ !ōȅǎǎŀƭΣ .ŀƭƻƪΣ CŀƭƪƻǾƴƛŀƴΣ LƴŦŜǊƴŀƭΣ 
±ƭŀŘŀƴǘƛƭŀƴ 

{ƛƎƴŀǘǳǊŜ tƻǎǎŜǎǎƛƻƴǎΥ DƻƭŘ wƛƴƎ όƛǘŜƳ ŦŀƳƛƭƛŀǊύΣ {ǘŀŦŦ 
ƻŦ ²ƛǘƘŜǊƛƴƎ 

²ƛȊŀǊŘ {ǇŜƭƭǎ ǇŜǊ 5ŀȅ όпκпκоκнκмΣ 5/ мо Ҍ ǎǇŜƭƭ ƭŜǾŜƭΣ 
тǘƘ ƭŜǾŜƭ ŎŀǎǘŜǊύΥ л ς ŀŎƛŘ ǎǇƭŀǎƘΣ ŀǊŎŀƴŜ ƳŀǊƪΣ 
ŎƭƻǎŜκƻǇŜƴΣ ŘŀƴŎƛƴƎ ƭƛƎƘǘǎΣ ŘŀȊŜΣ ŘƛǎǊǳǇǘ ǳƴŘŜŀŘΣ 
ŦƭŀǊŜΣ ƭƛƎƘǘΣ ƳŀƎŜ ƘŀƴŘΣ ƳŜƴŘƛƴƎΣ ƳŜǎǎŀƎŜΣ 
ǇǊŜǎǘƛŘƛƎƛǘŀǘƛƻƴΣ Ǌŀȅ ƻŦ ŦǊƻǎǘΣ ǊŜǎƛǎǘŀƴŎŜΣ ǘƻǳŎƘ ƻŦ 
ŦŀǘƛƎǳŜΤ м ς ōǳǊƴƛƴƎ ƘŀƴŘǎΣ ŎƘƛƭƭ ǘƻǳŎƘΣ ƳŀƎŜ ŀǊƳƻǊΣ 
ƳŀƎƛŎ ƳƛǎǎƛƭŜΣ ǇǊƻǘŜŎǘƛƻƴ ŦǊƻƳ ƎƻƻŘΣ Ǌŀȅ ƻŦ 
ŜƴŦŜŜōƭŜƳŜƴǘΣ ¢ŜƴǎŜǊϥǎ ŦƭƻŀǘƛƴƎ ŘƛǎŎΤ н ς ŀǊŎŀƴŜ ƭƻŎƪΣ 
ŜŀƎƭŜϥǎ ǎǇƭŜƴŘƻǊΣ ŦƭŀƳƛƴƎ ǎǇƘŜǊŜΣ ƻǿƭϥǎ ǿƛǎŘƻƳΣ 
ǎǇŜŎǘǊŀƭ ƘŀƴŘΤ о ς ƘŀǎǘŜΣ ƭƛƎƘǘƴƛƴƎ ōƻƭǘΣ ǎǘƛƴƪƛƴƎ 
ŎƭƻǳŘΣ ǎǳƳƳƻƴ ƳƻƴǎǘŜǊ LLLΣ ǎǳƳƳƻƴ ǳƴŘŜŀŘ LLLΤ п ς 
ŀƴƛƳŀǘŜ ŘŜŀŘΣ ŎƻƴŦǳǎƛƻƴΣ 9ǾŀǊŘϥǎ ōƭŀŎƪ ǘŜƴǘŀŎƭŜǎΣ 
ŦŜŀǊΣ ŦƛǊŜ ǎƘƛŜƭŘΣ ŦƻǊŎŜ ƻǊōΣ ǎƘƻǳǘ 

!ƭǘŜǊƴŀǘŜ CƻǊƳ ό{ǇύΥ ±ƻǊƻǎƭŀǾ Ŏŀƴ ŀǎǎǳƳŜ ǘƘŜ ǎƘŀǇŜ 
ƻŦ ŀ Ǝƛŀƴǘ ƭƛȊŀǊŘ ŀǎ ŀ ǎǘŀƴŘŀǊŘ ŀŎǘƛƻƴΦ ¢Ƙƛǎ ŀōƛƭƛǘȅ ƛǎ 
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ǎƛƳƛƭŀǊ ǘƻ ŀ ǇƻƭȅƳƻǊǇƘ ǎŜƭŦ ǎǇŜƭƭ Ŏŀǎǘ ōȅ ŀ мнǘƘπƭŜǾŜƭ 
ǎƻǊŎŜǊŜǊΦ 

.ƭƻƻŘ 5Ǌŀƛƴ ό9ȄύΥ ±ƻǊƻǎƭŀǾ Ŏŀƴ ǎǳŎƪ ōƭƻƻŘ ŦǊƻƳ ŀ 
ƭƛǾƛƴƎ ǾƛŎǘƛƳ ǿƛǘƘ Ƙƛǎ ŦŀƴƎǎ ōȅ ƳŀƪƛƴƎ ŀ ǎǳŎŎŜǎǎŦǳƭ 
ƎǊŀǇǇƭŜ ŎƘŜŎƪΦ LŦ ŀ ŦƻŜ ƛǎ ǇƛƴƴŜŘ ƘŜ ŘǊŀƛƴǎ ōƭƻƻŘΣ 
ƛƴŦƭƛŎǘƛƴƎ мŘп Ǉƻƛƴǘǎ ƻŦ ǇŜǊƳŀƴŜƴǘ /ƻƴǎǘƛǘǳǘƛƻƴ ŘǊŀƛƴ 
ŜŀŎƘ ǊƻǳƴŘ ǘƘŜ Ǉƛƴ ƛǎ ƳŀƛƴǘŀƛƴŜŘΦ 

.ƻƴŜ /ƻƴǘǊƻƭ ό{ǇύΥ ±ƻǊƻǎƭŀǾ Ŏŀƴ ŦƻǊƳ ŀƴ ŜȄƛǎǘƛƴƎ 
ǇƛŜŎŜ ƻŦ ōƻƴŜ ƛƴǘƻ ŀƴȅ ǎƘŀǇŜ ƘŜ ŘŜǎƛǊŜǎΦ ²ƘŜƴ ǘƘƛǎ 
ŀōƛƭƛǘȅ ƛǎ ǳǎŜŘ ŀƎŀƛƴǎǘ ŀƴȅ ŎǊŜŀǘǳǊŜ ǿƛǘƘ ŀ ǎƪŜƭŜǘƻƴ 
όǾƛŀ ŀ ǘƻǳŎƘ ŀǘǘŀŎƪύ ƛǘ ŀŎǘǎ ǎƛƳƛƭŀǊ ǘƻ ŀ ŦƛǊŜōŀƭƭ ǎǇŜƭƭΣ 
ƛƴŦƭƛŎǘƛƴƎ мŘс ōƭǳŘƎŜƻƴƛƴƎ ŘŀƳŀƎŜ ǇŜǊ ŎŀǎǘŜǊ ƭŜǾŜƭ 
όǳǇ ǘƻ ŀ ƳŀȄƛƳǳƳ ƻŦ млŘсύΦ ¢ŀǊƎŜǘŜŘ ŎǊŜŀǘǳǊŜǎ Ƴǳǎǘ 
ǎǳŎŎŜŜŘ ŀǘ ŀ CƻǊǘƛǘǳŘŜ ǎŀǾŜ ό5/ моύ ǘƻ ǘŀƪŜ ƘŀƭŦ 
ŘŀƳŀƎŜΦ ±ƻǊƻǎƭŀǾ Ŏŀƴ ǳǎŜ ǘƘƛǎ ŀōƛƭƛǘȅ ǳǇ ǘƻ ǘǿƛŎŜ ǇŜǊ 
ŘŀȅΦ 

/ƘƛƭŘǊŜƴ ƻŦ ǘƘŜ bƛƎƘǘ ό{ǳύΥ hƴŎŜ ǇŜǊ ŘŀȅΣ ±ƻǊƻǎƭŀǾ Ŏŀƴ 
Ŏŀƭƭ ŦƻǊǘƘ ŀ ǇŀŎƪ ƻŦ пŘу ŘŜǎŜǊǘ ƭƛȊŀǊŘǎΣ уŘс ƧŜǊōƻŀΣ ƻǊ 
нŘп ƻǎǉǳƛǇǎ ŀǎ ŀ ǎǘŀƴŘŀǊŘ ŀŎǘƛƻƴΦ ¢ƘŜǎŜ ŎǊŜŀǘǳǊŜǎ 
ŀǊǊƛǾŜ ƛƴ нŘс ǊƻǳƴŘǎ ŀƴŘ ǎŜǊǾŜ ±ƻǊƻǎƭŀǾ ŦƻǊ ǳǇ ǘƻ м 
ƘƻǳǊΦ 

5ƻƳƛƴŀǘƛƻƴ ό{ǳύΥ ±ƻǊƻǎƭŀǾ Ŏŀƴ ŎǊǳǎƘ ŀƴ ƻǇǇƻƴŜƴǘϥǎ 
ǿƛƭƭ Ƨǳǎǘ ōȅ ƭƻƻƪƛƴƎ ƛƴǘƻ ǘƘŜƛǊ ŜȅŜǎΦ ¢Ƙƛǎ ƛǎ ǎƛƳƛƭŀǊ ǘƻ ŀ 
ƎŀȊŜ ŀǘǘŀŎƪΣ ŜȄŎŜǇǘ ǘƘŀǘ ǘƘŜ ǎǘǊƛƎƻƛ Ƴǳǎǘ ǘŀƪŜ ŀ 
ǎǘŀƴŘŀǊŘ ŀŎǘƛƻƴΣ ŀƴŘ ǘƘƻǎŜ ƳŜǊŜƭȅ ƭƻƻƪƛƴƎ ŀǘ ƘƛƳ ŀǊŜ 
ƴƻǘ ŀŦŦŜŎǘŜŘΦ !ƴȅƻƴŜ ±ƻǊƻǎƭŀǾ ǘŀǊƎŜǘǎ Ƴǳǎǘ ǎǳŎŎŜŜŘ 
ŀǘ ŀ ²ƛƭƭ ǎŀǾŜ ƻǊ Ŧŀƭƭ ƛƴǎǘŀƴǘƭȅ ǳƴŘŜǊ ǘƘŜ ǎǘǊƛƎƻƛϥǎ 
ƛƴŦƭǳŜƴŎŜ ǎƛƳƛƭŀǊ ǘƻ ŀ ŘƻƳƛƴŀǘŜ ǇŜǊǎƻƴ ǎǇŜƭƭ Ŏŀǎǘ ōȅ ŀ 
мнǘƘπƭŜǾŜƭ ǎƻǊŎŜǊŜǊΦ ¢ƘŜ ŀōƛƭƛǘȅ Ƙŀǎ ŀ ǊŀƴƎŜ ƻŦ ол ŦŜŜǘΦ 

" 
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Barovia 
The Land of Strahd and Mysteries  

by Mistmaster 
 

Official Name:  The County-Kingdom of Barovia 
Culture level:  Medieval 
Ecology:  Full 
Climate & Terrain: Continental. 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:  Common (Baloki), Lazendraki (Baloki), Valachani (Baloki), Gundarakite (Terg), Invidian (Terg), 
Kartakassian (Terg), Forfarian. 

Religions:  Andaral the Morning Lord, Ezra (Homefaith), Cult of Hala, Cult of D'vla, Cult of Kanchelsis. 
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, Non-Standard, LE), 
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 in, Non-Standard, LN), Berez 
(21,000 in, Standard, NE), Jarvinak (17,000 in, Standard, LG), Immol (15,000 in, Standard, N) 

Borders: North: Lazendrak; Northeast and East: Nova Vaasa; South: Hazlan, Forlorn, Kartakass, and Gundarak; 
Southwest: Gundarak; West: Invidia, Borca, and Dorvinia 

 

Tropes 

Barovia is 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. Strahd is the land of Barovia in many ways. 
 

Domain Overview  

The Land 

Dominated by the Balinok mountain range, the 
valleys of Barovia are rich in forests and rivers. 
Patches of fertile land are cultivated in groves, 
ǘŜǊǊŀŎŜǎΣ ŀƴŘ ǾŀƭƭŜȅǎΦ .ŀǊƻǾƛŀΩǎ ǊŜƭŀǘƛǾŜƭȅ ǎƳŀƭƭ ŎƛǘƛŜǎ 
give a deceptive look to the land as being sparsely 
populated. In truth, a myriad of villages fills it out, 
and an efficient net of roads allows surprisingly quick 
travels for people and goods. The tallest mountain in 
the Balinoks and in the whole Core, Mount Ghakis, 
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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. The city 
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 wood-trade and manufactories and 
carpentry. Renika is a fortified city at the feet of 
mount Baratak. It sits on a strategically and 
economically vital crossroad halfway between the 
gold mines of Mount Baratak and Lake Zarovich, the 
source of many fundamental rivers in Barovia. Berez 
ƛǎ ƛƴ ǘƘŜ ŎŜƴǘǊŜ ƻŦ ǘƘŜ 5ǳǎƪǿƻƻŘΣ .ŀǊƻǾƛŀΩǎ ƭŀǊƎŜǎǘ 
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. Immol is the southernmost city of Barovia, 
and its main producer of food. 
 

The People 

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 
have a very rich oral tradition. In harsh Barovian 
winters, you need each member of the community 
to survive, so families and villages become close-knit. 
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 heroτand 
boogeymanτStrahd I, the Devil, the man who 
defeated the Terg invaders and was the first Count-
King of Barovia. He is mentioned in a myriad of 
stories and legends, 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 

popular culture. Kids sing nursery rhymes about him 
and play Strahd in his Castle, a sort of king of the 
mountain game. Strahd's coronation day is a national 
festivity and commemorates 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 puppet-theatres. 
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 militia soldiers, merchants, factory owners, 
and scholars. The lower class is made up of miners, 
ŦŀǊƳ ǿƻǊƪŜǊǎΣ ŦŀŎǘƻǊȅ ǿƻǊƪŜǊǎΣ ōƻȅŀǊǎΩ ǎƻƭŘƛŜǊǎΣ ŀƴŘ 
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, half-elves, 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. 
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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 Olympians were 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 Zarovich dynasty, a dynasty of remote 
Lamordian and Vistani origins. 

Barov I von Zarovich was a Count, a Terg military title 
reserved to vassal non-terg nobles. When he 
succesfully rebelled and created the free Baloki state 
of Vallaki, he was hailed king, but humbly kept the 
title Count. Count-King became the traditional title 
of the rulers of Vallaki. 

The Modern Age 

Strahd I von Zarovich defeated the Tergs and 
proclaimed himself first Count-King of Barovia. 
Strahd I 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. 

Strahd III, 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 
campaign in Lazendrak, killed by Night King Ezekiel, 

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 out the 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. He reigned 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 
.ŀǊƻǾƛŀƴ ǇŜƻǇƭŜΣ ŀǘƻƴƛƴƎ ŦƻǊ Ƙƛǎ ǇǊŜŘŜŎŜǎǎƻǊǎΩ 
crimes. Tragically, he had to pay for his ancestor's 
mistakes and lost 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 Count-King, 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. He reigned for 60 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 son after 29 
years. 

Strahd IX, 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 
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died peacefully in his bed, and his great-grandson 
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 fight across 
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 Count-King 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 and turned 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 XII, 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 
Strahd XII, 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 are several ancient ruins that are 
forbidden to visitors without permission from 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 

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 castle, 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 hospital, a bookshop 
which double as a library, a school, and a bazar. 
There is also a semi-permanent camp reserved for 
the personal Vardo of the Zarovan Vistani Grand 
Raunie, Madame Eva. 

Vallaki  

.ŀǊƻǾƛŀΩǎ ƭŀǊƎŜǎǘ ŎƛǘȅΣ ƻƴ ǘƘŜ ǎƘƻǊŜǎ ƻŦ [ŀƪŜ ½ŀǊƻǾƛŎƘΣ 
Vallaki houses the Council Hall of the Diet of Barovia. 
The Diet is summoned once every four years and is 
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 
½ŀǊƻǾƛŎƘΩǎ ǎŜŀǘ ƻŦ ǇƻǿŜǊ ōŜŦƻǊŜ ǘƘŜƛǊ ŀǎŎŜƴŘŀƴŎŜ ŀǎ 
monarchs. Now Vallaki is ruled as a royal estate by 
the steward branch of the von Zaroviches. The most 
renowned 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 County-Kingdom. 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. 

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 rules it from the Iron Maw castle. 
The main inn of the city is the Pick and Ladder, famed 
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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 half-elves lives in the city. 
The Buchvold, an old family of cozak extraction, rules 
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 the Elvish deities and 
one of Hala. 

Renika 

A fortified city which guards the gold mines and the 
stone quarries of Mount Baratak and guards the 
fundamental crossroad between the Mountain and 
Lake Zarovich. The city hosts one of the biggest 
garrisons of the national militia, the 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 militia. The boyar house of 
Vallakovich 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 the Little 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 diverse and well 
furnished market in Barovia. House Wachter rules 
the city from their elegant manor in the 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. 

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 town, and 
a permanent autonomous settlement of dusk elves, 
called Oathstone, in the woods immediately 
adjacent the 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 for its prestigious red 
wines. It is owned by Ludmilla von Holt, a side 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 centre for 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 semi-permanent Vistani 
camp. House Markov, from 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 well-known inn which is 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 County-Kingdom, Immols has a big 
temple of Andaral, and houses 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 biggest in the core, and animals 
from all over the continent and beyond are sold and 
bought there. The Bolting Stag is the most famous 
inn in the city and has exceptional food provided by 
its Forfarian cook and owner, Iorweth apLamallan. 
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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 relationship 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 Arch-Hierophant in Vallaki 
being the faith leader, major cities having their own 
Hierophants and archpriests, 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 long-bearded man surrounded 
by ravens. His priests' domains are Community, 
Good, Healing, Law, Protection, and Sun. 

The Church of Ezra is a LN religion in communion 
with the home-faith 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 Arch-Sentire in 
Renika is the head of the faith in Barovia, elected by 
the Barovian council of Arch-Sentires and confirmed 
by the Bastion of Borca. The Ezrite faith is popular in 
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 of Ezra 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 that there 
is beauty in the night and that blood is life and 
sharing blood is an act of love. Vampires do not need 

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 low profile with 
the regular, superstitious Barovian population. Her 
favourite weapon is the dagger and her domains are 
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 at night, when 
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. Hala teaches 
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 
hedonist and 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. 
Kanchelsis' favoured weapon is the gauntlet, and his 
domains are Chaos, Destruction, Evil, and Madness, 
plus Trickery for the Rake or Strength for the Beast. 
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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 at willτ
even though his body is buried in the crypts of Castle 
Ravenloftτprotecting 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 Devil.  

(Adventure Hook: One of his closest friends is the 
Archpriest of Barovia Village, and when the man 
disappears, he 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 Count-King. 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 

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 
ŀŦǘŜǊ ƘŜǊ ƘǳǎōŀƴŘ [ŀǎȊƭƻΩǎ ŘŜŀǘƘΣ ŀƴŘ ǎƘŜ ƭƛǾŜǎ ǿƛǘƘ 
her three-year-old son. She is an expert in her trade, 
and a capable guide if someone needs to reach the 
Svalich Pass faster than possible but is 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 starts 
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 Count-King 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 events, despite 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 
Queen'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 Vallaki, and 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 
I five centuries ago. Its vault has come to store 
several artefacts over time, some belonging 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 great-granddaughter 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 Count-King. 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.) 

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 wine merchant 
and tries 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 Arrigal poses 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 made friend 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 decoration.  

(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, of Collodian 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 
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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 starts to press 
him too much, he tries to divert it with the help of the 
adventurers.) 

Baba Înecat 

(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: Înecat 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 
CƛǊǎǘΩǎ ƳƛŘǿƛŦŜΦ WŜŀƭƻǳǎ ƻŦ vǳŜŜƴ wŀǾŜƴƻǾƛŀΣ ƭŜƎŜƴŘǎ 
say Lysaga poisoned her but was discovered and 
banished by King Barov IV. She was a Cleric of Hala 
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 the Duskwood 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 is prouder of, and also the one who 
is less loyal to her mother.  Zelenna craves luxury and 
the best things of life and will use her considerable 
power to get what she wants.  

(Adventure Hook: The 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) 

Strong-built and tall, with black hair and moustache, 
Vargas Vallakovich is the Burgmaster of Renika, 
whose grip can go from gentle to vise-like when the 
situation demands. He appears as a reasonable and 
well-loved ruler who feeds the paupers, pays for 
healthcare, 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, 
in the old Bonegrind Mill, is in truth a powerful Night 
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 which can 
ǊŜǎƻƭǾŜ ŀƴȅ ǇǊƻōƭŜƳǎ Χ ŦƻǊ ŀ ǇǊƛŎŜΦ  

(Adventure Hook: Missus Sunbane needs to carry a 
provision of a lenitive oilτin truth, night oil, a 
concoction which makes vampires immune to 
sunlightτto Castle Ravenloft, and her usual Vistani 
courier deserted her, so she gives a very generous 
sum to the adventurers 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 but refused to leave her dhampyr son in his 
hands and hid 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.  
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(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 Bloodbound Servant 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 
Ƴƻǎǘ ƪƴƻǿƭŜŘƎŜŀōƭŜ ƻŦ /ŀǎǘƭŜ wŀǾŜƴƭƻŦǘΩǎ ǎŜŎǊŜǘǎΦ 
He is a century 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 
litt le 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 not naive and has not 
ōŜŜƴ ŦƻƻƭŜŘ ōȅ ǘƘŜ ǊǳǎŜ ƻŦ {ǘǊŀƘŘΩǎ ǊŜƎŜƴŜǊŀǘƛƻƴΤ 
however, he is willing to give Strahd "XII" the benefit 
of the doubt. He will not take direct action but will be 
willing to give information and share his vast arcane 

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 XI, 
who tried to outwit the vampiric necromancer and 
was cursed with endless torment. Freed by the heroes 
who killed Strahd XI, he was a changed man and 
rebuilt a life for himself as a humble and kind teacher. 
But when his wife is kidnapped by a 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 Arch-Hierophant, 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 Cuzau is 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 Count-King, and he is paying a 
handsome reward for the adventurers to go to 
Vallaki and retrieve his wife-to-be for him, since an 
armed garrison might attract to much attention.)  
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Ermelline "Axe Widow" Azanau 

(Middle Aged Half-Elf 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. 
He fought valiantly 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 Count-King 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 retrieving him 
and offers 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 

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 goalsτthose of the Falkovnian 
Resistance. He secretly 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 I turned into a 
vampire. He actually managed to kill Strahd in an 
ambush, but Strahd II 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 lurks in Barovia, trying to find a way to 
expose the so-called Strahd XII. 

(Adventure Hook: Leo poses as Bramlay apSturkar a 
Forfarian-born writer. He is the author of a 
slanderous series of books called "Von Zarovich: A 
House of Blood and Darkness." Right now, Strahd XII 
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.) 

/ŀǇǘŀƛƴ LŀƎǳǎ tƛŀǘǊŇ 

(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, Iagus has served Strahd XII 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.) 
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Arch-Hierophant Lucian Petrov 

(Venerable Human Cloistered Cleric of Andaral 18, 
LG) 

The head of the Church of Andaral, Lucian 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 Count-King, but does not trust 
him. He is one of the most powerful 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 arch-hierophant 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 
injustice and what she sees as wrong.  

(Adventure Hook: Strahd XII 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 Lilyana when someone tries to kill 

her, and Arya asks them to discover whoever sent 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 her house and hosts 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 
vengeance, 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 soft-spoken lord of 
Berez, and a member of the Count-King's private 
council. He is the Count-King's first advisor and Royal 
Chancellor. He is always genial and kind in all of his 
conversations, and he is always ready to lend his 
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, and remembers 
anything Basil hears, sees, and remembers, and they 
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can switch places every time Strahd wishes so. When 
Basil is negotiating for the hand of a woman in the 
name of the Count-King, he finds himself 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 Count, they find Strahd 
in it.) 

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, there is a 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 as blood 
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 Barovia Village is also a member 
of the Inner Council as Royal Treasurer, and third in 
order of importance after the Count-King and Count 
von Holt. He is cunning and ambitious, but also loyal 
and dependable.  

(Adventure Hook: The winter snows have damaged 
the streets of Barovia, and the Treasurer needs more 
funds. Kolyan is going to propose an una 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 Vistani curse and pays the 
adventurers to investigate.) 

Lyssa von Zarovich 

(Adult Human Old Vampire Sorcerer 13, CE) 

The grandchild of Sturm von Zarovich, the youngest 
brother of Strahd I, she was vampirized by her great 
uncle and turned into his most innovative arcane 
researcher. Freed with the death of Strahd III, 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 Illithids 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 bargain her 
grandmother struck with Strahd VI.  

(Adventure Hook: Her great-grandmother 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 richest people in 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 and influential 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 of the adventurers' heads.) 
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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 from a horse 
but was healed by a Vistani raunie. From 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 Vistani-blooded girl.  

(Adventure Hook: Alman's wife-to-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 open-minded 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 wife-to-be, Leila, is kidnapped. The 
adventurers happen to be on friendly terms with the 
vardo, and offer their help.) 

Baron Kirill Olszanik 

(Adult Human Bard 7, N) 

Kirill is one of the richest people in Barovia, thanks to 
Immol being the grainbasket of the County-Kingdom. 
He is a poet and maintains a court of artists. Every 
year, during the Harvest Festival, he rewards the best 
poets and writers with a place in his court.  

 

(Adventure Hook: This year, someone is killing the 
artists in the competition, and the baron asks the 
adventurers to investigate.) 

Iorweth apLamallan 

(Adult Human Gastronome Bard 9, NG) 

Iorweth 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 Kargataneτan agent of the 
Darkonian Secret Service, the KargATSτErnst 
Turagdon (Adult Human Bard 3 LN), is interested in 
Iorweth's art. The Order of the Red Cloak tips the 
adventurers in hopes that they manage to foil this 
attempt to steal Iorweth's secrets for a foreign 
power.) 

Organisations 

The Celestines: This 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 Feather: This NG organisation is 
formed mainly of wereravens and ravenkin, small 
raven-like 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 Twohundredsummers 
(Ravenkin Cleric of Andaral 15, NG).  
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Dread Possibility ̧  Werecrows  

Some wereravens might be corrupted by the forces 
of darkness and deception. These may transform 
into werecrows, which are smaller and more 
aggressive. 

 

The Order of the Raven: This 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 Count-King and his direct 
representatives; 2) the Order defends Barovia 
against its enemies; 3) the Order 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 Arch-
Hierophant knew who the Count-King 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 
Pirosska (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 Cloak: This 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 Count-King, and are perfectly aware 
of his nature. They are capable of any action in his 
service. 
 

 

 

The Darklord: Strahd von Zarovich 

Middle Aged Human Ancient Vampire (Fighter 
5/Necromancer Wizard 19, LE) (292 HP) 
 
Size: Medium 
Speed: 50 feet, Climb 20 feet 
Initiative: +11 (+5 in Castle Ravenloft) 
Senses: Perception +20 (+5 in Castle Ravenloft), Dark 
Vision 120 feet, Scent 
Armour Class: 39, Touch 23, Flat Footed 31 (+7 Dex, 
+4 mage armour, +1 dodge, +12 natural, +5 
deflection) (+5 in Castle Ravenloft) 
 
Space/Reach: 1 square/1 square 
Combat Maneuver Bonus/Combat Maneuver 
Defense: +24/41  (+5 in Castle Ravenloft) 
 
Str 26 (30), Dex 20 (24), Con -, Int 26 (30), Wis 18 
(24), Ch 18 (24) 
 
Saving Throws: Fort +21, Ref +20, Will +22 (+5 in 
Castle Ravenloft) 
 
Special Qualities: curse 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,  reduced vulnerabilities (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 Attacks: power 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 
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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 (Religion) (+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 dweomer, antimagic 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, programmed 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 earth, freedom, 
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 

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 +5 /  nondetection /  shielding 
/  detect thoughts /  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 I-IV, rod of absorption, rod of alertness, rod 
of metamagic (bouncing), rod of metamagic 
(sickening), 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 protective penumbra, 
Tergbane (+5 unholy negative energy longsword); up 
to a million gold coins. 

Challenge Rating: 29 

Background 

Strahd von Zarovich was the first-born son of the 
Count-King of Vallaki, Barov IV, 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 Sergei, 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 dedicated it to his father, building the city of 
Barovia there, but the old warrior-king never saw it 
built, dying at the Tergs' hands. Strahd I unleashed a 
terrible vengeance, but was forced to sell his soul to 
the fiend Inajira to manage to destroy the last great 
Terg army in the valley of the Nharov River. Strahd 
was now the King of a new nation, but he kept the 
traditional title of Count-King, only now he was 
Count-King of Barovia. He 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 
bargained with the forces of death, maybe with Erlin, 
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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  
Zarovich 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 Lord: Strahd 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 rose which blossomed in the 
place Tatyana died, the Barovian blood rose, is now 
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 front of 
the door is safe from the Count-King 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 a scrying spell or item and must know the 
target's name. If more than ten Barovians die in the 
same place, the Count-King knows the location of the 
corpses. Once a day, Strahd can teleport to any 
location in Barovia. 

Rejuvenation: If Strahd is 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 one of 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 Castle: Strahd 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 Count-King 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 conditions (Will Save 
DC 29). 

Closing the Borders: Whenever Strahd wishes to 
close the borders, a thick fog surrounds Barovia. This 
fog is a poison; only a creature who does not breathe 
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 the border closed for 1 year. 

Dreadful Alternatives  

New Domain: The Mists 

Granted Powers: You 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 mist-travelling. 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 companions equal to your Wisdom 
modifier. 
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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: 1stτobscuring mist, 2ndτair 
bubble, 3rdτsummoning Mists*, 4thτsolid fog, 
5thτmind fog, 6thτshield from the Mists*, 7thτ
greater teleport, 8thτparting the Mists*, 9thτ
imprisonment. 

*New spells; see below. 

New Archetypes 

Gastronome Bard 

Gastronome Bards use cooking as the source of their 
magic. 

Class Skills: A 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 for these skills. 

Bardic Cooking: A 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 (Baker), Profession (Brewer) 
Profession (Butcher), Profession (Candycrafter), 
Profession (Cheesemaker) Profession (Cook), 
Profession (Creambrewer), Profession 
(Saucebrewer), or Profession (Soup Chef). Allies 
need to ingest the food or brew to gain the benefit, 
but the smell can also 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 of her 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 Cooking: At 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 

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 Two-Handed Weapon, 
and uses axes and throwing axes. 

Favoured Terrain (Ex): At 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 travelling 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 bonus increase by +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 Woods: A wood witch gains Animal 
Handling and Survival as class skills, but loses 
Intimidate and Knowledge (The Planes) as class skills. 
¢Ƙƛǎ ŀƭǘŜǊǎ ǘƘŜ ǿƛǘŎƘΩǎ Ŏƭŀǎǎ ǎƪƛƭƭǎΦ 
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Woodlands Patron: A wood witch must choose the 
Woodlands patron. This modifies the Witch's 
Familiar. 

Speak to the Woods: A 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 and 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 to her previous 
ǿƻƻŘƭŀƴŘΦ ¢Ƙƛǎ ŀōƛƭƛǘȅ ǊŜǇƭŀŎŜǎ ǘƘŜ ǿƛǘŎƘΩǎ мǎǘ-level 
hex. 

Arboreal Travel: At level 6, a wood witch can 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 witch gets at level 
6. 

 
New Oracle Curse: Unbelievable 

The Oracle has a -5 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 as long as she does not wear medium 
or heavy armour. 

At level 10 the Oracle can cast Communion once a 
day as a Spell-like 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 hour per 

oracle level unless they pass a Will 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 30-foot radius 
around them. The Mists become visible in the three 
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 gp black 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. 
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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 common 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 living beings, 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 their common 
ancestor Ezekiel the Wise, the Night King of 
Lazendrak himself, and Ezekian vampires are less 
aggressive and more living-friendly than most 
vampires. They are the majority of Lazendraki 
dhampyrs. Zarovichan dhampyrs are common in 
Barovia, and their shared "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 young-looking. Dhampyrs in Sanguinia 
belong to the obirian line, obiri being the second less 
aggressive and more living-like vampiric strain. 
Dhampyrs in Valachan belong to the vrykolakian line, 
vrykolakas being the least living-like 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: 

Size: Medium 

Type (Subtype): Humanoid (Dhampyr) 

Speed: 30 feet 

Ability Score Adjustments: +2 Wisdom, +2 
Intelligence, -2 Constitution 

Senses: Darkvision 120 feet 

Sharp Fangs: Your bite is a natural weapon; you 
inflict 1d4 damage + your Strength modifier with it. 

Sharp Senses: Perception 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 Resistance: 5 + your character level. It does not 
activate against innocuous spells. 

Undead Healing: You are healed by negative energy 
and harmed by positive energy. 

Languages: You speak Common (Baloki), Lazendraki 
(Baloki), and Nightspeech. Bonus Language: Any non 
secret. 

Favoured Class: Alchemist 
 

Nosferatian Dhampyr Racial Traits: 

Size: Medium 

Type (Subtype): Humanoid (Dhampyr) 

Speed: 30 feet 

Ability Score Adjustments: +2 Strength, +2 Charisma, 
-2 Intelligence 

Senses: Darkvision 120 feet 

Sharp Fangs: Your 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 Resistance: 5 + your character level. It does not 
activate against innocuous spells. 

Undead Healing: You 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 Class: Fighter 
 

Obirian Dhampyr Racial Traits: 

Size: Medium 
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Type (Subtype): Humanoid (Dhampyr) 

Speed: 40 feet 

Ability Score Adjustments: +2 Dexterity, +2 
Charisma, -2 Constitution 

Senses: Darkvision 60 feet 

Sharp Fangs: Your bite is a natural weapon; you 
inflict 1d4 damage + your Strength modifier with it. 

Escape Master: You 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 Resistance: 5 + your character level. It does not 
activate against innocuous spells. 

Undead Healing: You are healed by negative energy 
and harmed by positive energy. 

Languages: Common (Baloki), Draconian 
(Sanguinian), and Nightspeech. Bonus language: Any 
non secret. 

Favoured Class: Rogue 
 

Vrykolakian Dhampyr Racial Traits: 

Size: Medium 

Type (Subtype): Humanoid (Dhampyr) 

Speed: 30 feet 

Ability Score Adjustments: +2 Dexterity, +2 Wisdom, 
-2 Charisma 

Senses: Darkvision 60 feet, Scent 30 feet 

Sharp Fangs: Your 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 Resistance: 5 + your character level. It does not 
activate against innocuous spells. 

Undead Healing: You are healed by negative energy 
and harmed by positive energy. 

Languages: Common (Baloki), Nightspeech, and 
Valachani. Bonus language: Any non secret. 

Favoured Class: Ranger 
 

Zarovichan Dhampyr Racial Traits: 

Size: Medium 

Type (Subtype): Humanoid (Dhampyr) 

Speed: 30 feet 

Ability Score Adjustments: +2 Strength, +2 Charisma, 
-2 Wisdom 

Senses: Darkvision 60 feet 

Sharp Fangs: Your bite is a natural weapon; you 
inflict 1d4 damage + your Strength modifier with it. 

Disguise Master: You can cast disguise self 3 times a 
day, using your character level as your caster level. 

Spell Resistance: 5 + your character level. It does not 
activate against innocuous spells. 

Undead Healing: You are healed by negative energy 
and harmed by positive energy. 

Languages: Common (Baloki) and Nightspeech. 
Bonus language: Any non secret. 

Favoured Class: Bard 
 

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 are respected 
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 sub-races of gargoyles exist: 
gravestone, stonefangs, and stoneward. Gargoyles 
are often followers of Ezra or Zhakata the Lawgiver. 
 

Gravestone Gargoyle 

Size: Medium 

Type (Subtype): Monstrous Humanoid 

Speed: 30 feet, fly 20 feet 

Ability Score Adjustments: +2 Strength, +2 Wisdom, 
-2 Charisma 

Senses: Darkvision 60 feet 
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Sharp Claws: Your 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 Healing: You are healed by negative energy 
and harmed by positive energy. 

Languages: Common (Baloki) and Gargoyle. Bonus 
language: Any non secret. 

Favoured Class: Cleric 
 

Stonefangs Gargoyles 

Size: Medium 

Type (Subtype): Monstrous Humanoid 

Speed: 30 feet, fly 20 feet 

Ability Score Adjustments: +2 Dexterity, +2 Wisdom, 
-2 Intelligence 

Senses: Darkvision 120 feet 

Sharp Claws: Your claws are natural weapons; you 
inflict 1d4 damage + your Strength modifier with it. 

Sharp Fangs: Your 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 Class: Ranger 

Stoneward Gargoyles 

Size: Medium 

Type (Subtype): Monstrous Humanoid 

Speed: 20 feet, fly 20 feet 

Ability Score Adjustments: +2 Constitution, +2 
Wisdom, -2 Charisma 

Senses: Darkvision 60 feet 

Sharp Claws: Your claws are natural weapons; you 
inflict 1d4 damage + your Strength modifier with it. 

Stone Resistance: When 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 Spikes: Your CMD against bull rush, grapple, 
push maneuvers increases by 4. 

Languages: Common (Baloki) and Gargoyle. Bonus 
language: Any non secret. 

Favoured Class: Fighter 
 

Ravenkin 

Ravenkin are small, flying, raven-shaped 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, but can only dazzle their 
opponent for 1 round. 

Gossipper: Ravenkin have a +4 bonus to Diplomacy 
to gather information. 

Keen Eyes: +4 Perception 

Ravenkin Magic (Sp): Ravenkin can talk with ravens 
for 10 minutes a day. 

Languages: Common (Baloki) 

Favoured Class: Sorcerer 
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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 Adjustments: +2 Constitution 

Senses: Darkvision 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 Resistance: equal to their Hit Dice +3 

Channel Resistance: +3 

True Sight 

Head Stealing: If a headstealer beheads 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 point of Charisma 
every day. If the Charisma becomes 0, the head turns 
into a skull and falls from the headstealer's neck. 

Create Spawn: If a headstealer puts one of their 
stolen heads on the neck of one of their victims, the 
victim reanimates as a headstealer under their 

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 and -2 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 Item: Whoever wears this gold medal must 
pass a DC 24 Will saving throw or become a focus for 
the scary spell of the Count-King. 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 spell bestow curse and 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 someone. (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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Excerpts from: ³The Register of 
Monsters´ 

bby Stanton F. Fink 
 

 

6ÐÌßÌ èÈá 1ÕÈâÚ  âÚÚ   ÊÚØâÑØäÌË ÐÑá ÖÈÒÌáâë  ÖÚËÌáâÕë ËÌÊÕÑØÑØÏ âÐÌ 

áØäÍÍÉÚê ÈØË âÐÌ ÊÚÖÛÕÑÖÌØâ  âÐÌßÌ èÈá 1ÕÈâÚ  âÚÚ  ÍÚß èÐÚÖ )  Èâ ÚØÌ 

âÑÖÌ  ÍÌÕâ ÈÕÕ âÐÌ ÈÍÍÌÊâÑÚØ ÚÍ È ÍßÑÌØË  ;Úä ÔØÌè  1ÕÈâÚ  "ÚØ"ÚØ  ÈÐ  ØÚ  ) 

ÉÌÏ È âÐÚäáÈØË ÛÈßËÚØá  (Ì ÖÌâ ÖÌ Èâ !âÐÌØá  ÚØÌ ËÈë  ÑØ âÐÌ 1ÈßâÐÌØÚØ  ÈØË 

âÚÕË ÖÌ ÐÌ èÈá ËÑáâßÌááÌË ÍÚß ÈØ ÑËÌÈ  ) ÉÈËÌ ÐÑÖ èßÑâÌ ËÚèØ âÐÈâ ´ Ώ´   

΅  ῶΏ ΅  ῶΏ Ὺ Ῥ´  (Ì áÈÑË âÐÈâ ÐÌ èÚäÕË ËÚ áÚ  ÈØË èÌØâ ÐÚÖÌ  èÐÑÕÌ ) 

áâÌÛÛÌË ÚæÌß âÚ âÐÌ 1ëßÈÖÑËá  "äâ Öë ÊÚØáÊÑÌØÊÌ áÖÚâÌ ÖÌ ÍÚß âÐÌ ÕÑÌ  ÈØË 

ÐÈáâÌØÑØÏ ÉÈÊÔ âÚ !âÐÌØá  ) ÈßßÑæÌË ÉÌÐÑØË âÐÌ ÛÐÑÕÚáÚÛÐÌß á ÊÐÈÑß Èá ÐÌ èÈá 

ÑØËÑâÑØÏ âÐÌ Ὺ Ῥ´  'ÑæÑØÏ âÐÌ ÏÈÖÖÈ È ÍÑÕÕÑÛ èÑâÐ Öë ÍÑØÏÌß ) âäßØÌË Ñâ äÛáÑËÌ 

ËÚèØ  5Ú âÐÌ áÌØâÌØÊÌ ØÚè ßÌÈËá ´ Ώ´   ̈́   ῶΏ ΅  ῶΏ Ὺ Ὸ´  ÈØË Ñá  ëÚä 

ÛÌßÊÌÑæÌ  âÐÌ ÍäØËÈÖÌØâÈÕ ËÚÊâßÑØÌ ÚÍ ÐÑá ÖÌâÈÛÐëáÑÊá 

%ËÏÈß !ÕÕÌØ 1ÚÌ "ÚØ"ÚØ 
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 4ÈÅ 3ÉÇÈÉÎÇ "ÉÓÈÏÐ ÏÆ ÔÈÅ 4ÅÎ !ÂÏÍÉÎÁÔÉÏÎÓ ÉÓ Á ÄÅÍÏÎ ÌÏÒÄ ÏÆ ÓÏÒÒÏ× ÁÎÄ 
ÌÅÔÈÁÒÇÙȟ ÏÒÉÇÉÎÁÌÌÙ ÂÏÒÎ ÆÒÏÍ ÔÈÅ ÆÉÒÓÔ ÓÏÕÌÓ ÏÆ ÔÈÏÓÅ ÄÁÍÎÅÄ ÔÈÒÏÕÇÈ ÉÎÁÃÔÉÏÎ ÏÒ 
ÄÅÆÅÎÓÅ ÏÆ ÔÈÅ ÓÔÁÔÕÓ ÑÕÏȢ 
 !ÃÅÄÉÏͻÓ ÐÕÒÐÏÓÅ ×ÉÔÈÉÎ ÔÈÅ 4ÅÎ ÉÓ ÔÈÅ ÔÏÐÉÃ ÏÆ ÉÎÔÅÎÓÅ ÇÏÓÓÉÐȠ ÉÔ ÉÓ ÁÓÓÕÍÅÄ ÈÅ 
ÓÅÒÖÅÓ ÁÓ ÁÎ ÁÄÖÉÓÏÒ ÔÏ ÈÉÓ ÐÅÅÒÓȢ  4ÈÉÓ ÍÕÃÈ ÉÓ ÔÒÕÅȟ ÔÈÏÕÇÈȟ ÅØÁÃÔÌÙ ×ÈÁÔ ÈÅ ÁÄÖÉÓÅÓ 
ÁÂÏÕÔ ÒÅÍÁÉÎÓ ÕÎËÎÏ×ÎȢ  /ÔÈÅÒ ÄÅÍÏÎ ÌÏÒÄÓ ÏÕÔÓÉÄÅ ÏÆ ÔÈÅ 4ÅÎ ÏÆÔÅÎ ÓÅÅË ÔÈÅ $ÅÁÃÏÎ 
ÏÆ 2ÏÔȟ ÔÏÏȟ ÂÕÔȟ ÁÇÁÉÎȟ ÆÏÒ ÕÎËÎÏ×Î ÐÕÒÐÏÓÅÓȢ  $ÅÓÐÉÔÅ ÔÈÉÓȟ ÁÎÄ ÄÅÓÐÉÔÅ ÈÉÓ ÌÅÁÖÉÎÇ ÈÉÓ 
ÍÏÌÄÙ ÆÉÎÇÅÒÐÒÉÎÔÓ ÅÖÅÒÙ×ÈÅÒÅ ÉÎ !ÂÙÓÓÁÌ ÐÏÌÉÔÉÃÓȟ ÍÏÓÔ ÄÅÍÏÎ ÌÏÒÄÓ ÄÅÓÐÉÓÅ !ÃÅÄÉÏȟ 
ÁÓ ÈÉÓ ÉÎÖÏÌÖÅÍÅÎÔ ÉÓ ÓÅÅÎ ÁÓ Á ÈÁÒÂÉÎÇÅÒ ÏÆ ÂÁÄ ÌÕÃËȢ  "ÅÃÁÕÓÅ ÔÈÅ 3ÉÇÈÉÎÇ "ÉÓÈÏÐ ÉÓ 
ÄÅÖÏÔÅÄ ÔÏ ÓÔÁÓÉÓȟ ÍÁÎÙ !ÂÙÓÓÁÌ ÐÏ×ÅÒÓ ÍÉÓÔÁËÅÎÌÙ ÁÓÓÕÍÅ !ÃÅÄÉÏ ÉÓ ÄÅÖÏÔÅÄ ÔÏ ,Á×Ȣ  
4ÈÉÓ ÃÏÎÆÕÓÉÏÎ ÈÁÓ ÍÁÄÅ ÁÎ ÅÎÅÍÙ ÏÕÔ ÏÆ !ÌÖÁÒÅÚ ÔÈÅ 0ÕÒÇÉÎÇ $ÕËÅȟ ÔÈÏÕÇÈ ÔÈÅ ÏÔÈÅÒ 
ÍÅÍÂÅÒÓ ÏÆ ÔÈÅ 4ÅÎȟ !ÍÅÎÔÉÁ ÁÎÄ $ÅÓÐÅÒÁÔÉÁ ÅÓÐÅÃÉÁÌÌÙȟ ÁÌ×ÁÙÓ ÓÔÁÎÄ ÒÅÁÄÙ ÔÏ ÄÅÆÅÎÄ 
!ÃÅÄÉÏ ÆÒÏÍ ÉÎÔÅÒÆÅÒÅÎÃÅ ÏÒ ÁÓÓÁÕÌÔȢ  #ÏÎÔÒÁÒÙ ÔÏ ×ÈÁÔ !ÌÖÁÒÅÚ ÁÓÓÕÍÅÓȟ ÔÈÅ ÄÅÖÉÌÓ ÁÎÄ 
ÏÔÈÅÒ ÌÁ×ÆÕÌ ÆÉÅÎÄÓ ÈÁÖÅ ÎÏ ÆÏÎÄÎÅÓÓ ÆÏÒ !ÃÅÄÉÏȟ ÁÓȟ ÔÈÅ $ÅÁÃÏÎ ÏÆ 2ÏÔ ÅÎÃÏÕÒÁÇÅÓ ÔÈÅ 
ÂÒÅÁËÄÏ×Î ÏÆ ÓÏÃÉÅÔÙ ÁÎÄ ÔÈÅ ÓÕÂÖÅÒÓÉÏÎ ÏÆ ÌÁ× ÔÈÒÏÕÇÈ ÉÎÁÃÔÉÏÎȢ  4ÈÁÔ !ÃÅÄÉÏ ÈÁÓ 
ÓÌÁÉÎ ÈÕÎÄÒÅÄÓ ÏÆ ÂÁÁÔÅÚÕ ×ÉÔÈ ÈÉÓ ÁÕÒÁ ÏÆ ÖÅÎÏÍÏÕÓ ÍÅÌÁÎÃÈÏÌÙ ÉÓ ÁÎÏÔÈÅÒ ÉÍÐÏÒÔÁÎÔ 
ÆÁÃÔÏÒ ÉÎ ÔÈÅ ÄÅÖÉÌÓͻ ÁÎÔÉÐÁÔÈÙȢ 
 !ÃÅÄÉÏͻÓ ÔÒÕÅ ÆÏÒÍ ÉÓ ÔÈÁÔ ÏÆ Á ÔÁÌÌ ÈÕÍÁÎÏÉÄ ÃÌÏÔÈÅÄ ÉÎ ÒÏÂÅÓ ×ÏÖÅÎ ÏÆ ÆÕÎÇÕÓȟ 
ÈÉÓ ÃÏ×ÌÅÄ ÈÅÁÄ ÂÅÉÎÇ ÒÅÖÅÁÌÅÄ ÁÓ Á ÍÕÓÈÒÏÏÍ ÂÕÒÓÔÉÎÇ ÔÈÒÏÕÇÈ ÉÔÓ ÖÅÉÌȢ  4Ï ÐÕÔ ÏÔÈÅÒÓ 
ÁÔ ÅÁÓÅȟ ÈÅ ÏÆÔÅÎ ÁÓÓÕÍÅÓ ÔÈÅ ÆÏÒÍ ÏÆ Á ÈÕÍÁÎÏÉÄ ÃÈÉÌÄȟ ÏÆ ÁÎÙ ÒÁÃÅȟ ÃÌÁÄ ÉÎ ÐÁÊÁÍÁÓȢ  
)Î ÁÌÌ ÏÆ ÈÉÓ ÄÉÓÇÕÉÓÅÓȟ !ÃÅÄÉÏ ÓÐÅÁËÓ ÉÎ Á ÌÉÌÔÉÎÇȟ ÙÅÔ ÄÒÏÎÉÎÇȟ ÖÏÉÃÅ ÖÅÒÙ ÒÅÍÉÎÉÓÃÅÎÔ ÏÆ 
Á ÌÕÌÌÁÂÙȢ  !ÃÅÄÉÏ ÈÁÓ ÎÕÍÅÒÏÕÓ ÍÏÒÔÁÌ ÍÉÎÉÏÎÓ ÕÎÄÅÒ ÈÉÓ ÉÎÆÌÕÅÎÃÅȟ ÂÕÔ ÈÁÓ ÎÅÖÅÒ 
ÂÏÔÈÅÒÅÄ ÔÏ ÅÓÔÁÂÌÉÓÈ ÁÎÙ ÏÆÆÉÃÉÁÌ ÃÕÌÔȢ  )ÎÓÔÅÁÄȟ !ÃÅÄÉÏ ÃÏÎÔÒÏÌÓ ÈÉÓ ÍÏÒÔÁÌ ÍÉÎÉÏÎÓ 
ÉÎÄÉÖÉÄÕÁÌÌÙȟ ÓÐÅÁËÉÎÇ ÔÏ ÔÈÅÍ ÔÈÒÏÕÇÈ ÄÒÅÁÍÓ ÉÎ ÏÒÄÅÒ ÔÏ ȰÁÓË ÆÁÖÏÒÓ ÏÆ ɉÈÉÓɊ ÆÒÉÅÎÄÓȢȱ  
)Î ÃÅÒÔÁÉÎ ÃÉÒÃÕÍÓÔÁÎÃÅÓ ÏÆ ÇÒÅÁÔ ÉÍÐÏÒÔÁÎÃÅȟ ÔÈÅ $ÅÁÃÏÎ ÏÆ 2ÏÔ ÏÆÔÅÎ ÐÏÓÓÅÓÓÅÓ Á 
ÍÏÒÔÁÌ ÆÏÌÌÏ×ÅÒ ÄÉÒÅÃÔÌÙ ÔÏ ÃÏÍÐÌÅÔÅ Á ÔÁÓËȢ  !ÃÅÄÉÏͻÓ ÍÏÒÔÁÌ ÃÈÉÌÄÒÅÎ ÁÌÌ ÃÁÒÒÙ Á ÒÏÓÁÒÙ 
ÉÎ ÉÍÉÔÁÔÉÏÎ ÏÆ ÔÈÅÉÒ ÌÏÒÄͻÓ 2ÏÓÁÒÙ ÏÆ 3ÔÁÓÉÓȟ ÁÎÄ ÁÌÌ ÏÆ ÔÈÅÍ ÒÅÅË ÏÆ ÆÕÎÇÁÌ ÒÏÔ ÎÏ ÍÁÔÔÅÒ 
ÈÏ× ÃÌÅÁÎ ÔÈÅÙ ÍÁÙ ÂÅȢ 



105 
 

 



106 
 

 !ÇÁÐÁ "ÁÂÉÌÎÅÒÉÁÔÈȟ 0ÒÉÎÃÅ ÏÆ 4ÈÅ 'ÏÌÄÅÎ #ÏÃÏÏÎȟ ÉÓ Á ÍÉÎÏÒ ÄÅÍÏÎ ÌÏÒÄ ×ÈÏ 
ÂÒÉÎÇÓ ÅÎÌÉÇÈÔÅÎÍÅÎÔ ÔÈÒÏÕÇÈ ÔÈÅ ÓÔÕÄÙ ÏÆ ÆÏÒÂÉÄÄÅÎ ÓÏÒÃÅÒÙ ÁÎÄ ÍÕÔÁÔÉÎÇ ÔÈÅ ÂÏÄÙ 
ÔÏ ÁÃÈÉÅÖÅ ÓÐÉÒÉÔÕÁÌ ÒÅÌÅÁÓÅȢ  (Å ÁÐÐÅÁÒÓ ÖÅÒÙ ÓÉÍÉÌÁÒ ÔÏ ÈÉÓ ÃÕÌÔÉÓÔÓͻ ÄÅÐÉÃÔÉÏÎÓ ÏÆ ÈÉÍȟ 
ÅÉÔÈÅÒ ÁÓ Á ÃÏÍÅÌÙ ÈÕÍÁÎÏÉÄȟ ÕÓÕÁÌÌÙ ÁÎ ÅÌÆ ÏÒ Á ÈÕÍÁÎȟ ÅÍÅÒÇÉÎÇ ÆÒÏÍ Á ÃÏÃÏÏÎȟ ÏÒ 
ÁÓ Á ÍÏÎÓÔÒÏÕÓȟ ÁÎÔÈÒÏÐÏÍÏÒÐÈÉÃ ÃÏÃÏÏÎȢ 
 4ÈÅ #ÈÉÌÄÒÅÎ ÏÆ ÔÈÅ 'ÏÌÄÅÎ #ÏÃÏÏÎ ÕÓÕÁÌÌÙ ÅÓÔÁÂÌÉÓÈ ÈÅÒÍÉÔÁÇÅÓ ×ÈÅÒÅ ÔÈÅÙ ÃÁÎ 
ÓÔÕÄÙ ÁÎÄ ÐÒÅÐÁÒÅ ÆÏÒ ÔÈÅÉÒ ÄÅÍÏÎÉÃ ÁÐÏÔÈÅÏÓÅÓ ×ÉÔÈÏÕÔ ÉÎÔÅÒÆÅÒÅÎÃÅȢ  /ÔÈÅÒ 
ÆÏÌÌÏ×ÅÒÓ ÄÉÓÇÕÉÓÅ ÔÈÅÍÓÅÌÖÅÓ ÁÓ ÔÒÁÖÅÌÉÎÇ ÈÅÁÌÅÒÓ ÏÒ ÔÉÎËÅÒÅÒÓ ÓÏ ÔÈÁÔ ÔÈÅÙ ÃÁÎ ÓÐÒÅÁÄ 
ÔÈÅÉÒ ÌÏÒÄͻÓ ÂÌÅÓÓÉÎÇÓ ÁÃÒÏÓÓ ÔÈÅ ÌÁÎÄȟ ÃÒÅÁÔÉÎÇ ÈÏÒÒÉÆÉÃ ÏÕÔÂÒÅÁËÓ ÏÆ ÍÕÔÁÇÅÎÉÃ 
ÄÉÓÅÁÓÅÓȢ 
 3ÏÍÅÔÉÍÅÓȟ ÔÈÅ 0ÒÉÎÃÅ ÏÆ 4ÈÅ 'ÏÌÄÅÎ #ÏÃÏÏÎ ×ÉÌÌ ÓÅÎÄ ÆÏÒÔÈ ÈÉÓ ÅÎÖÏÙÓȟ ÔÈÅ 
ÂÁÂÉÌÎÅÒÉÁÔÈ ÄÅÍÏÎÓȟ ÔÏ ÍÁËÅ ÈÉÓ ÉÎÆÌÕÅÎÃÅ ÍÏÒÅ ÆÏÒÃÅÆÕÌÌÙ ËÎÏ×ÎȢ 
 /ÔÈÅÒ ÄÅÍÏÎ ÌÏÒÄÓ ÒÅÇÁÒÄ !ÇÁÐÁ "ÁÂÉÌÎÅÒÉÁÔÈ ÁÓ Á ÂÁÂÂÌÉÎÇ ÆÏÐȟ ÁÓ ÈÉÓ ÃÏÎÓÔÁÎÔ 
ÙÁÍÍÅÒÉÎÇÓ ÁÂÏÕÔ ÁÓÃÅÎÓÉÏÎ ÁÎÄ ȰÈÁÒÍÏÎÉÏÕÓ ÔÒÁÎÓÆÏÒÍÁÔÉÏÎȱ ÁÒÅ ÓÅÅÎ ÁÓ 
ÍÏÎÏÔÏÎÏÕÓÌÙ ÁÎÎÏÙÉÎÇȢ  "ÕÔȟ ÂÅÃÁÕÓÅ ÔÈÅ 0ÒÉÎÃÅͻÓ ÓÃÈÅÍÅÓ ÂÒÉÎÇ ÐÏ×ÅÒ ÔÏ ÔÈÅ !ÂÙÓÓȟ 
ÅÓÐÅÃÉÁÌÌÙ ÁÆÔÅÒ ÐÕÌÌÉÎÇ ÁÎ ÅÎÔÉÒÅ ×ÏÒÌÄ ÉÎÔÏ ÔÈÅ !ÂÙÓÓ ÔÈÒÏÕÇÈ Á ȰÍÏÎÓÔÅÒ ÐÌÁÇÕÅȟȱ 
ÍÏÓÔ ÏÔÈÅÒ ÄÅÍÏÎ ÌÏÒÄÓ ÔÁËÅ ÇÒÅÁÔ ÐÁÉÎÓ ÔÏ ÌÅÁÖÅ ÈÉÍ ÁÎÄ ÈÉÓ ÅÎÖÏÙÓ ÁÌÏÎÅ ÁÓ Á 
ÃÏÕÒÔÅÓÙȢ 



107 
 

 



108 
 

 ! ÄÁÎÇÅÒÏÕÓ ÈÙÂÒÉÄ ÏÆ ÆÕÎÇÕÓ ÁÎÄ ÓÃÏÒÐÉÏÎ ÎÁÔÉÖÅ ÔÏ ÔÈÅ &ÏÒÅÓÔ ÏÆ 0ÏÉÓÏÎÅÄ 
$ÒÅÁÍÓ ÉÎ 3ÈÅÄÁËÌÁÈȢ  )ÔÓ ÖÅÎÏÍ ÉÓ ÄÅÂÉÌÉÔÁÔÉÎÇȟ ÂÕÔ ÉÔÓ ÆÕÎÇÁÌ ÐÒÏÔÒÕÓÉÏÎÓ ÁÒÅ 
ÄÅÌÉÃÉÏÕÓ ÉÆ ÃÏÏËÅÄ ÔÈÏÒÏÕÇÈÌÙȢ 
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 4ÈÅ ÖÉÒÕÓÂÅÁÓÔ !ÌÐÈÁÖÉÒÕÓ ÉÓ ÔÈÅ ÅÌÄÅÓÔȟ ÉÆ ÎÏÔ ÔÈÅ ÍÏÓÔ ÐÏ×ÅÒÆÕÌȟ ÏÆ ÔÈÅ ÖÁÒÉÏÕÓ 
ÓÃÉÏÎÓ ÏÆ ÔÈÅ ÄÉÓÅÁÓÅ ÄÅÉÔÙȟ -ÅÇÁÌÏÖÉÒÕÓȢ  !ÌÐÈÁÖÉÒÕÓ ÉÓ Á ÃÈÁÒÍÉÎÇȟ ×ÉÔÔÙ ÃÒÅÁÔÕÒÅ 
ÐÏÓÓÅÓÓÅÄ ÏÆ ÂÏÔÈ ÈÏÒÒÉÆÉÃ ÁÒÃÁÎÅ ÐÏ×ÅÒ ÁÎÄ Á ÌÉÔÅÒÁÌÌÙ ÉÎÆÅÃÔÉÏÕÓ ÐÅÒÓÏÎÁÌÉÔÙȢ  4ÈÏÓÅ 
×ÈÏ ËÎÏ× ÏÆ ÉÔ ËÎÏ× ÔÈÁÔ ÉÔ ÓÅÅËÓ ÔÏ ÓÕÐÐÌÁÎÔ ÉÔÓ ÓÉÒÅ ÅÖÅÎ ÁÓ ÉÔ ÅÓÔÁÂÌÉÓÈÅÓ ÍÙÓÔÅÒÙ 
ÃÕÌÔÓ ÁÎÄ ÃÒÉÍÅ ÒÉÎÇÓ ÉÎ -ÅÇÁÌÏÖÉÒÕÓͻ ÎÁÍÅȢ  )Ô ÉÓ ÁÓÓÕÍÅÄ ÔÈÁÔ ÉÔ ÉÓ ÂÅÃÁÕÓÅ !ÌÐÈÁÖÉÒÕÓ 
ÉÓ ÁÎ ÁÒÒÏÇÁÎÔȟ ÉÎÓÁÎÅÌÙ ÔÒÅÁÃÈÅÒÏÕÓ ÓÃÈÅÍÅÒȢ  7ÈÉÌÅ ÔÈÉÓ ÉÓ ÔÒÕÅȟ ÔÈÅ ÒÅÁÌ ÔÒÕÔÈ ÉÓ 
ÂÅÃÁÕÓÅ !ÌÐÈÁÖÉÒÕÓ ÉÓ ÁÃÔÕÁÌÌÙ Á ÐÒÅÍÁÔÕÒÅÌÙ ÁÃÔÉÖÁÔÅÄ ÂÁÃËÕÐ ÃÏÐÙ ÏÆ ÉÔÓ ÌÏÒÄȟ ÁÎÄ ÉÓ 
ÍÅÒÅÌÙ ÅØÅÃÕÔÉÎÇ ÉÔÓ ÆÁÉÌÓÁÆÅ ÐÒÏÇÒÁÍÍÉÎÇ ÁÓ ÐÅÒ ÉÔÓ ÃÒÅÁÔÏÒͻÓ ÎÏÎÓÅÎÓÉÃÁÌ ÏÒÄÅÒÓȢ 
 4ÈÅ ÖÉÒÕÓÂÅÁÓÔ ÉÓ ÄÅÓÃÒÉÂÅÄ ÁÓ Á ÒÉÎÇ ÏÆ ÅÙÅÓȟ ÔÅÎÔÁÃÌÅÓ ÁÎÄ ÉÎÖÅÒÔÅÄȟ ÅØÐÏÓÅÄ 
ÉÎÔÅÒÎÁÌ ÏÒÇÁÎÓ ÍÏÕÎÔÅÄ ÏÎ Á ÌÏÎÇ ÔÁÉÌȟ ÁÓ ÉÆ Á ÎÁÇÁ ×ÅÒÅ ÔÕÒÎÅÄ ÉÎÔÏ Á ÍÉÎÄÆÌÁÙÅÒȟ ÔÈÅÎ 
ÔÕÒÎÅÄ ÉÎÓÉÄÅ ÏÕÔȢ  4ÈÅ ÃÒÅÁÔÕÒÅͻÓ ÖÏÉÃÅȟ ÈÏ×ÅÖÅÒȟ ÉÓ ÒÅÇÁÒÄÅÄ ÁÓ ÉÔÓ ÍÏÓÔ Á×ÆÕÌ ÆÅÁÔÕÒÅȟ 
ÁÓȟ ×ÈÅÎ ÉÔ ÓÐÅÁËÓȟ ÉÔͻÓ ÁÓ ÉÆ ÏÎÅ ÉÓ ÂÅÉÎÇ ÓÐÏËÅÎ ÔÏ ÂÙ Á ÃÈÏÒÕÓ ÏÆ ÆÌÕÔÅÓ ÏÒ Á ÃÈÏÉÒ ÏÆ 
ÁÎÇÅÌÓȟ ÁÓ ÉÆ ÔÈÅ ×ÉÎÄ ÏÎ ÔÈÅ ÆÉÅÌÄÓ ÁÎÄ ÔÈÅ ÂÉÒÄÓ ÁÌÌ ËÎÏ× ÙÏÕÒ ÎÁÍÅȢ  7ÉÔÈ ÉÔÓ ÔÅÒÒÉÂÌÅ 
ÖÏÉÃÅȟ !ÌÐÈÁÖÉÒÕÓ ÃÁÎ ÅÎÔÅÒ Á ÖÉÃÔÉÍͻÓ ÍÉÎÄ ÔÏ ÉÍÐÒÉÓÏÎ ÔÈÅÍ ÆÒÏÍ ÔÈÅ ÉÎÓÉÄÅ ÏÕÔȢ  /Æ 
ÃÏÕÒÓÅȟ ÂÅÉÎÇ ÄÅÁÆ ÉÓ ÌÉÔÔÌÅ ÄÅÆÅÎÓÅȟ ÁÓ ÔÈÅ ÈÏÒÒÏÒ ÃÁÎ ÁÌ×ÁÙÓ ÉÎÓÅÒÔ Á ÔÅÎÔÁÃÌÅ ÄÉÒÅÃÔÌÙ 
ÉÎÔÏ Á ÂÅÉÎÇͻÓ ÂÒÁÉÎ ÁÎÄ ÍÁÎÕÁÌÌÙ ÒÅÐÒÏÇÒÁÍ ÔÈÅÍȢ  )Ô ÈÁÓ ÌÉÔÔÌÅ ÒÅÇÁÒÄ ÆÏÒ ÔÈÅ ÕÎÄÅÁÄ 
ÄÕÅ ÔÏ ÉÔÓ Ï×Î ÌÉÍÉÔÅÄ ÕÎÄÅÒÓÔÁÎÄÉÎÇ ÏÆ ÎÅÃÒÏÍÁÎÃÙ ÁÎÄ ÔÈÅ ÐÏÏÒ ÓÔÁÔÅ ÏÆ ÍÏÓÔ 
ÕÎÄÅÁÄÓȭ ÎÅÒÖÏÕÓ ÓÙÓÔÅÍÓȢ 
 !ÌÐÈÁÖÉÒÕÓ ÂÒÁÇÓ ÁÂÏÕÔ ÂÅÉÎÇ ÉÍÍÏÒÔÁÌȢ  )Î Á ×ÁÙȟ ÉÔ ÉÓȟ ÁÓ ÉÎ ÁÄÄÉÔÉÏÎ ÔÏ ÂÅÉÎÇ 
ÁÂÌÅ ÔÏ ÄÅÔÁÃÈ ÏÒÇÁÎÓ ÔÏ ÇÒÏ× ÎÅ× ÍÉÎÉÏÎÓȟ ÉÔ ÃÁÎ ÁÌÓÏ ÄÅÔÁÃÈ ÏÒÇÁÎÓ ÔÏ ÃÌÏÎÅ ÉÔÓÅÌÆ ÉÎ 
ÃÁÓÅ ÔÁÍÉÎÇ ÎÅ× ÒÅÃÒÕÉÔÓ ÇÏÅÓ Á×ÒÙ ÏÒ ÏÔÈÅÒ ȰÉÎÃÉÄÅÎÔÓȱ ÏÃÃÕÒȢ  !ÎÄ ÅÖÅÎ ÉÆ ÁÎ 
ÁÄÖÅÒÓÁÒÙ ÍÁÎÁÇÅÓ ÔÏ ÂÅ ÔÈÏÒÏÕÇÈ ÅÎÏÕÇÈ ÔÏ ÄÅÓÔÒÏÙ ÉÔÓ ÄÅÔÁÃÈÍÅÎÔȟ !ÌÐÈÁÖÉÒÕÓ ÃÁÎ 
ÓÔÉÌÌ ÒÅÓÔÏÒÅ ÉÔÓ ÐÈÙÓÉÃÁÌ ÆÏÒÍ ÂÙ ÌÅÅÃÈÉÎÇ ÏÆÆ ÔÈÅ ÌÉÆÅÆÏÒÃÅÓ ÏÆ ÉÔÓ ÌÅÇÉÏÎÓ ÏÆ ÃÈÁÒÍÅÄ 
ÍÉÎÉÏÎÓȢ 
 !ÌÌÅÇÅÄÌÙȟ ÉÔÓ ÌÁÔÅÓÔ ÓÃÈÅÍÅ ÔÏ ÕÓÕÒÐ ÉÔÓ ÐÁÒÅÎÔȟ ÌÅÔÔÉÎÇ ÉÔȟ -ÅÇÁÌÏÖÉÒÕÓȟ ÁÎÄ 
)ÏÖÉÒÕÓ ÂÅÃÏÍÅ ÔÒÁÐÐÅÄ ÉÎ ÁÎ ÁÒÔÉÆÁÃÔ ÃÁÌÌÅÄ ÔÈÅ #ÈÕÁÎÇÇÕÁÎȟ ÏÒ Ȱ"ÕÇ "ÏØȢȱ 
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 4ÈÅ "ÅÌÅÁÇÕÅÒÅÄ !ÒÔÉÓÔ ÉÓ ÔÈÅ ÆÏÕÎÄÅÒ ÏÆ ÔÈÅ 4ÅÎ !ÂÏÍÉÎÁÔÉÏÎÓȟ ÁÎÄ ÃÌÁÉÍÓ 
ÄÏÍÉÎÉÏÎ ÏÖÅÒ ÁÌÌ ×ÈÏ ÈÁÖÅ ÂÅÅÎ ÄÒÉÖÅÎ ÍÁÄ ÂÙ ÉÎÓÐÉÒÁÔÉÏÎȢ  !ÍÅÎÔÉÁ ×ÏÕÌÄ ÌÅÁÄ ÈÉÓ 
ÏÒÇÁÎÉÚÁÔÉÏÎ ÄÉÒÅÃÔÌÙȟ ÂÕÔ ÈÅ ÄÅÌÅÇÁÔÅÓ ÔÈÁÔ ÔÁÓË ÔÏ 3ÕÐÅÒÂÉÏ ÓÏ ÈÅ ÃÁÎ ÆÏÃÕÓ ÏÎ ÈÉÓ 
Ï×Î ÍÙÒÉÁÄ ÓÃÈÅÍÅÓ ÁÎÄ ÐÒÏÊÅÃÔÓȟ ×ÈÉÃÈ ÒÁÎÇÅ ÆÒÏÍ ÍÅÔÉÎÇ ÏÕÔ ÒÅÖÅÎÇÅȟ ÒÅÑÕÉÒÉÎÇ Á 
ÄÅÌÉÃÁÔÅ ÔÏÕÃÈ ÁÎÄ ×ÏÒÌÄÓȤÓÐÁÎÎÉÎÇ ÃÁÔÁÓÔÒÏÐÈÅÓȟ ÔÏ ÐÕÔÔÉÎÇ ÏÕÔ Á ÌÉÎÅ ÏÆ ÃÈÉÎÔÚÙ 
ÍÕÇÓȢ  7ÈÉÌÅ 3ÕÐÅÒÂÉÏ ÉÓ ÔÈÅ ÌÅÁÄÅÒ ÏÆ ÔÈÅ 4ÅÎȟ ÔÈÅ ÏÔÈÅÒÓ ÁÒÅ ÆÕÌÌÙ Á×ÁÒÅ ÔÈÅÙ ÁÒÅ ÎÏÔ 
ÁÌÌÏ×ÅÄ ÔÏ ÃÈÁÌÌÅÎÇÅ !ÍÅÎÔÉÁ ×ÉÔÈÏÕÔ ÐÅÒÍÉÓÓÉÏÎȢ  7ÉÔÈ ÔÈÅ ÅØÃÅÐÔÉÏÎ ÏÆ )ÒÁÍȟ ÄÕÅ ÔÏ 
ÈÉÓ ÎÁÔÕÒÅȟ ÎÏÎÅ ÏÆ ÔÈÅ ÏÔÈÅÒ !ÂÏÍÉÎÁÔÉÏÎÓ ÄÅÉÇÎ ÔÏ ÐÒÏÔÅÓÔ ÏÒ ÃÏÍÐÌÁÉÎ ×ÈÅÎÅÖÅÒ ÈÅ 
ÃÁÌÌÓ ÕÐÏÎ ÔÈÅÍ ÔÏ ÐÁÒÔÉÃÉÐÁÔÅ ÉÎ ÈÉÓ ÍÁÃÈÉÎÁÔÉÏÎÓȢ 
 !ÍÅÎÔÉÁ ÍÁÎÁÇÅÓ ÈÉÓ ÐÌÏÔÓ ÆÒÏÍ ÔÈÅ 4ÈÏÕÓÁÎÄ 4Ï×ÅÒȟ ÁÎ ÉÍÍÅÎÓÅȟ ÔÒÅÅȤÌÉËÅ 
ÂÕÉÌÄÉÎÇ ÉÎ ÔÈÅ !ÂÙÓÓÁÌ ÌÁÙÅÒ ËÎÏ×Î ÁÓ ÔÈÅ 'ÒÁÖÅÙÁÒÄ ÏÆ $ÒÅÁÍÓȟ Á ÓÐÒÁ×ÌÉÎÇ 
ÎÅÃÒÏÐÏÌÉÓ ÏÆ ÔÏÍÂÓ ×ÈÅÒÅ ÐÅÏÐÌÅͻÓ ÈÏÐÅÓ ÇÏ ×ÈÅÎ ÔÈÅÙ ÇÉÖÅ ÕÐ ÏÎ ÔÈÅÍȢ  !ÍÅÎÔÉÁ 
ÐÅÒÉÏÄÉÃÁÌÌÙ ÓÅÎÄÓ ÓÏÍÅ ÏÆ ÈÉÓ ÌÁÃËÅÙÓ ÄÏ×Î ÉÎÔÏ ÔÈÅ ÓÅÐÕÌÃÈÅÒÓ ÔÏ ÓÅÁÒÃÈ ÆÏÒ 
ÉÎÓÐÉÒÁÔÉÏÎȢ  -ÏÓÔ ÎÅÖÅÒ ÒÅÔÕÒÎȟ ÁÓ ÔÈÅ ÄÅÐÒÅÓÓÉÎÇ ÇÌÏÏÍ ÏÆ ÔÈÅ 'ÒÁÖÅÙÁÒÄ ÒÏÔÓ Á×ÁÙ 
ÔÈÅ ×ÉÌÌ ɉÁÎÄ ÂÏÄÉÅÓɊ ÏÆ ÁÎÙ ÌÉÖÉÎÇ ÂÅÉÎÇ ÍÏÒÅ ÃÏÍÐÌÅØ ÔÈÁÎ Á ÍÁÎÅÓȢ  4ÈÏÓÅ ÆÅ× ×ÈÏ 
ÒÅÔÕÒÎ ÁÒÅ ÕÓÕÁÌÌÙ ÐÕÎÉÓÈÅÄ ÆÏÒ ÔÈÅÉÒ ÉÎÁÄÅÑÕÁÔÅ ÆÉÎÄÉÎÇÓȟ ÅÉÔÈÅÒ ÂÙ ÂÅÉÎÇ ×ÏÒËÅÄ ÔÏ 
ÄÅÁÔÈ ÉÎ ÏÎÅ ÏÆ ÔÈÅÉÒ ÍÁÓÔÅÒͻÓ Ó×ÅÁÔÓÈÏÐÓȟ ÏÒ ÒÅÃÙÃÌÅÄ ÉÎÔÏ ÁÎ ÁÒÔ ÐÒÏÊÅÃÔȢ  !ÍÅÎÔÉÁͻÓ 
ÄÅÍÏÎ ÍÉÎÉÏÎÓ ÆÁÌÌ ÉÎÔÏ ÔÈÒÅÅ ÃÁÍÐÓȡ ÈÉÓ ÐÅÒÓÏÎÁÌ ÃÒÅÁÔÉÏÎÓȠ ÓÎÉÖÅÌÉÎÇȟ ÓÙÃÏÐÈÁÎÔÉÃ 
ÓÌÕÇÁÂÅÄÓ ×ÈÏ ÖÁÃÉÌÌÁÔÅ ÂÅÔ×ÅÅÎ ÌÏÕÎÇÉÎÇ ÁÂÏÕÔ ÉÎ !ÍÅÎÔÉÁͻÓ ÍÕÓÅÕÍÓ ÁÎÄ 
ÐÁÎÉÃËÉÎÇ ÏÖÅÒ ÔÈÅ ÎÅØÔ ÄÉÓÁÓÔÒÏÕÓ ÍÏÏÄÓ×ÉÎÇȠ ÁÎÄ ÓÈÒÉÅËÉÎÇ ÆÁÎÁÔÉÃÓ ×ÈÏ ÆÉÒÍÌÙ 
ÂÅÌÉÅÖÅ ÔÈÁÔ ÂÅÉÎÇ ÉÎÃÏÒÐÏÒÁÔÅÄ ÉÎÔÏ ÏÎÅ ÏÆ !ÍÅÎÔÉÁͻÓ ÍÁÓÔÅÒÐÉÅÃÅÓ ÉÓ ÔÈÅ ÕÌÔÉÍÁÔÅ 
ÁÐÏÔÈÅÏÓÉÓȢ 
 4ÅÃÈÎÉÃÁÌÌÙ ÓÐÅÁËÉÎÇȟ ÁÌÌ ÏÆ !ÍÅÎÔÉÁͻÓ ÍÏÒÔÁÌ ÓÅÒÖÁÎÔÓ ÁÒÅ ÈÉÓ ×ÉÌÌÉÎÇ ÆÏÌÌÏ×ÅÒÓȟ 
ÁÓ ÁÎÙÏÎÅ ×ÈÏ ÁÃÃÅÐÔÓ !ÍÅÎÔÉÁͻÓ ÏÆÆÅÒ ÏÆ ÁÓÓÉÓÔÁÎÃÅ ÉÎ ÔÈÅÉÒ ÁÒÔÉÓÔÉÃ ÅÎÄÅÁÖÏÒÓ 
ÁÕÔÏÍÁÔÉÃÁÌÌÙ ÐÌÅÄÇÅÓ ÔÈÅÉÒ ÓÏÕÌ ÔÏ ÈÉÍ ÆÏÒ ÁÌÌ ÅÔÅÒÎÉÔÙȢ  4ÈÅ ,ÏÒÄ ÏÆ ÔÈÅ -ÁÄ ÁÐÐÅÁÒÓ 
ÔÏ ÓÔÒÕÇÇÌÉÎÇ ÁÒÔÉÓÔÓȟ ÐÁÒÔÉÃÕÌÁÒÌÙ ÏÆ ÁÎ ÁÒÃÁÎÅ ÂÅÎÔȟ ÁÎÄ ÏÆÆÅÒÓ ÔÈÅÍ ÁÎÙÔÈÉÎÇ ÔÈÅÙ 
ÎÅÅÄȟ ÂÅ ÉÔ Á ÍÏÔÅ ÏÆ ÉÎÓÉÇÈÔȟ ÆÕÎÄÉÎÇȟ ÏÒ ÅÖÅÎ ÍÁÇÉÃÁÌ ÐÏ×ÅÒȢ  4ÈÅÒÅÁÆÔÅÒȟ !ÍÅÎÔÉÁ ÃÁÌÌÓ 
ÕÐÏÎ ÈÉÓ ÍÏÒÔÁÌ ÓÅÒÖÁÎÔÓ ÔÏ ÓÐÒÅÁÄ ÉÎÓÐÉÒÁÔÉÏÎȟ ÕÓÕÁÌÌÙ ÓÏÃÉÅÔÁÌ ÃÈÁÏÓ ÏÒ 
ÄÉÓÓÅÍÉÎÁÔÉÏÎ ÏÆ ÆÏÒÂÉÄÄÅÎ ÌÏÒÅȟ ÁÃÒÏÓÓ ÔÈÅ ÌÁÎÄȟ ×ÈÅÎ ÈÅ ÉÓ ÎÏÔ ÒÅÑÕÉÒÉÎÇ ÔÈÅÉÒ ÄÉÒÅÃÔ 
ÐÁÒÔÉÃÉÐÁÔÉÏÎ ÉÎ ÈÉÓ ÓÃÈÅÍÅÓȢ  (ÉÓ ÃÕÌÔÉÓÔÓ ÇÅÎÅÒÁÌÌÙ ÏÒÇÁÎÉÚÅ ÔÈÅÍÓÅÌÖÅÓ ÅÉÔÈÅÒ ÁÓ Á 
ÈÅÒÍÉÔÁÇÅ ÏÆ ÃÏÌÌÁÂÏÒÁÔÉÎÇ ÅÑÕÁÌÓȟ ÏÒ ÁÓ Á ÓÔÕÄÉÏ ÏÆ ÁÐÐÒÅÎÔÉÃÅÓ ÈÅÁÄÅÄ ÂÙ Á ÍÁÓÔÅÒȢ  
-ÏÒÔÁÌ ÓÅÒÖÁÎÔÓ ×ÈÏ ÉÍÐÒÅÓÓ ÔÈÅ "ÅÌÅÁÇÕÅÒÅÄ !ÒÔÉÓÔȟ ÏÒ ÂÅÔÔÅÒ ÙÅÔȟ ÐÒÏÖÅ ÔÏ ÂÅ 
ÉÒÒÅÐÌÁÃÅÁÂÌÅ ÃÏÇÓȟ ÁÒÅ ÒÅ×ÁÒÄÅÄ ×ÉÔÈ ÄÅÍÏÎÉÃ ÐÒÏÍÏÔÉÏÎ ÕÐÏÎ ÔÈÅÉÒ ÄÅÁÔÈÓȟ ÏÒ 
ÔÒÁÎÓÆÏÒÍÁÔÉÏÎ ÉÎÔÏ ÌÉÃÈÅÓȢ  ,ÁÃËÌÕÓÔÅÒ ÆÌÕÎËÉÅÓ ÆÉÎÄ ÔÈÅÍÓÅÌÖÅÓ ÍÉÌÌÉÎÇ ÁÂÏÕÔ ÔÈÅ 
'ÒÁÖÅÙÁÒÄ ÏÆ $ÒÅÁÍÓ ÁÓ ÐÅÔÉÔÉÏÎÅÒÓ ÏÒ ÇÈÏÓÔÓȟ ÌÁÍÅÎÔÉÎÇ ÔÈÅÉÒ ÄÅÃÉÓÉÏÎÓ ÉÎ ÌÉÆÅ ÕÎÔÉÌ 
!ÍÅÎÔÉÁ ÉÓ ÒÅÁÄÙ ÔÏ ÐÒÏÃÅÓÓ ÔÈÅÍ ÉÎÔÏ ÅÔÈÅÒÉÕÍ ÏÒ ÓÐÁÒÅ ÐÁÒÔÓȢ 
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 4ÈÅ 'ÒÅÁÔÅÒ +ÉÎÇ ÏÆ 4ÈÅ $ÅÅÐÅÒ $ÁÒËÎÅÓÓȟ ÔÈÅ !ÐÏËÒÙÌÔÁÒÏÓȟ ÉÓ Á ÐÒÉÍÏÒÄÉÁÌ ÏÆ 
ÔÈÅ ×ÁÔÅÒÓȟ ÁÎÄ ÉÓ ÔÈÅ ÓÉÂÌÉÎÇ ÏÆ ÔÈÅ ÐÒÉÍÏÒÄÉÁÌÓ ,ÉÙ×ÁÔÁÎ ÁÎÄ .ÕÍÕ (ÁÖÁȢ  4ÏÇÅÔÈÅÒȟ 
ÔÈÅÙ ÁÒÅ ÏÆÔÅÎ ÒÅÆÅÒÒÅÄ ÔÏ ÁÓ Ȱ4ÈÅ 4ÈÒÅÅ /ÃÅÁÎÓȟȱ ÁÎÄ ÁÒÅ ÒÅÐÒÅÓÅÎÔÅÄ ÂÙ ÔÈÒÅÅ 
ÔÒÉÁÎÇÌÅÓ ÁÒÒÁÎÇÅÄ ÉÎ ÁÎ ÉÎÖÅÒÔÅÄ ÔÒÉÁÎÇÌÅȟ ÔÈÅ 'ÒÅÁÔÅÒ +ÉÎÇͻÓ ÂÅÉÎÇ ÔÈÅ ÂÏÔÔÏÍ 
ÔÒÉÁÎÇÌÅȟ ×ÈÉÃÈ ÉÓ ÒÅÄ ÏÒ ÂÌÁÃËȢ 
 )Î ÁÎÃÉÅÎÔ ÔÉÍÅÓȟ ÔÈÅ !ÐÏËÒÙÌÔÁÒÏÓ ÌÁÉÒÅÄ ÉÎ ÔÈÅ !ÂÙÓÓÁÌ /ÃÅÁÎ ÁÎÄ ÑÕÁÒÒÅÌÅÄ 
×ÉÔÈ ÔÈÅ /ÂÙÒÉÔÈÓȟ ÁÎÄ ÔÈÅÎȟ ×ÈÅÎ ÔÈÅ /ÂÙÒÉÔÈÓ ÆÅÌÌȟ ÑÕÁÒÒÅÌÅÄ ×ÉÔÈ ÔÈÅ 4ÁÎÁÒͻÒÉȢ  7ÈÅÎ 
ÔÈÅ !ÐÏËÒÙÌÔÁÒÏÓ ÁÔÔÅÍÐÔÅÄ ÔÏ ÃÏÎÑÕÅÒȟ ÏÒ ÐÅÒÈÁÐÓ ÄÅÓÔÒÏÙ ÔÈÅ 0ÒÉÍÅ -ÁÔÅÒÉÁÌ ×ÉÔÈ 
ÉÔÓ Ȱ2ÁÉÎ ÏÆ 7ÏÒÍÓȟȱ ÉÔ ×ÁÓ ÂÅÁÔÅÎ ÂÁÃË ÁÎÄ ÄÅÆÅÁÔÅÄ ÂÙ ÔÈÅ 'ÏÄÓȟ ÅÉÔÈÅÒ ÂÙ 3ÈÁÍÁÓÈȟ 
4ÈÅ 3×ÏÒÄ ÏÆ 4ÈÅ 3ÕÎȟ ÏÒ "ÁÏÈÁÎȟ 4ÈÅ 4ÉÇÅÒ /Æ 4ÈÅ 3ËÙȟ ×ÈÏ ÉÍÐÁÌÅÄ ÔÈÅ ÈÏÒÒÏÒ ×ÉÔÈ 
ÔÈÅ ÇÉÇÁÎÔÉÃ Ȱ3ÐÅÁÒ /Æ 7ÉÎÄȟȱ ÐÉÎÎÉÎÇ ÉÔ ÔÏ ÔÈÅ ÆÌÏÏÒ ÏÆ ÁÎ !ÂÙÓÓÁÌ ÌÁÙÅÒ ËÎÏ×Î ÁÓ Ȱ4ÈÅ 
,ÁÎÄ ÏÆ !ÓÈ ÁÎÄ 3ÈÁÄÏ×ÓȢȱ  4ÈÅ +ÉÎÇ ÏÆ 7ÏÒÍÓ ÈÁÓ ÒÅÍÁÉÎÅÄ ÔÒÁÐÐÅÄ ÅÖÅÒ ÓÉÎÃÅȢ  4ÈÅ 
ÄÅÍÏÎÓ ÁÒÅ ÒÅÌÕÃÔÁÎÔ ÔÏ ÅÉÔÈÅÒ ÁÔÔÁÃË ÏÒ ÁÓÓÉÓÔ ÔÈÅ !ÐÏËÒÙÌÔÁÒÏÓȟ ÅÖÅÎ ÉÎ ÉÔÓ ×ÅÁËÅÎÅÄ 
ÓÔÁÔÅȢ  4ÈÅ ÏÌÄÅÒ ÄÅÍÏÎ ÌÏÒÄÓ ÒÅÍÅÍÂÅÒ ÔÈÅÉÒ ×ÁÒÓ ×ÉÔÈ ÉÔȟ ÁÎÄ ÆÅÁÒ ÁÎ ÁÔÔÅÍÐÔ ÁÔ 
ÁÓÓÁÓÓÉÎÁÔÉÏÎ ÍÁÙ ÌÏÏÓÅÎ ÉÔÓ ÂÏÎÄÓȢ  4ÈÅ ÂÉÔÔÅÒ ÍÅÍÏÒÉÅÓ ÏÆ ÉÔÓ ÉÎÃÅÓÓÁÎÔ ÁÔÔÅÍÐÔÓ ÁÔ 
!ÂÙÓÓÁÌ ÄÏÍÉÎÁÎÃÅ ÍÁËÅ ÐÌÁÎÓ ÏÆ ÁÌÌÉÁÎÃÅ ÏÒ ÁÓÓÉÓÔÁÎÃÅ ÁÎ ÕÎÌÉËÅÌÙ ÐÉÐÅÄÒÅÁÍ ÁÔ ÂÅÓÔȟ 
ÔÏÏȢ  $ÅÓÐÉÔÅ ÔÈÅ ÌÁÃË ÏÆ ÁÌÌÉÅÓȟ ÔÈÅ !ÐÏËÒÙÌÔÁÒÏÓͻ ÉÎÆÌÕÅÎÃÅ ÐÅÒÓÉÓÔÓ ÄÕÅ ÔÏ ÔÈÅ +ÉÎÇ ÏÆ 
7ÏÒÍÓͻ ÌÅÇÉÏÎÓ ÏÆ ÓÐÉÅÓ ÁÎÄ ÓÅÒÖÁÎÔÓȢ 
 4ÈÅ !ÐÏËÒÙÌÔÁÒÏÓ ÐÏÓÓÅÓÓÅÓ ÍÁÎÙ ÃÕÌÔÓȟ ÁÓ ÔÈÅ +ÉÎÇ ÏÆ 7ÏÒÍÓ ÇÅÎÅÒÏÕÓÌÙ ÇÒÁÎÔÓ 
ÉÔÓ ÆÏÌÌÏ×ÅÒÓ ÉÍÍÅÎÓÅ ÁÒÃÁÎÅ ÐÏ×ÅÒÓ ÁÓ ÐÁÙÍÅÎÔ ÆÏÒ ÔÈÅÉÒ ÄÅÖÏÔÉÏÎȢ  3ÐÏÎÔÁÎÅÏÕÓ 
ÔÒÁÎÓÆÏÒÍÁÔÉÏÎ ÉÎÔÏ ÁÎ ÕÎÄÅÁÄ ÃÒÅÁÔÕÒÅ ÉÓ ÓÅÅÎ ÁÓ Á ÓÉÇÎ ÏÆ ÔÈÅ !ÐÏËÒÙÌÔÁÒÏÓͻ ÆÁÖÏÒȟ ÁÓ 
ÓÅÖÅÒÁÌ ÏÆ ÉÔÓ ÉÍÐÏÒÔÁÎÔ ÌÉÅÕÔÅÎÁÎÔÓ ÁÒÅ ÌÉÃÈÅÓ ÁÎÄ ÇÈÏÓÔÓȟ ÓÕÃÈ ÁÓ 'ÅÍÁÔÈÕÓÔÒÁȟ 'ÅÓÏ 
6ÁÍÉÄÁÒȟ ÁÎÄ ÔÈÅ 'ÒÅÅÎ %ÍÐÒÅÓÓȢ  4ÈÅ !ÐÏËÒÙÌÔÁÒÏÓͻ ÃÕÌÔÓ ÓÅÒÖÅ ÔÈÅÉÒ ÍÁÓÔÅÒ ÂÙ 
ÃÏÒÒÕÐÔÉÎÇ ÔÈÅ ÓÏÃÉÅÔÉÅÓ ÔÈÅÙ ÉÎÆÅÓÔȟ ÁÎÄ ÂÙ ÃÏÎÊÕÒÉÎÇ ÍÏÎÓÔÅÒÓ ÁÎÄ ÆÉÅÎÄÓ ×ÉÔÈ ×ÈÉÃÈ 
ÔÏ ÍÁËÅ ÍÉÓÃÈÉÅÆȢ  )ÔÓ ÃÕÌÔÉÓÔÓ ÁÒÅ ÔÏÌÄ ÁÎÄ ÂÅÌÉÅÖÅ ÔÈÁÔ ÉÔ ÉÓ ÔÈÅÉÒ ÓÁÃÒÅÄ ÄÕÔÙȟ ÔÈÅÉÒ ÈÏÌÙ 
ÑÕÅÓÔȟ ÔÏ ÒÅÔÕÒÎ ÔÈÅ ÌÁÎÄ ÔÏ ÔÈÅ ÓÅÁ ÂÙ ÄÒÏ×ÎÉÎÇ ÉÔ ÉÎ ÒÏÔȢ  3ÏÍÅ ÈÏÎÅÓÔÌÙ ÂÅÌÉÅÖÅ ÔÈÁÔ 
ÆÉÌÌÉÎÇ ÐÅÏÐÌÅͻÓ ÂÅÌÌÉÅÓ ×ÉÔÈ ×ÏÒÍÓ ÁÎÄ ÆÉÌÌÉÎÇ ÔÈÅ ÁÉÒ ×ÉÔÈ ÐÕÔÒÅÆÁÃÔÉÏÎ ÉÓ ÔÈÅ ÏÎÌÙ ÐÁÔÈ 
ÔÏ ÓÁÌÖÁÔÉÏÎȢ  -ÏÓÔ ÏÆ ÔÈÅ ,ÏÒÄ ÏÆ 2ÏÔͻÓ ÃÈÉÌÄÒÅÎ ÁÃÔÕÁÌÌÙ ÄÏÎͻÔ ÃÁÒÅȟ ÓÉÍÐÌÙ ÔÁËÉÎÇ 
ÎÏÕÒÉÓÈÍÅÎÔ ÉÎ ÐÅÒÎÉÃÉÏÕÓ ÉÎÉÑÕÉÔÙȢ 
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 4ÈÅ !ÒÏÔÒÉÎȟ ÔÈÅ ,ÅÓÓÅÒ !ÄÖÅÒÓÁÒÙ ÏÆ ÔÈÅ 7ÏÒÌÄȟ ×ÁÓ Á ÈÏÒÒÉÆÙÉÎÇ ÍÏÎÓÔÅÒ 
ÃÒÅÁÔÅÄ ÉÎ ÈÏÎÏÒ ÏÆ ÁÎ !ÂÙÓÓÁÌ ÐÏ×ÅÒ ÎÏ× ÒÅÍÅÍÂÅÒÅÄ ÏÎÌÙ ÂÙ ÉÔÓ ÔÉÔÌÅȟ Ȱ4ÈÅ 'ÒÅÁÔÅÒ 
!ÄÖÅÒÓÁÒÙ ÏÆ 4ÈÅ 7ÏÒÌÄȢȱ  ! ÃÕÌÔ ÏÆ ÓÏÒÃÅÒÅÒÓ ÁÔÔÅÍÐÔÅÄ ÔÏ ÈÏÎÏÒ ÔÈÅÉÒ ÐÁÔÒÏÎ ÂÙ 
ÇÁÔÈÅÒÉÎÇ ÔÏÇÅÔÈÅÒ Á ÍÅÎÁÇÅÒÉÅ ÏÆ ÆÅÌÌ ÍÏÎÓÔÅÒÓȟ ÉÎÃÌÕÄÉÎÇ ÔÈÅ 'ÒÅÁÔÅÒ *ÁÄÅ &ÉÅÎÄȟ ÔÈÅ 
4ÅÓÓÅÉÍÅÒÁȟ ÔÈÅ +ÒÁËÅÎÂÅÁÓÔȟ ÁÎÄ ÔÈÅ +ÉÎÇ ÏÆ ÔÈÅ 6ÁÁÐÏÌÉÓËÓȟ ÁÎÄ ÓÌÁÕÇÈÔÅÒÉÎÇ ÔÈÅ 
ÃÒÅÁÔÕÒÅÓ ÔÏ ÃÒÅÁÔÅ ÁÎ ÅÆÆÉÇÙ ÏÆ ÔÈÅ 'ÒÅÁÔÅÒ !ÄÖÅÒÓÁÒÙȢ 
 )Ô ÉÓ ÓÁÉÄ ÔÈÁÔ ÔÈÅ !ÒÏÔÒÉÎ ×ÁÓ Á ÄÉÓÔÁÎÔ ÅÃÈÏ ÏÆ ÔÈÅ 'ÒÅÁÔÅÒ !ÄÖÅÒÓÁÒÙͻÓ ÐÏ×ÅÒȢ  
%ÖÅÎ ÓÏȟ ÔÈÅ !ÒÏÔÒÉÎ ×ÁÓ Á ÈÏÒÒÏÒ ÉÎ ÉÔÓ Ï×Î ÒÉÇÈÔȟ ×ÉÔÈ Á ÂÒÅÁÔÈ ÔÈÁÔ ÃÏÕÌÄ ÄÉÓÓÏÌÖÅ 
ÍÅÔÁÌȟ Á ÇÁÚÅ ÔÈÁÔ ÃÏÕÌÄ ÒÏÔ ÒÅÁÌÉÔÙȟ ×ÏÕÎÄÓ ÔÈÁÔ ÂÌÅÄ ÍÏÎÓÔÅÒÓȟ ÁÎÄ ÁÎ ÁÕÒÁ ÏÆ ÄÒÅÁÄ 
ÓÏ Á×ÆÕÌ ÔÈÁÔ ÅÖÅÎ ÔÈÅ ÄÅÁÄ ÒÏÓÅ ÕÐ ÔÏ ÆÌÅÅ ÉÔÓ ×ÁËÅȢ 
 ! ÃÉÒÃÌÅ ÏÆ ÅÉÇÈÔ ÈÅÒÏÅÓ ÅÍÅÒÇÅÄ ÔÏ ÄÏ ÂÁÔÔÌÅ ×ÉÔÈ ÔÈÅ !ÒÏÔÒÉÎ ÁÎÄ ÔÈÅ ÃÕÌÔ ÔÈÁÔ 
ÃÒÅÁÔÅÄ ÉÔȢ  7ÈÅÎ ÔÈÅ ÈÅÒÏÅÓ ÌÁÉÄ ÓÉÅÇÅ ÔÏ ÔÈÅ ÃÕÌÔͻÓ ÓÔÒÏÎÇÈÏÌÄȟ ÁÓ ÁÎ ÁÃÔ ÏÆ ÍÅÒÃÙȟ ÔÈÅ 
'ÒÅÁÔÅÒ !ÄÖÅÒÓÁÒÙ ÒÅÁÃÈÅÄ ÆÏÒÔÈ ÆÒÏÍ ÔÈÅ !ÂÙÓÓ ÔÏ ÄÅÖÏÕÒ ÉÔÓ ÍÉÎÉÏÎÓ ÂÅÆÏÒÅ ÔÈÅÙ 
ÃÏÕÌÄ ÂÅ ÆÏÒÃÅÄ ÔÏ ÄÉÖÕÌÇÅ ÔÈÅÉÒ ÃÒÅÁÔÉÏÎͻÓ ×ÅÁËÎÅÓÓÅÓȢ  %ÖÅÎ ÓÏȟ ÔÈÅ ÈÅÒÏÅÓ ÓÕÃÃÅÅÄÅÄ 
ÉÎ ÔÅÁÒÉÎÇ ÏÕÔ ÔÈÅ !ÒÏÔÒÉÎͻÓ ÃÏÒÅȟ ÅÉÔÈÅÒ ÉÔÓ ÅÙÅ ÏÒ ÉÔÓ ÈÅÁÒÔȟ ÁÎÄ ÔÈÒÅ× ÉÔ ÁÃÒÏÓÓ ÔÈÅ ÓÅÁ 
×ÈÅÒÅ ÉÔ ×ÁÓ ÂÕÒÉÅÄ ÂÅÎÅÁÔÈ Á ÍÏÕÎÔÁÉÎȢ  4ÈÕÓ ÍÏÒÔÁÌÌÙ ×ÏÕÎÄÉÎÇ ÉÔȟ ÔÈÅ ÅÉÇÈÔ ÈÅÒÏÅÓ 
ÅÖÅÎÔÕÁÌÌÙ ÃÕÔ ÔÈÅ !ÒÏÔÒÉÎ ÉÎÔÏ Á ÔÈÏÕÓÁÎÄ ÐÉÅÃÅÓ ÁÎÄ ÉÎÃÉÎÅÒÁÔÅÄ ÉÔ ÂÅÆÏÒÅ ÆÉÎÁÌÌÙ 
ÓÌÁÙÉÎÇ ÉÔȢ 
 4ÈÏÕÇÈ ÄÅÆÅÁÔÅÄ ÁÎÄ ÓÌÁÉÎȟ ÔÈÅ ,ÅÓÓÅÒ !ÄÖÅÒÓÁÒÙͻÓ ÃÏÒÅ ÒÅÍÁÉÎÓȢ  3ÏÍÅ×ÈÅÒÅȢ  
)Æ ÉÔ ×ÅÒÅ ÔÏ ÆÁÌÌ ÉÎÔÏ ÔÈÅ ×ÒÏÎÇ ÈÁÎÄÓȟ ÏÒ ÆÁÒ ×ÏÒÓÅȟ ÔÈÅ ÒÉÇÈÔ ÈÁÎÄÓȟ ×ÈÏ ËÎÏ×Ó ×ÈÁÔ 
ÈÏÒÒÏÒÓ ÃÏÕÌÄ ÂÅ ÕÎÌÅÁÓÈÅÄ ×ÉÔÈ ÉÔȩ 
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 !ÔÍÁÓÕÒÁȟ ÔÈÅ 0ÅÁÒÌ ÏÆ %ÎÖÙȟ ÉÓ Á ÄÅÉÔÙ ×ÈÏ ÅÍÅÒÇÅÄ ÆÒÏÍ ÔÈÅ ÓÕÎÄÅÒÅÄ ÓËÕÌÌ ÏÆ 
ÔÈÅ ÄÒÁÇÏÎ ÐÒÉÍÏÒÄÉÁÌȟ !ÓÈÕ +ÁÁȟ ÔÈÅ 'ÅÎÅÒÁÌ ÉÎ 6ÅÒÍÉÌÉÏÎȢ 
 *ÕÓÔ ÁÓ ÔÈÅ /ÌÙÍÐÉÁÎÓ ÌÕÓÔÅÄ ÁÆÔÅÒ ÁÎÄ ÄÅÓÉÒÅÄ 'ÁÎÙÍÅÄÅȟ ÓÏ ÄÉÄ ÔÈÅ 'ÏÄÓ ÄÅÓÉÒÅ 
!ÔÍÁÓÕÒÁȢ  4ÈÅ 0ÅÁÒÌ ÒÅÇÁÒÄÅÄ ÔÈÅ ÌÅ×Ä ÆÌÁÔÔÅÒÙ ÁÎÄ ÈÕÎÇÒÙ ÌÏÏËÓ ÈÅ ÒÅÃÅÉÖÅÄ ÆÒÏÍ 
ÈÉÓ ÈÏÓÔÓ ÔÏ ÂÅ ÄÉÓÇÕÓÔÉÎÇȟ ÂÕÔ ÄÅÍÕÒÅÌÙ ÁÌÌÏ×ÅÄ ÈÉÓ ÂÒÏÔÈÅÒȟ 'ÅÓÏ +ÁÁȟ ÔÈÅ 6ÅÒÍÉÌÉÏÎ 
4ÉÇÅÒ ÉÎ #ÈÁÉÎÓȟ ÔÏ ÒÅÂÕÆÆ ÔÈÅÍ ÏÎ ÈÉÓ ÂÅÈÁÌÆȢ 
 !ÆÔÅÒ ÔÈÅ 'ÏÄÓ ÐÕÎÉÓÈÅÄ 'ÅÓÏ +ÁÁ ÆÏÒ ×ÈÁÔ ÔÈÅÙ ÁÓÓÕÍÅÄ ×ÁÓ ÈÉÓ ÈÅÉÎÏÕÓ 
ÂÒÅÁÃÈ ÏÆ ÈÏÓÐÉÔÁÌÉÔÙȟ !ÔÍÁÓÕÒÁ ÃÕÒÓÅÄ ÔÈÅ 'ÏÄÓ ÆÏÒ ÔÈÅÉÒ ÄÅÁÄÌÙ ÆÁÉÌÕÒÅ ÔÏ ÒÅÃÏÇÎÉÚÅ 
ÔÒÏÕÂÌÅ ÅÖÅÎ ×ÈÅÎ ÉÔ ÌÉÔÅÒÁÌÌÙ ËÎÏÃËÅÄ ÏÎ ÔÈÅÉÒ ÄÏÏÒȟ ÔÈÅÎ ÆÏÌÌÏ×ÅÄ ÈÉÓ ÂÒÏÔÈÅÒ ÉÎÔÏ 
3ÁÍÓÁÒÁȢ 
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 "ÁÂÉÌÎÅÒÉÁÔÈ ÁÒÅ Á ÒÁÃÅ ÏÆ ÄÅÍÏÎÓ ÉÎ ÓÅÒÖÉÃÅ ÔÏ ÔÈÅ ÍÉÎÏÒ ÄÅÍÏÎ ÌÏÒÄ !ÇÁÐÁ 
"ÁÂÉÌÎÅÒÉÁÔÈȢ  )Î ÉÔÓ ÔÒÕÅ ÆÏÒÍȟ Á ÂÁÂÉÌÎÅÒÉÁÔÈ ÉÓ Á ÔÈÒÅÅȤÆÏÏÔ ÔÁÌÌ ÉÎÓÅÃÔ ×ÉÔÈ ÔÈÒÅÅ ÁÒÍÓȟ 
ÔÈÒÅÅ ÌÅÇÓ ÁÎÄ Á ÔÒÉÐÁÒÉÔÅ ÈÅÁÄȟ ÓÉÍÉÌÁÒ ÔÏ Á ÄÈÅÒÇÏÌÏÔÈȟ ÉÆ ÓÕÃÈ Á ÄÁÅÍÏÎ ÓÈÒÕÎË ÉÎ ÔÈÅ 
×ÁÓÈȢ  4ÅÃÈÎÉÃÁÌÌÙ ÓÐÅÁËÉÎÇȟ Á ÂÁÂÉÌÎÅÒÉÁÔÈ ÉÎ ÉÔÓ ÔÒÕÅ ÆÏÒÍ ÉÓ ÎÏÔ ÐÈÙÓÉÃÁÌÌÙ ÐÏ×ÅÒÆÕÌȟ 
ÔÈÏÕÇÈ ÉÔ ÉÓ ÓÔÉÌÌ ÑÕÉÔÅ ÄÁÎÇÅÒÏÕÓ ÄÕÅ ÔÏ ÔÈÅ ÍÕÔÁÇÅÎÉÃ ÖÅÎÏÍ ÉÔ ÃÏÎÓÔÁÎÔÌÙ ÓÅÃÒÅÔÅÓȢ  
7ÉÔÈ Á ÔÏÕÃÈ ɉÏÒ ×ÏÒÓÅɊȟ Á ÂÁÂÉÌÎÅÒÉÁÔÈ ÃÁÎ ÇÒÁÆÔ Á ÄÅÍÏÎÉÃ ÓÙÍÂÉÏÔÅ ÏÎÔÏ ÉÔÓ ÖÉÃÔÉÍȟ 
ÏÒ ÉÎÆÅÃÔ ÔÈÅÍ ×ÉÔÈ Á ÍÁÇÉÃÁÌ ÄÉÓÅÁÓÅ ÔÈÁÔ ×ÉÌÌ ÇÒÁÄÕÁÌÌÙ ÔÒÁÎÓÆÏÒÍ ÔÈÅÍ ÉÎÔÏ Á ÄÅÍÏÎȢ 
 "ÁÂÉÌÎÅÒÉÁÔÈ ÁÒÅ ÁÃÃÏÍÐÌÉÓÈÅÄ ÓÈÁÐÅÓÈÉÆÔÅÒÓȟ ÏÆÔÅÎ ÐÌÁÎÅÓÈÉÆÔÉÎÇ ÉÎÔÏ ÔÈÅ 0ÒÉÍÅ 
-ÁÔÅÒÉÁÌ ÔÏ ÍÁÓÑÕÅÒÁÄÅ ÁÓ ÍÙÓÔÉÃÓ ÏÒ ÈÅÁÌÅÒÓ ÉÎ ÏÒÄÅÒ ÔÏ ÔÒÁÎÓÆÏÒÍ ÕÎ×ÉÔÔÉÎÇ ÖÉÃÔÉÍÓ 
ÉÎÔÏ ÄÅÍÏÎÓȢ  7ÈÅÎ ÔÈÅÓÅ ÈÏÒÒÏÒÓ ÁÒÅ ÎÏÔ ×ÁÎÄÅÒÉÎÇ ÁÂÏÕÔ ÏÎ Á ÍÉÓÓÉÏÎȟ ÔÈÅÙ ÁÒÅ 
ÕÓÕÁÌÌÙ ÆÏÕÎÄ ÉÎ ÔÈÅÉÒ ÍÁÓÔÅÒͻÓ ÒÅÁÌÍȟ Ȱ4ÈÅ #ÏÃÏÏÎ ÏÆ 'ÏÄȟȱ ×ÈÅÒÅ ÔÈÅÙ ÍÅÄÉÔÁÔÅ ÉÎ 
ÃÏÃÏÏÎÓȢ 
 4ÈÅ ÍÏÓÔ ÔÅÒÒÉÂÌÅ ÐÏ×ÅÒ ÏÆ Á ÂÁÂÉÌÎÅÒÉÁÔÈ ÉÓ ÉÔÓ ÁÂÉÌÉÔÙ ÔÏ ÅÖÁÄÅ ÄÅÓÔÒÕÃÔÉÏÎ ÂÙ 
ÄÏ×ÎÌÏÁÄÉÎÇ ÉÔÓ ÍÉÎÄ ÉÎÔÏ ÁÎÏÔÈÅÒȟ ÕÓÕÁÌÌÙ Á ÌÅÁÓÔ ÄÅÍÏÎȟ ÏÒȟ ÍÏÒÅ ÐÒÅÆÅÒÁÂÌÙȟ Á 
ÍÏÒÔÁÌ ÕÎÁÂÌÅ ÔÏ ÄÅÆÅÎÄ ÔÈÅÍÓÅÌÆ ÁÇÁÉÎÓÔ ÐÓÙÃÈÉÃ ÁÓÓÁÕÌÔȢ  )Æ ÔÈÅ ÐÏÓÓÅÓÓÉÏÎ ÉÓ ÁÌÌÏ×ÅÄ 
ÔÏ ÐÒÏÃÅÅÄȟ ÔÈÅ ÎÅ× ÈÏÓÔ ÅÖÅÎÔÕÁÌÌÙ ÍÕÔÁÔÅÓ ÉÎÔÏ Á ÂÁÂÉÌÎÅÒÉÁÔÈȟ ÏÂÌÉÔÅÒÁÔÉÎÇ ÁÌÌ ÔÒÁÃÅÓ 
ÏÆ ÔÈÅ ÐÒÅÖÉÏÕÓ ÐÅÒÓÏÎÁ ÉÎ ÔÈÅ ÐÒÏÃÅÓÓȢ 
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 "ÅÉÍÕÄÁÎȟ ÏÎÃÅ ÔÈÅ -ÁÓÔÅÒ ÏÆ &ÏÒÔÒÅÓÓ )ÎÖÉÎÃÉÂÌÅȟ ÎÏ× ÔÈÅ ,ÏÒÄ ÏÆ 4ÈÅ 
7ÒÅÔÃÈÅÄ 4ÁÒÎȟ ÏÒ ÅÖÅÎ ÔÈÅ 7ÒÅÔÃÈÅÄ ,ÏÒÄȟ ÉÓ Á ÄÅÍÏÎ ÌÏÒÄ ×ÈÏÓÅ ÆÏÒÔÕÎÅÓ ÆÅÌÌ ×ÈÅÎ 
ÈÅ ÒÁÎ ÁÆÏÕÌ ÏÆ !ÍÅÎÔÉÁȢ 
 ,ÏÎÇ ÁÇÏȟ ÁÎ ÁÍÂÉÔÉÏÕÓ ÎÁÌÆÅÓÈÎÅÅ ÂÅÃÁÍÅ ÁÎ ÁÍÂÉÔÉÏÕÓ ÂÁÌÏÒ ×ÈÅÎ ÔÈÅ 
ÃÒÅÁÔÕÒÅ ×ÁÓ ÁÂÌÅ ÔÏ ÂÕÉÌÄ ÔÈÅ ÏÎÌÙ ÓÔÁÂÌÅ ÓÔÒÕÃÔÕÒÅ ÉÎ 3ÐÉÒÁÃ ÔÏ ÌÁÓÔ ÍÏÒÅ ÔÈÁÎ Á ÙÅÁÒȢ  
)Î ÄÏÉÎÇ ÓÏȟ ÔÈÅ ÄÅÍÏÎ ÃÁÕÓÅÄ ÔÈÅ ÍÏÕÎÔÁÉÎ ÈÅ ÂÕÉÌÔ ÈÉÓ ÒÏÃË ÈÕÔ ÕÐÏÎ ÔÏ ÄÅÔÁÃÈ ÆÒÏÍ 
3ÐÉÒÁÃȟ ÔÒÁÎÓÆÏÒÍÉÎÇ ÉÔ ÉÎÔÏ Á ÎÅ× ÌÁÙÅÒȢ  4ÈÅ ÄÅÍÏÎȟ ×ÈÏ ×ÏÕÌÄ ÃÁÌÌ ÈÉÍÓÅÌÆ 
Ȱ"ÅÉÍÕÄÁÎȟ ÔÈÅ (ÕÍÂÌÅ 0ÅÏÎÙȟȱ ×ÏÕÌÄ ÇÒÏ× ÈÉÓ ÈÕÔ ÉÎÔÏ Á ÃÁÓÔÌÅȟ ÁÎÄ ÔÈÅÎ ÈÏÌÌÏ× ÔÈÅ 
ÅÎÔÉÒÅ ÍÏÕÎÔÁÉÎ ÉÎÔÏ Á ÖÁÓÔ ÆÏÒÔÒÅÓÓȢ  Ȱ&ÏÒÔÒÅÓÓ )ÎÖÉÎÃÉÂÌÅȟȱ ÈÅ ÃÁÌÌÅÄ ÉÔȟ ÆÉÌÌÉÎÇ ÉÔ ×ÉÔÈ 
ÄÅÍÏÎÉÃ ÔÒÏÏÐÓ ÁÎÄ ÔÏÎÓ ÏÆ ÍÕÎÉÔÉÏÎÓ ÁÎÄ ×ÅÁÐÏÎÒÙȟ ÅÎÏÕÇÈ ÔÏ ÌÅÖÅÌ ×ÈÏÌÅ ×ÏÒÌÄÓ ÉÆ 
"ÅÉÍÕÄÁÎ ÃÈÏÓÅ ÔÏȢ  "ÅÉÍÕÄÁÎ ÓÏÕÇÈÔ ÔÏ ÉÍÐÒÏÖÅ ÈÉÓ ÓÔÒÏÎÇÈÏÌÄȟ ÅÖÅÎÔÕÁÌÌÙ ÓÅÅËÉÎÇ 
ÁÓÓÉÓÔÁÎÃÅ ÆÒÏÍ !ÍÅÎÔÉÁ ÔÏ ÁÃÈÉÅÖÅ ÔÈÉÓȢ  "ÅÉÍÕÄÁÎ ÈÏÐÅÄ ÔÏ ÁÌÔÅÒ ÈÉÓ ÆÏÒÔÒÅÓÓ ÆÒÏÍ 
ÂÅÉÎÇ ÁÎ ÉÍÍÏÂÉÌÅ ÂÕÉÌÄÉÎÇ ÉÎÔÏ Á ÆÌÙÉÎÇ ÃÏÎÔÒÁÐÔÉÏÎ ÓÉÍÉÌÁÒ ÔÏ ×ÈÁÔ ×ÁÓ ÄÏÎÅ ÔÏ ÔÈÅ 
$ÅÍÏÎ×ÉÎÇȢ  %ÖÅÒ ÔÈÅ ÐÅÒÆÅÃÔÉÏÎÉÓÔȟ "ÅÉÍÕÄÁÎ ÂÉÃËÅÒÅÄ ×ÉÔÈ !ÍÅÎÔÉÁ ÔÈÒÏÕÇÈ ÔÈÅ 
×ÈÏÌÅ ÐÒÏÊÅÃÔȟ ÃÒÉÔÉÃÉÚÉÎÇ !ÍÅÎÔÉÁͻÓ ÐÌÁÎÓȟ ÍÁËÉÎÇ ÌÁÓÔ ÍÉÎÕÔÅ ÃÈÁÎÇÅÓȟ ÔÈÅÎ 
ÄÅÍÁÎÄÉÎÇ ÕÎÆÅÁÓÉÂÌÅ ÁÌÔÅÒÁÔÉÏÎÓȢ  %ÖÅÎÔÕÁÌÌÙȟ !ÍÅÎÔÉÁ ÂÅÃÁÍÅ ÓÏ ÆÒÕÓÔÒÁÔÅÄ ×ÉÔÈ ÔÈÉÓ 
ÅØÁÓÐÅÒÁÔÉÎÇ ÏÒÄÅÁÌ ÔÈÁÔ ÈÅ ÃÒÅÁÔÅÄ ÁÎ ÅØÐÌÏÓÉÏÎȟ ×ÈÅÔÈÅÒ ÓÉÍÐÌÙ ÔÈÏÕÇÈ ÌÏÓÓ ÏÆ ÈÉÓ 
ÔÅÍÐÅÒ ÏÒ ÉÇÎÉÔÉÎÇ Á ÐÏ×ÄÅÒ ÍÁÇÁÚÉÎÅ ÏÕÔ ÏÆ ÓÐÉÔÅȟ ÔÈÁÔ ×ÏÕÌÄ ÌÅÖÅÌ ÔÈÅ ÆÏÒÔÒÅÓÓȟ ÁÎÄ 
ÃÒÅÁÔÅ ÔÈÅ 7ÒÅÔÃÈÅÄ 4ÁÒÎ ÉÎ ÉÔÓ ÐÌÁÃÅȢ 
 "ÅÉÍÕÄÁÎ ÓÕÒÖÉÖÅÄ ÔÈÅ ÄÅÓÔÒÕÃÔÉÏÎ ÏÆ ÈÉÓ ÌÁÙÅÒȟ ÁÎÄ ÉÓ ÃÕÒÒÅÎÔÌÙ ÉÎ ÅØÉÌÅȟ ÏÆÔÅÎ 
ÁÓ Á ÇÕÅÓÔ ÏÆ 'ÒÁÚÚͻÔ ÉÎ ÔÈÅ !ÒÇÅÎÔ 0ÁÌÁÃÅȟ ÏÒ ÓÃÈÅÍÉÎÇ ÉÎ 'ÅÈÅÎÎÁȟ ÏÒ ÓÃÒÏÕÎÇÉÎÇ ÆÏÒ 
ÔÒÅÁÓÕÒÅ ÉÎ 0ÁÎÄÅÍÏÎÉÕÍȢ  4ÈÁÔ ÔÈÅ 7ÒÅÔÃÈÅÄ ,ÏÒÄ ÃÏÎÔÉÎÕÅÓ ÔÏ ÅØÉÓÔ ×ÈÉÌÅ !ÍÅÎÔÉÁ 
ÈÁÓ ÎÅÖÅÒ ÂÏÔÈÅÒÅÄ ÔÏ ÁÓÓÁÓÓÉÎÁÔÅ ÏÒ ÅÖÅÎ ÒÅÍÉÎÄ ÔÈÅ ÆÏÒÍÅÒ ÏÆ ÈÉÓ ÅÎÍÉÔÙ ÈÁÓ ÌÅÄ 
!ÂÙÓÓÁÌ ÇÏÓÓÉÐÓ ÔÏ ÓÕÇÇÅÓÔ !ÍÅÎÔÉÁ ÄÅÓÔÒÏÙÉÎÇ &ÏÒÔÒÅÓÓ )ÎÖÉÎÃÉÂÌÅ ×ÁÓ ÁÃÔÕÁÌÌÙ Á ÐÁÒÔ 
ÏÆ ÏÎÅ ÏÆ ÈÉÓ ÍÁÎÙ ÓÃÈÅÍÅÓȟ ÁÎÄ ÔÈÁÔ "ÅÉÍÕÄÁÎ ×ÁÓ ÓÐÁÒÅÄ ÂÅÃÁÕÓÅ ÈÅ ×ÁÓ ÅÉÔÈÅÒ Á 
ÐÁÔÓÙ ÏÒ Á ×ÉÌÌÉÎÇ ÃÏÎÓÐÉÒÁÔÏÒȢ  !ÎÙÏÎÅ ÒÅÐÅÁÔÉÎÇ ÔÈÉÓ ÃÌÁÉÍ ×ÉÔÈÉÎ ÅÁÒÓÈÏÔ ÏÆ 
"ÅÉÍÕÄÁÎ ÒÉÓËÓ ÇÅÔÔÉÎÇ ÂÉÓÅÃÔÅÄ ÂÙ ÈÉÓ 7ÁÎÍÏÄÁÏȟ ÏÒ 4ÅÎȤ4ÈÏÕÓÁÎÄ $ÅÖÉÌÓ #ÌÅÁÖÅÒ 
(ÁÌÂÅÒÄȢ 
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123 
 

 "ÅÔÁÖÉÒÕÓ ÉÓ Á ÖÉÒÕÓÂÅÁÓÔ ÄÅÓÃÅÎÄÅÄ ÆÒÏÍ ÔÈÅ ÄÉÓÅÁÓÅ ÄÅÉÔÙȟ -ÅÇÁÌÏÖÉÒÕÓȢ  
"ÅÔÁÖÉÒÕÓ ÉÓ Á ÐÁÔÉÅÎÔ ÓÃÈÅÍÅÒ ×ÈÏ ÁÓÓÉÓÔÓ ÉÔÓ ÅÌÄÅÒ ÓÉÂÌÉÎÇ !ÌÐÈÁÖÉÒÕÓ ÉÎ ÔÈÅ ÌÁÔÔÅÒͻÓ 
ÐÌÏÔÓ ÁÎÄ ÃÕÌÔÓȢ  "ÅÔÁÖÉÒÕÓ ÐÒÅÆÅÒÓ ÔÏ ×ÏÒË ×ÉÔÈ !ÌÐÈÁÖÉÒÕÓ ÏÖÅÒ ÅÉÔÈÅÒ )ÏÖÉÒÕÓ ÏÒ 
/ÍÅÇÁÖÉÒÕÓȟ ÃÌÁÉÍÉÎÇ ÔÈÁÔ )ÏÖÉÒÕÓ ÉÓ ÁÎ ÉÎÔÏÌÅÒÁÂÌÙ ÓÔÏÄÇÙ ÂÏÏÒȟ ÁÎÄ /ÍÅÇÁÖÉÒÕÓ ÂÅÉÎÇ 
Á ÍÏÎÏÍÁÎÉÁÃÁÌ ÐÒÉÃËȢ  )Î ÔÒÕÔÈȟ "ÅÔÁÖÉÒÕÓ ÄÒÅÁÍÓ ÏÆ ÂÅÃÏÍÉÎÇ Á ÇÏÄ ÉÔÓÅÌÆȟ ÁÎÄ 
ÕÓÕÒÐÉÎÇ ÁÌÌ ÏÆ ÉÔÓ ÅÌÄÅÒÓͻ ÐÏ×ÅÒȟ ÔÈÉÎËÉÎÇ ÔÈÁÔ ÔÈÅ ÂÅÓÔ ×ÁÙ ÔÏ ÃÁÍÏÕÆÌÁÇÅ ÔÈÉÓ ÐÌÁÎ 
×ÏÕÌÄ ÂÅ ×ÉÔÈ !ÌÐÈÁÖÉÒÕÓͻ ÔÈÅÁÔÒÉÃÁÌ ÂÏÍÂÁÓÔȢ  !ÌÐÈÁÖÉÒÕÓȟ ÈÏ×ÅÖÅÒȟ ÉÓ Á×ÁÒÅ ÏÆ 
"ÅÔÁÖÉÒÕÓͻ ÐÅÒÆÉÄÙȟ ÂÕÔ ÏÆÆÉÃÉÁÌÌÙ ÉÇÎÏÒÅÓ ÉÔȟ ÁÓ ÔÈÅ ÅÌÄÅÒ ÖÉÒÕÓÂÅÁÓÔ ÒÅÇÁÒÄÓ ÉÔÓ ÌÅÓÓÅÒ ÁÓ 
ÂÅÉÎÇ ÁÄÏÒÁÂÌÙ ÅÎÔÅÒÔÁÉÎÉÎÇȢ 
 "ÅÔÁÖÉÒÕÓ ÉÓ Á ÓÑÕÅÁÍÉÓÈ ÃÏ×ÁÒÄ ÁÔ ÈÅÁÒÔȟ ÖÉÅ×ÉÎÇ ÔÈÅ ÖÅÒÙ ÃÏÎÃÅÐÔ ÏÆ ÐÈÙÓÉÃÁÌÌÙ 
ÁÓÓÁÕÌÔÉÎÇ ÍÏÒÔÁÌÓ ÁÎÄ ÏÔÈÅÒ ÏÒÇÁÎÉÃ ÌÉÆÅÆÏÒÍÓ ×ÉÔÈ ÔÈÅ ÓÁÍÅ ÓÏÒÔ ÏÆ ÄÉÓÇÕÓÔÅÄ ÔÅÒÒÏÒ 
ÁÎ ÅÒÍÉÎÅȤÃÌÁÄ ÍÁÔÒÉÁÒÃÈ ÈÏÌÄÓ ×ÈÅÎ ÆÁÃÅÄ ×ÉÔÈ ÔÈÅ ÐÒÏÓÐÅÃÔ ÏÆ ÈÁÖÉÎÇ ÔÏ ÍÁÎÕÁÌÌÙ 
ÅØÔÅÒÍÉÎÁÔÅ ÖÅÒÍÉÎ ÐÅÒÓÏÎÁÌÌÙȢ  "ÅÔÁÖÉÒÕÓ ÍÕÃÈ ÐÒÅÆÅÒÓ ÔÏ ÅÉÔÈÅÒ ÈÉÄÅ ÂÅÈÉÎÄ 
!ÌÐÈÁÖÉÒÕÓȟ ÏÒ ÈÉÄÅ ÂÅÈÉÎÄ ÍÏÂÓ ÏÆ ÆÅÙÉÒÓ ÉÎ Á ÍÁÎÎÅÒ ÓÉÍÉÌÁÒ ÔÏ ÈÏ× Á ÌÉÔÔÌÅ ÇÉÒÌ ×ÏÕÌÄ 
ÐÅÔÉÔÉÏÎ ÈÅÒ ÅÌÄÅÒ ÂÒÏÔÈÅÒͻÓ ÄÅÆÅÎÓÅ ×ÈÅÎ ÁÓÓÁÉÌÅÄ ÂÙ Á ÃÏÃËÒÏÁÃÈȢ  (ÁÖÉÎÇ ÓÁÉÄ ÔÈÉÓȟ 
"ÅÔÁÖÉÒÕÓ ÉÓ ÓÔÉÌÌ ÑÕÉÔÅ ÄÁÎÇÅÒÏÕÓȟ ÁÓ ÉÔÓ ×ÏÒÌÄÓȤÓÐÁÎÎÉÎÇ ÇÁÚÅ ÃÁÎ ÅÁÓÉÌÙ ÂÏÒÅ ÈÏÌÅÓ 
ÔÈÒÏÕÇÈ ÍÉÎÄÓȟ ÂÏÎÅȟ ÁÎÄ ÓÔÅÅÌ ÉÆ ÄÉÓÔÉÌÌÅÄ ÉÎÔÏ Á ÇÌÏ×ÅÒȟ ÁÎÄ ÉÔ ÃÁÎ ÓÑÕÉÓÈ Á ÈÁÒÄÙ 
×ÁÒÒÉÏÒ ×ÉÔÈ ÉÔÓ ÔÁÉÌ ÉÆ ÆÏÒÃÅÄ ÔÏ ÉÎ ÔÈÅ ÓÁÍÅ ×ÁÙ Á ÌÉÔÔÌÅ ÇÉÒÌ ÃÁÎ ÃÒÕÓÈ Á ×ÁÔÅÒÂÕÇ 
ÂÅÎÅÁÔÈ ÔÈÅ ÓÏÌÅ ÏÆ ÈÅÒ ÍÁÒÙÊÁÎÅÓ ÉÆ ÈÅÒ ÂÒÏÔÈÅÒ ÉÓ ÐÒÅÏÃÃÕÐÉÅÄȢ 
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 4ÈÅ ÂÅÉÎÇ ÄÅÓÉÇÎÁÔÅÄ ÁÓ Ȱ"ÉÏÐÈÏÂÉÁ ρȱ ÉÓ Á ÓÅÎÔÉÅÎÔ ÓÅÖÅÒÅÄ ÁÐÐÅÎÄÁÇÅ ÏÆ Á 
ÓÅÎÔÉÅÎÔ ÕÎÉÖÅÒÓÅ ÉÎ ÏÒ ÂÅÙÏÎÄ ÔÈÅ &ÁÒ 2ÅÁÌÍȢ  "ÉÏÐÈÏÂÉÁ ρ ÁÐÐÅÁÒÓ ÔÏ ÂÅ Á ÖÁÇÕÅÌÙ 
ÈÕÍÁÎÏÉÄȤÓÈÁÐÅÄ ÓÔÁÃË ÏÆ ÍÅÔÁÌÌÉÃ ÂÅÁÄÓ ÓÉÔÔÉÎÇ ÁÔÏÐ Á ÌÁÒÇÅȟ ÓÅÒÐÅÎÔÉÎÅ ÔÁÉÌȢ  4ÈÅ 
ÁÒÍȤÌÉËÅ ÁÐÐÅÎÄÁÇÅÓ ÅÎÄ ÉÎ ÌÏÎÇȟ ÐÒÅÈÅÎÓÉÌÅȟ ÌÅÁÆȤÌÉËÅ ÂÌÁÄÅÓȢ 
 "ÉÏÐÈÏÂÉÁ ρ ÉÓ Á ×ÅÉÒÄ ÁÎÄ ÍÁÌÅÖÏÌÅÎÔ ÃÒÅÁÔÕÒÅ ×ÈÏ ÁÐÐÁÒÅÎÔÌÙ ÈÁÓ ÔÁËÅÎ ÕÐ 
ÍÕÒÄÅÒ ÁÓ Á ÈÏÂÂÙȢ  )Ô ÅÉÔÈÅÒ ÓÔÁÌËÓ ÁÎÄ ÓÌÁÙÓ ÓÅÎÔÉÅÎÔ ÂÅÉÎÇÓ ÁÆÔÅÒ ÄÅÃÉÄÉÎÇ ÏÎ Á ÔÈÅÍÅȟ 
ÏÒ ÍÁÎÉÐÕÌÁÔÅÓ Á ÄÅÓÉÇÎÁÔÅÄ ÐÁÔÓÙ ÉÎÔÏ ÃÏÍÍÉÔÔÉÎÇ ÍÕÒÄÅÒȢ  5ÎÌÉËÅ ÍÏÓÔ ÏÔÈÅÒ ÓÅÒÉÁÌ 
ËÉÌÌÅÒÓȟ "ÉÏÐÈÏÂÉÁ ρ ÈÁÓ ÌÉÔÔÌÅ ÉÎÔÅÒÅÓÔ ÉÎ ÔÁËÉÎÇ ÔÒÏÐÈÉÅÓ ÏÒ ÕÔÉÌÉÚÉÎÇ ÉÔÓ ÖÉÃÔÉÍÓͻ ÂÏÄÉÅÓ 
ÏÒ ÐÏÓÓÅÓÓÉÏÎÓ ÂÅÙÏÎÄ ÕÓÉÎÇ ÔÈÅÍ ÁÓ ÂÁÉÔ ÆÏÒ ÍÏÒÅ ÖÉÃÔÉÍÓȢ  7ÈÉÌÅ "ÉÏÐÈÏÂÉÁ ρ ÌÏÖÅÓ 
ÃÏÍÂÁÔȟ ÉÆ ÏÎÌÙ ÂÅÃÁÕÓÅ Á ÒÁÍÂÕÎÃÔÉÏÕÓ ÖÉÃÔÉÍ ÉÓ ÆÁÒ ÍÏÒÅ ÅÎÔÅÒÔÁÉÎÉÎÇ ÔÈÁÎ Á ÐÁÓÓÉÖÅ 
ÖÉÃÔÉÍȟ ÁÎÄ ÉÓ ÄÅÍÏÎÓÔÒÁÔÉÖÅÌÙ ÉÍÍÏÒÔÁÌȟ ÉÔ ÏÆÔÅÎ ÆÌÅÅÓ Á ÆÉÇÈÔ ÉÆ ÉÔÓ ÖÉÃÔÉÍ ÃÁÎÎÏÔ ÂÅ 
ÏÖÅÒÃÏÍÅ ÁÔ ÔÈÁÔ ÔÉÍÅȟ ÕÓÕÁÌÌÙ ÂÙ ÓÑÕÅÅÚÉÎÇ ÔÈÒÏÕÇÈ Á ÃÒÁÃËȢ 
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 4ÈÅ ÂÅÉÎÇ ÄÅÓÉÇÎÁÔÅÄ ÁÓ Ȱ"ÉÏÐÈÏÂÉÁ ςȱ ÉÓ Á ÓÅÎÔÉÅÎÔ ÓÅÖÅÒÅÄ ÁÐÐÅÎÄÁÇÅ ÏÆ Á 
ÓÅÎÔÉÅÎÔ ÕÎÉÖÅÒÓÅ ÉÎ ÏÒ ÂÅÙÏÎÄ ÔÈÅ &ÁÒ 2ÅÁÌÍȢ  "ÉÏÐÈÏÂÉÁ ς ÉÓ Á ÓÍÁÌÌ ÃÒÅÁÔÕÒÅ ÔÈÁÔ 
ÃÏÍÂÉÎÅÓ ÆÅÁÔÕÒÅÓ ÏÆ ÒÏÄÅÎÔÓ ÁÎÄ ÉÎÓÅÃÔÓ ÉÎÔÏ Á ÂÁÌÌȢ  )Ô ÈÁÓ Á ×ÁÄÄÌÉÎÇ ÇÁÉÔȟ ÁÓ ÉÆ ÉÔ 
ÓÔÒÕÇÇÌÅÓ ÔÏ ËÅÅÐ ÉÔÓÅÌÆ ÆÒÏÍ ÂÅÉÎÇ ÔÈÒÕÓÔ ÉÎÔÏ ÔÈÅ ÁÉÒ ÄÕÅ ÔÏ ÉÎÓÕÆÆÉÃÉÅÎÔ ÇÒÁÖÉÔÙȢ  &Å× 
ÓÅÅ ÔÈÉÓ ÆÏÒÍ ÁÓ "ÉÏÐÈÏÂÉÁ ς ÂÏÔÈ ÓÈÒÏÕÄÓ ÉÔÓÅÌÆ ×ÉÔÈ ÉÌÌÕÓÉÏÎÓ ÁÎÄ ÆÏÌÄÓ ÒÅÁÌÉÔÙ ÁÒÏÕÎÄ 
ÉÔÓÅÌÆȢ 
 "ÉÏÐÈÏÂÉÁ ς ÁÐÐÅÁÒÓ ÔÏ ÂÅ ÁÎ ÅØÔÒÅÍÅÌÙ ÉÎÔÅÌÌÉÇÅÎÔ ÂÅÉÎÇ ÁÓ ÉÔ ÃÏÎÓÔÒÕÃÔÓ 
ÃÏÎÖÏÌÕÔÅÄ ÐÌÏÔÓ ÔÏ ÃÁÕÓÅ ÓÕÆÆÅÒÉÎÇ ÁÎÄ ÍÁÄÎÅÓÓ ×ÉÔÈ ÉÔÓ ÉÌÌÕÓÉÏÎÓȢ  7ÈÙ ÉÔ ÄÏÅÓ ÓÏȟ 
ÂÅÙÏÎÄ ÔÈÅ ÐÒÅÓÕÍÐÔÉÏÎ ÏÆ ÍÁÌÉÃÅȟ ÉÓ ÕÎËÎÏ×ÎȢ 
 'ÒÅÁÔ ÃÁÕÔÉÏÎ ÓÈÏÕÌÄ ÂÅ ÅØÅÒÃÉÓÅÄ ÉÆ ÏÎÅ ÉÓ ÐÌÁÎÎÉÎÇ ÔÏ ÅÎÃÏÕÎÔÅÒ "ÉÏÐÈÏÂÉÁ ς 
ÄÉÒÅÃÔÌÙȟ ÁÓ ÔÈÅ ÖÅÎÏÍ ÏÆ ÉÔÓ ÓÔÉÎÇÅÒ ÈÁÓ ÂÏÔÈ ÍÕÔÁÇÅÎÉÃ ÁÎÄ ÎÅÃÒÏÍÁÎÔÉÃ ÐÒÏÐÅÒÔÉÅÓȢ 
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