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r.ii_iiiiii~~ lillie learning is a
dangerous thing:

Drink deep, or taste
flat the Pierian
spring:

There shallow
draughts
intoxicate the
brain ,

And drinking largely
sobers us aga in,

- A lexander Pope

Knowledge can be a delicio us
th ing, What mortal has not
dreamed of discovering the
sec rets of the anc ients , of pushing
the frontiers of sc ience to the

ult imate? Uni m aginable rewards awa it those
who succeed.

Yet there were some things mere mortals were
never meant to know. Some mysteries should
remain ete rna lly secret, the provide nce of the
gods alone,

Wh en the thi rst for knowledge becomes
unslakable , the d ividing line between good and
evil is veiled, The consequences o f evil are
hidden, as are the rewards of returni ng to the
ligh t. In the bli nd pursui t of knowledge, the
quester wi ll drink any cup dry, no ma tter how
ta inted , no matter how bi tte r its dregs,

Thi s adventure concerns the obsessive quest
of one Victo r Mordenheim , a m an who delved
unknowing ly in to the darker reaches of th e sou l,
who co m m itted un speakable ac ts, and then
rejected the gods in order to serve Scienc e. He
is a man whose small victories and successes
have co m plete ly blinded him to the horror and
agon y of his deeds- and to h is ult ima te doom .

This is also the sto ry of Adam , his crea tion.
Bound together for all eterni ty by chains of
eternal torm ent, the pair dance a ghastly
minuet, their w retched fates entw ined like twi n
snakes upon a rotted caduceus.

This adventu re will see the PCs shipwrecked
on th e Isle of Agony in bleak w inter. A fte r bein g

rescued by a sailor, himself the vict im of a
shipwreck , the party stumbles into a bay that
seems to ex ist in perpetual su m rne r-s-a bay
in hab ited by three hags. For th e purposes of this
adventure, the PCs m ust be ki ll ed by th e sea
hags. Th ey will then be resurrected by Dr.
Mordenheim and given flesh go lem bod ies. After
Adam attacks Victor, the PCs are transferred into
cloned bodies and they set off after Ad am , who
has stolen away Vict or 's wife. If the PCs survive
these adventures and return El ise Mordenheim
to her husband, they travel back to the Isle of
Agony, wh ere th ey can enter Adam's lair and
search fo r a d imensiona l gate to take them
hom e.

Background Information

This adventure is set in Lamor di a, one of the
do mains at the co re of the RAVENLOFT"
ca m paig n wor ld . It is designed for a party of

four to eig ht cha racters of levels 5 to 7 .
Importan t background in formation about the

domain of Lamord ia and it s pr incipa l nonp layer
characters (NPCs), Victor Mordenheim and
Adam, can be found in the sourcebook from the
RAVENLOFT boxed set, Realm ofTerror, on pages
104 through 109 . Please note, however, that in
this adventure age and experien ce have
augmented Adam' s statistics. and he is now a
mor e for midable opponent.

Other use ful sources of infor m ation incl ude
the Monstrous Manual, and the RAVENLOFT
A ppendix to the M\lNSTROUS COMPENDIUM"', which
provi de im portan t informat ion abo ut the
monsters encountered in this adventure. Van
Richlen 's Guide to tne Created also offers useful
background materia l.

Addit io na l information, on a sec ret society
that exists within Lamord ia, can be found in th e
Cry ptic Allegiances sourcebook fro m the
Forbidden Lore box ed set-see "Adam's
Ch ildren," page 20. This information , however,
need only be used by a DUNGEON MASTER'"
(DM" ') who wa nts the drama th at addit ional
backg round material will provide. A ll necessary



NPC sta t istics, maps, an d descriptions of the
mon aster y that is th e headqu arters of this
society are provi ded within this adventure.

Running a RAuENLon"Adutnturt

Running an adven ture in the De mip Ja ne of
Dread req uires m uc h more effo rt on the
part of the DM than a standard A D&D®

cam paign. The R AVENLOFT sett ing , by its very
nature, demands a greater l e ~ el of theatr ics,
pac ing, and mood setting than db most ot her
ro le-playing ga mes . Thos e who are willi ng to go
th e extra dista nce and pay close attent io n to
detai l wi ll find the rewards are well wo rt h the
effort.

The DM should becom e thoroughly famil iar
with the m ate rial in Adam 's Wralh and ha ve a
good wo rk ing k now ledge of the backgro unds of
the do ma in , the NPCs, and the sto ry of Adam.

ftar and Horror Chtcks
Fr om time to time it will be suggested that the
DM m ak e a fear or horror check . These rules are
meant to encourage better rol e-p laying, and
should be used when and where the DM thinks it
necessar y.

If the players are do ing a good job of ac ting
the ir roles in terrifying sit uat ions, the DM will
have no need fo r th ese checks. En cou rage th e
players to have their characte rs act in a m anner
that suits th e situati on . Fear and horror checks
sho uld be used only as a last resort.

Story Background
For thirt een yea rs, Doctor Victor Mordenheim
searc hed for th e source of the proverbial "spark
of li fe" th at abides in all li ving creatures,
attem pt ing to reproduce it art ific ia lly. With th is
kn ow ledge, he bel ieved, he could reverse th e
process of death and restore life to dead tissue.
He co uld, in fact, bring th e dead back to life.

So obsessed was he with this quest that he
spurne d all else . He barely ate, rarely slept, and

pai d only th e most cursory attent io n to his wi fe,
the beautiful El ise Von Brandthofen. All of hi s
t ime was spent in hi s lab, ce aseless ly laboring at
the experiments that consum ed him.

The n, on a stormy nigh t in November of '15
(as reckon ed in the wo rld the scient ist came
from ), Dr. Mo rdenhe im at last succeeded in
elect roc hem ically stim ula t ing the cells of dead
tissue. His creature, sewn together from the
bone, m uscle , and fles h of dead bodi es, ca me to
l ife.

Victor delighted in hi s creat ion, regarding
"Adam" as the child he and his barren wife could
never have . But Ada m showed an unnatural
affection for Eli se th at terrif ied and repulsed her.
Even when, two yea rs after Adam 's creat io n,
Victor int roduced a playmate to his creation (a
seven -year-o ld orphan who m he fou nd hal f­
sta rved and dy ing in an all ey near Lu dendor f' s
docks), the situat ion did not im prove. A dam
seemed jealous of th e atte nt ion young Eva (as
the Mo rdenheims had named her) received .
Suc h was h is antagonism toward the girl th at
Eli se th reatened to leave her husband and take
Eva away if his at tem pts to encourage Adam's
"social adju stment," using Eva as an
experimental tool were not sto pped.

An ord ina ry m an might ha ve heeded th e
pl eas of his wife . Bu t Victor was dr unk wit h the
po wer of his newfound knowledge, and his
attempts to socia lize and educa te Adam
continued.

Th en, one night in A pril of ' 17, Victor 's wor ld
came crashing down upon him . Awakened by
scr eams, he rushed to Eva 's bedroom, only to
find the g irl mi ssin g and his wife in a crum pled
heap beside the bed. Looming over her wa s the
m on strou s Adam , holding a bl oody scra p of
Eva 's nightgown . With a fur ious roar, A dam
disa ppeared into th e misty night.

Elise wa s still ali ve- but only just. It was cle ar
she wou ld die within th e hour unless dra stic
mea sures were tak en. Now Dr. Mordenheim
faced a new ch allenge: m aintaining th e spark of
life in th e woman he lov ed.

Vic to r wor ked feverishly, tr ying to restore



Elise to hea lth . But for all his efforts, he was
barely able to keep her alive. She remained a
ragg ed corpse, continually in need of ever more
com plic ated ma ch iner y to sustain her. Unable to
fac e the agony in Elis e's eye s, Victor kept her
under heavy sedation .

At one point, Victor thought he had found a
wa y to transfer her soul into a health y, wh ol e
body by an ele ctrica lly induced "so ul
transference." But his experime nts proved
catastro phic , nearly kill in g Elise . (These events
are described in the adv enture "Bride of
Mordenheim" in the Book of Cry pts ; Van
Rich len 's Guide to the Created also conta ins
background material abou t flesh go lems.) He
has likewi se di scarded the idea of building a
bod y for Elise and tr anspl anting her brain into
it-his experiments wi th flesh golems ha ve
taught Vic tor that the se creatures are not only
hideou s to beho ld, but that th ey lack any
emotional capabilities. He wants the return of his
wife as she once was- he r beauty and emotions
intact.

As th e adventu re opens, Dr. Mordenhe im and
his ento urage hav e been transported to
Raven loft, where Lamordia was wa iting for th em.
In recent m onths , Dr. Mord enh eim has shifte d
hi s effor ts awa y from th e reanimation of dead
tissue and toward an att empt to regrow Jiving
organisms from single ce lls or gro ups of ce lls.
His experime nts in cloning (a process Victor
calls "c ellular reprodu cti on " ) are ju st on the
verge of success, when the player characte rs'
ship ca reens onto the rocky shores of th e Isle of
Agony.

No te; If th e p layer characters (PCs) have
been adventur ing in Rave nloft for some tim e,
th ey ma y have exper ience d th e events of "Bride
of Mordenheim. " If so , they may already ha ve
de feated Dr. Mord enheim and att em pted to heal
his wife Eli se. But eve n if th e PCs had pr ev iou sly
"ki lled" the doctor, he wi ll hav e returned to hi s
home after one week , his bod y that of a freshly
dead corpse. By th e time of th is adven tu re, he
wi ll have assumed his usual form. A nd even if
Eli se wa s destroyed or ca rried away by th e PCs

previously, Dr. Mordenh eim has resurrected her,
via ce llu lar repr oduct ion , from a hank of fl esh
that wa s ov er looked by the PCs. Unfortunately,
the resurrected Elise has rev erted to the same
sad shape she was in befor e. She depends on
the c rude life suppo rt sys tems Victor has created
to keep her alive.

Tht Domain of Lamordia

O
n th e ni ght that Ad am fi rst was given l ife at
the behest of th e gods (the same gods
who m Vic to r Mordenh eim openly sco rns) ,

hi s bod y was imbued with a soul th at was
troub led and tw isted, rif e with ev il int ent.
Co m bined with the ma lefic mi asma produced by
Dr. Mor denheim 's foul experiments , Ad am's
sp irit proved an irresistible lure in the demip lane
of dr ead. Gradually, over the months th at
fo llowed, Mordenh eim's estate was inexorab ly
dra wn into the wo rld of Ravenl oft.

The domain of Lam ordi a sprang in to be ing
aro und the estate some ye ars before . Suc h was
Dr. Mordenheim's ob session with his work tha t
at fir st he fail ed to noti ce th e change. Th e
differences were subt le; the land ap peared the
same as before, as did its peopl e and the town s
in wh ich they l ived. But now the fol k of
Lamor di a exist only to feed Dr. Mordenheim's
insati able hunger for experime nta l subjects-and
to torment him by spurn ing him w ith th e fear
and loath ing one mi ght expec t them to reserve
for hi s mon ster. Victor despera tel y yea rns for the
co m pa nio nshi p and acknowledg ement of ot he r
scient ists ; in stead he is surro unded by th ose he
deems " ignorant foo ls and co wards."

l.amor dias c ities appear aged; both
Ludendorf and Neufurchtenburg seem to ha ve
been in ex istence for several hundred years . But
th eir people, when ques tioned about recent
histor y, often falter in their answers, giving
contradic tory dates and accounts.



!~r.lii~iiii;;;;;;iii:11 n jOUTn ey ;ng
through lite, the
task be mine

To pa int the gloomy
horrors of the
tomb;

Tli' appointed place
of rendezvous.
where all

These travellers
meet.

. -Rob ert Blair

Th e Isle of Agony has
been Adam 's home for
six yea rs, ever since he
fled Sch loss
Morden heim after that

fate ful ni ght in ' 17. It is a desolate, dangerous
p lace. Th e island is inhabi ted by many of the
same wild animals found in the rest of Lamordi a
(wolves. gia nt weasels. m oose. bea r. and ly nx).
bu t in addition it is home to a num ber of ske leta l
bats and fl esh golems, (created by Adam in his
effo rts to du plicate the sc ientific experiments of
Doctor Mor denh eim), One coast is inh abited by
a co lony of Iycanthropi c seawo lves. Th e island
is also home to a sea hag.

Th e PCs arrive in the wi nte r, when the island
is connec ted to the ma inland by ju tting slabs of
ice. Reaching th e mainland invo lves fir st
crossing five miles of ice to the island known as
Th e Finger, the n cross ing an addi tiona l mi le of
ice to Lam ordia.

Ourruirw
The adventurers have taken passage on a cargo
vessel from any port. wh eth er th ey are in th e
demipl ane or on any A D&D'" world. Th eir
intended destination is not important , nor are
the reasons for th eir journey. Th eir ship is
wr ecked on the shoa ls of th e Isle of Agon y.

Narratiur
'You stand on the deck of a cargo ship,
wa tching as th e stars are occl uded by a mist
so thick th at your breathing becomes labored.
Li ghtnin g cracks and sp lits the sk y with
jagged arrows of anger, and a freezing rain
fa lls from the thundering clouds.

Ma sts and spars, sails and rigging are
sw iftly covered in layers of ice . Th e win d
vib rates the shee ts and ratl in es. creat ing an
eerie, hig h-pitch ed th rumming that assau lts
your ears . Befor e you can get below, th e ship
st rikes th e rocky coast and shatters like a
bo ttle thrown aga inst a sto ne wall. Freezing ,
grasping for fl otsam in waters choked w ith
ice, you and your comrades begin to swim for
your li ves.

The PCs gain the shore by any means
ava ilable to them-swim ming. hanging on to
broken pieces of m asts or spars, or
commandeering a li feboat. Th e DM should keep
the mood oppressive and dange rous. The PCs
have no thing but the ir regul ar clothing, whatever
th ey are ca rry ing, and the ir ab ilit ies. A fear
check is appropriate.

You craw l onto the ro ug h, stony shore of
the island, fighting the ice for each purchase
on th e slippery rock, shivering un con troll abl y.
You co me togeth er, huddling for warmth.
Looking back to the icy waters, you ca n see
th e m asts of ha lf a dozen sunke n ships .
Tattered sails hang from th em , flutter ing in
th e breeze like the shro uds of rest less ghos ts.
Spl ashin g in the water nearb y are cre atures
resem bling sea ls.

Lookin g up th e coas t you can see seve ral
large cabins. It seems th is deso late island is
po pulated, afte r al l. Fr om th e size of the
sett lement. there must be nearly two dozen
souls li ving in the v illage- perhaps sailo rs
whos e ships were wrecked by winter gales.



Htlprul Hans

The Isle of A go ny is not ov erly large- all
told , it enc ompasses perha ps 100 square
mi les. But so well h idd en is the lair of the

lord of Lamor dia th at adventurers mi gh t search
forever and not find it. In all of Lamord ia , only
one m an (o the r than Adam ) k no ws th e island 's
sec rets.

Hans Giesbrecht wa s a bos'n aboa rd th e
scho oner Sweet William , one o f the ships th at
was sabotaged by Iycan thropi c seawo lves and
left to rot in th e w ate rs off Ba ytow n. The rest o f
th e crew di ed fighting (or later suc cum bed to
infecti on and became seawo lves th emselves) .
Onl y Hans esca ped, thanks to th e magi cal
ring he inh eri ted years ago from hi s
gra nd father.

For the past year and a half , Hans has eked
out a lonely ex istence on the Isle of Agony. He
surv ives by hunting, rarely ca mping for more
than a ni gh t or tw o in anyone spot. A lthough he
tends to stay close to the co ast , hoping to flag
dow n a passing ship, he has also explo red th e
interior of the island.

He k nows that Adam lives on the isla nd and
has seen him enter the island's only river at a
point where the river eme rges from a hillside.
(A dam di sappeared underwater. and Hans bea t
a ha sty retr eat. )

Hans has also had run -ins with the fl esh
go lems that occas iona lly appear without
warning on the island . (T hese are crea tures
created in Adam's cavern laboratory.) Hans has
a jagged scar on one arm as a result of
encountering one of the wolves last winter.

Ourruirw
Th e PCs encounter Hans as they stumble towa rd
the vill age; Han s find s them m ore dead th an
alive. Th eir gear is gone, except for what they
had on their person s when the ship went down.
The freezing swim through icy waters and the
attempt to st rugg le to the d ista nt village have
ta ken the ir tol l.

Narratiur
Th e ground is th ick with snow and a bitter
wind is blow ing. You press on through the
drift s, slowly freezing, sh ive ring vio lentl y in
th e co ld , ce rta in that you will die if you do not
reach warmth soon.

Something on th e ground , just ahead,
catc hes your ey e. A dark shape lies at th e
m iddle of a patch of trampled snow that is
splatt ered with br ight red stains.

A dead c aribou lies in your path. It has
been part iall y butch ered, and steam is stil l
ri sing from the co rpse. Th ree crossbow bolts
p rot rude from its ches t.

You c an clearly see the path th e caribou
took through the snow before fa ll ing on th is
spo t. A second creature , apparently human,
fo llowed it to this spot. But these footprints
end at th e ca ribo u. Th ere is no trail leading
away from the anima l. Th e hunter has
d isappea red without a tr ace.

Hans was in the process of gutt ing and
sk inning the car ibou when he heard the PCs
ap proaching. Sl ipping on his ring of lev italion ,
he leapt into the air and let the wind ca rry hi m to
the shelter of some nearby bou lders. He
crouches behind them . watc hing the PCs
through a c rude periscope he has made from a
wooden tube and two m irrors.

Hans sp ies on the PCs long eno ugh to sat isfy
himself that they are not seawolves in hu ma n
form. T hen he cautiously eme rges from hiding,
alwa ys ready to slip his ring bac k on and flee.

A figure slowly rises from the she lter of
some bou lders. It is a m an . His body is
covered by animal furs that ha ve been rude ly
st itc hed togeth er in to ro ugh cl othing. His feet
are wrapped in furs. He holds a cutlass in one
pand , a wooden tube in the othe r. He is
young , but his face is weather-beaten and his
beard is long and tang led. Seeing yo ur



co nd it io n, he relaxes hi s guard and shea thes
th e sword. Grad ually, a smile spreads ac ross
his face. "At last!" he says. "True humans!
Welcome to th e Isle of Agony ; m ay I be of
serv ice?"

Hans disappears again and returns with his
wo rk sled. He sta cks hi s supplies on the icy
ground and helps the PCs int o th e sled. Qu ickly
sk inning the caribou, Hans covers th e PCs with
it , then adds other sk ins and hi s meager
suppl ies, pack ing them around the characters.

At this poin t , the DM may wish to have Hans
sea rch the beach for the PCs' gear, as it is
possibl e that some or all of it wa shed up on the
rocks.

Fina lly, Hans belts hims elf in to th e sled 's
harn ess and sets off , awa y from the vi lla ge. If
th e PCs ask Hans why they are not go ing to th e
v illage, he merely grun ts and m utters som ething
about having his own supp lies.

Hans Giesbrecht
3rd -Level Figh t er, Lawful Neutral

A rmor Class : 8 Str 15
Movement: 12 Dex 16
Level /Hi t Di ce: 3 Can 12
Hit Points : 16 Int 14
TH ACO: 18 Wi s 10
No . of Atta cks: 1 Cha 12
Damage/Atta ck : I d8 (c utlass) or I d4 (dagger )
Special Atta cks: nil
Spe cia l Defenses: nil
Magic Resistan ce: nil

Origi na lly from Neufurchtenburg, Hans has tra v ­
eled by ship to severa l of Raven loft 's domains
and is famili ar with several port cities. Hans
wants only tw o things: to return to h is life at sea,
and to see his sweetheart, Marie·Claire, in Port­
a-Luc ine. Having at last found com panionship
afte r mor e than a yea r of having no one to talk
to, he will speak unceasin gl y about eac h of his
"tru e loves," and tell ta ll tal es (see page 5 1).

Hans has rem ained on the Isle of Agony
because he has so far been una ble to bypass the
seawolves who guard the on ly land access from
the island.

Hans is a solid fi ghter when co rne red, but
tends to cut his losses and run if he ge ts the
chance. (Treat him as havi ng a m orale of 7. )

Sea Hag Summtr

Kadra , the sea hag, was ca pt ured by Adam
some years ago. At th at tim e, he was sti ll
welcome at Sc hloss Mordenheim , and she

was the most beautiful woman in Ludendorf.
Tragica lly, Ad am fell in love with her, but she
spu rned his advances. After a nearly fatal battl e
with him, she managed to escape. Plunging out
of a window of the Mord enheim estate, where
Adam had held her, she dove into th e Sea of
Sorrows. Bad ly wounded, she dared not return
to Ludendorf. lest Adam search for her th ere.

Instead, Kadra used her rem ain ing strength to
swim to the Isle of Agon y. Here, in a seaweed­
choked bay on the islan d 's nor thern pen insula ,
she made her hom e. The area is sho wn on Map
J: Hom e of the Sea Hag, on th e poster map.

Ka dra was welcomed in to the demip lane, and
her home was resh aped to m ake it mor e
hospi table. Th e ba y she inh abits is cont inuall y
warm and sunny, as if a con trol w eather spe ll
had som eho w become permanent and
im possible to d ispe l. Th e t ide still rises and fall s
at the same rate as th at of th e ocea n bey ond the
bay, but the waters here are always warm . Fi sh
and other sea creatures teem in this secl uded
cove. In winter, ice floes enter the bay, but
in stantl y m elt when they cross the in visible
dividi ng line.

Years ago, Kadra and her wandering sisters
Kedra , an annis hag, and Kentra , a green hag ,
form ed a covey. Kadra has not seen her sisters
since Adam captured her and she escaped from
Sch loss Mordenheim . They have much to
discuss.

T he hags are carnivores who have a taste for
human flesh. Kadra has used her wand of poly -



morphing to t ransfo rm seve ra l of the island's
tamer animals (deer, sea otters, and badgers)
into human childre n. In eac h case, the child
resembles the Kadra that existed before Adam's
depravities, with lo ng blonde hair and dark,
almo st ebony eyes glowing with innocence.

The sea hag keeps th ese Kadras im prisoned
for herself and her guests . Bu tch ering the
child ren and destroying their beauty g ives her
great pl easure.

OUl'ruil'w
Hans and the pes stumble into Kadra's bay.
While Hans is aware of Kadra , he is totally
unaware of the fact th at her sisters are vi siting.
The pes must not survive this encounter, and
three hags wo rking covey spe lls should take
them out qu ick ly. The DM shou ld not drag out
the death scenes. Kil l th e cha rac ters as quick ly
as possib le to move them to "Old Wine , New
Skins," the next encounter. Han s should not be

killed, bu t , tr ue to for m , should run away at the
first sign of the covey's resistance .

Narratiul'
As Hans pulls th e pes toward his distant ca m p,
the mounting ice and snow force him to detour
and to pass by Kadra 's secl uded cove,

The bay th at Ka dra inhab its w ill be an
unusual sight indee d, after Hans has strugg led
the nearl y frozen pe s in the wo rk sled across
this frozen, blizza rd- rac ke d stretc h of island, If
th e pes invest igate, read or paraphrase th e
fo llowing tex t. If the pe s do not investi gate, they
find themselves drawn in , as if the land itself
were reac hing out to surround them in its
em brace .

You look out over a bay that seems locked
in an eternal summer. J ust a few steps down
the beach, the snow ends abruptly, as if pil ed



aga ins t an inv isibl e barrier. On th is side , the
w ind ho wl s and the trees groan under th eir icy
burdens. Beyon d the invi sible boundary, th e
beach is clea r of snow and the wa rm waters
of the bay gent ly lap against the shore. On
th e far side, ice floes grind aga ins t th e barrier.
Occasio na lly, a mass of ice pushes throug h,
only to m elt away.

The bay is f illed with seaweed, rotting
beneath the sunlight. Th e wate r is thick with
the stuff, and its decay leaves ar' o ily sheen
on the water.

Hans and the PCs can eas ily cross the
inv isib le barrier ; it only separates the wea ther
ins ide the bay from the weather beyond th e bay.
Once in side, the PCs begin to recover and regain
their st reng th.

Kadra li ves in th e hut at the ce nte r of th e bay.
While it m ay look easily accessib le, it is well
protected. If the party approaches th e structure,
read or pa rap hrase the foll owin g text. If th e PCs
do not choose to investigate, Kadra, or one of
her sisters , polymorphed into the form of a
yo ung , blo nd girl , wi ll approach th em .

At th e cen ter of the bay, pe rched on tall
st ilts , is a small hut constr uc ted of ro ug h-cut
boards. Rad iat ing from it , li ke the strands of a
sp ider's web, are floating board walks. Th ese
lead to other struc tures , also bui lt on st il ts­
but th ese are not huts. Instead they are cages,
made fro m sto ut poles . You can see th at each
cage contains as man y as half a dozen
children who slum p listl essly aga inst th e wall s
of their prison s, th eir bare legs dangl ing
throu gh th e slo tte d floors. A ll are g irls with
long blon de hair and da rk eyes, and all are
dresse d in rags. Occa siona lly, one utters a
low m oan. Other wise th e air ove r the bay is
st ill, broken only by the fain t pl op s of the sea
c reatu res that surface m omentarily amid th e
tangle of seawe ed that fills the bay.

Each of th e cages conta ins 2d4 anim als that
have been polymorphed into child ren (treat as
O-Ievel humans). A ll are in need of food and
m edical attention. No ne of them are ca pab le of
caring for them selves in human form . A horror
check m ay be required here.

Th e interior of K adr a's hut is a repul sive
m ess. Rott en fish heads, an ima l bo nes, and
broken utensil s li tt er th e floor and sc raps of di rt y
cloth have been piled in one co rne r as a bed . A
c rude ly m ade table and a sing le chai r are
j am me d into another co rne r. Under the debris,
Kadra hides her treasure: 3,000 sp and 3 gems
worth 400 sp each.

Kedra and Kentra are wande rers, visiting their
siste r and ca tch ing up on persona l histori es.
T heir meager possessions are strewn casually
about the roo m .

The hags will tr y to catc h the PCs as they
enter the hut. If the PCs do not go to th e hut, th e
hags will have been polymolphed in to
impr isoned child ren with Kad ra's wand, and
wee p and cry unti l the PCs either re lease the m
or co me close enough to be destroyed.

Kadra (Sea Hag): lnt avg ( 10) ; A L CE; AC 7:
MV 12, Sw 15; HD 3; hp 17 ; TH ACO 13; #AT 1;
Dm g I d4 +6 (claw or dagger); SA deadly gla nce;
SD ap pea rance ca uses fear; MR 50%; SZ M
(5 ' tall ) ; ML steady ( 11); XP 975.

Kedra (Annis Hag): lnt very; A L CE; AC 0;
MV 15; HD 7+ 7; hp 35: THA CO 13 ; #AT 3;
Dm g I d8+8/1 d8+8/2d4+ I ; SA nil : SD cha nge
self at wi ll; MR 20%; SZ L, 8 ' tall; ML 15;
XP 4 ,000.

Kentra (Green Hag): Int ver y; A L NE; AC - 2;
MV 12, Sw 12; HD 9 ; hp 42; TH ACO 11; #AT 2;
Dm g 1d2+6/1 d2+6 : SA mimic abi lity, change
self at will ; SD spells (audible g lamor, dancing
ligh ts, inuisibility . pass w ithout trace, speak
with monsters, water breather, weakness) ;
MR 35%; SZ M, 6 ' tall; ML 17 ; XP 4 ,000.



~..'

riiil~iiiiiiiiiiiii;il idn ight past' Not a
sound o(aught

Tho' the silent house,
but the wind at
h is prayers.

I sat by the dying
tire, and thought

O( the dear dead
~!!~~~~U woman upstairs.

A night o( tears! (or
the gusty rain

Had ceased. but the
eaues were
dripping yet;

And the moon
looked (orth, as tho' in pain,

With her (ace all while and wet.
- Robert, Lord Lytton

Sc hloss Mord enheim , th e home of Dr. Vic tor
Mordenheim, is perched on the lip of a 14 0-foot
cl iff, overlooking th e stormy wa ters of the Sea of
Sorrows. Waves crash against the rocks below
and sea birds ci rcl e overhead , fill ing the g loo my
air with thei r unearthly cries . Th e schloss
gl isten s with ice , gl owing dark ly in refl ected
moonlight.

The PCs arr ive at Schloss Mord enheim
dead-a litt le g ift from Kadra to Victor, raw
ma terial for his "experime nts."

The ta sk of rebuild ing th e PCs tak es some
t im e. Winter 's icy grip is fully upon the m ain land
by the time Victor's tentat ive manipu lation s of
the PCs are co m plete .

Th is sec t io n of th e adventu re beg ins as th e
PCs awaken pa rt way through th e pro cedure
Victor is per form ing upon th em . Th ey wil l
have a total of three awakenings , eac h of
th em da rk and pa in fu l. Th ey wi ll fina lly awaken
to di scover that th ey have become flesh
go lem s.

The p layer cha racters will have an
opportunity to exp lore Sch lo ss Mordenheim,
in the ir new bodies, and ma yor ma y not
ch oose to defend Dr. Mordenhe im wh en Adam
att ac ks .

Narrativ~

Your eyes are wide open, but your vision is
obscured by a swirling, pa le-green liquid. It
seems that you are under water. Your body is
numb and it will not resp ond to your
com mands . A faint gurg ling noise fills your
ears.

Your lungs sho uld be bursting for lack of
oxygen, stra ngely, th ey are not. A ll sensa tio n
is curio usly muted- you are breathing, you
have no sense of taste. You ca nno t fee l the
wa ter on your skin , yo u cannot even te ll if the
liquid is wa rm or cold .

Is this what dea th is? A watery lim bo? Th e
last th ing you k new, the last p lace yo u had
kn own was a sum me r pl ace, and three hags,
and violence . . .

But no. Your eyes blink , yo u ca n hear the
rus h of bubbles in your ears.

Gradua lly, your vision cle ars . You seem to
be in a glass tank of some sort. You can see
th e room beyond. If yo u try to turn yo ur head
you find it is to no avai l. If you stra in your
eyes until your vision is directed downward,
yo u wil l see th at yo u are no mor e than a
brain , suspended by wires in a j ar of liqu id . To
th e right and left , there, on the co unter beside
you, are j ars co nta ining ot her bra ins with eyes
and ears attached. Th eir eyes turn to yours
and widen in horror.

Look around th e room itself. It is a
labor atory, fi ll ed with st range devi ces. On a
long, slabl ike table are several bodi es. Th e
one in front of you. is your own.
Unmistakably th is is your own co rpse, ly ing
beside the bodies of your com panions. The
c rown of each head has been neatl y cut away
and th ere is on ly a hollow em pt iness where
once there were living brains.

The PCs are in Dr. Mordenheim's main
labor ator y. For a com plete desc ription of the
laboratory, see Room # 13 in Schloss
Mordenheim.



Afte r a moment, Dr. Mordenheim enters the f

roo m to chec k on his subjects. Muttering to
hi m self, he takes samples of the liq uid nu tri ent
and adjusts dials at the top of each j ar. One by
one, the pe s slip into unconsciousness.

Rtawaktnings

T
his scene takes pla ce in the lightni ng tower
(Room #23) of Sc hloss ,,\ordenheim . To
add suspense, The DM might pu l l eac h

player aside while reading it , cre ati ng the fa lse
im press io n that a diffe rent fate is befa ll ing each
character.

Narratiut
Your second awak ening is even more
unplea sant than the fir st. This t ime, it begins
wi th a bright flas h of light and a surge o f pain
that wracks your body.

You r body tosses v io lent ly as your ow n
autonomic responses gasp for air, trying to
fo rce your lungs to work. Your heart ham m ers
at an im possible rate and your sk in feels as
though it were on fire. Wisps of smoke ri se
fro m your mou th and nose.

You lie strap ped to a tab le in a ro und room
th at is fil led with buzzi ng equipment.
Somewhere outside, thunder growls. Through
the windows you can see arcs of lightning.

A ga unt man leans over yo u wit h a large
sy ringe in his hand . He plunges the needle
in to the quive ring flesh of your arm and you
experience a sudden numbn ess. In a mom ent,
you slip into unconsciousness again.

One by one, Victor is animating the bodies
into which he has transp lanted the PCs' bra in s.
In this next scene, Vic tor com pletes the
proced ure and the PCs begin their new li ves-as
flesh golems.



Fl esh Golem PCs

A rmor Class : 6
Movem ent: 12
Level/H it Di ce: 9
Hit Point s: 40
T HACO: I I

Str 18 / 00
Dex 10
Con 18
Int (same as befo re)
Wis (same as befo re)
Cha 3 (except priests)

No . of A ttacks: '1 (by weapon ) or 2 (fists)
Damage/ Attack : 2d6 /2d6 (fists ) I d6 +5 (cl ub)
Special A tta cks: Strangulat ion
Speci al Defenses: See below
Magic Resistance: Spec ial
Save vs Para lyzati on/ Poison /Death Magic : 8
Save vs Rod/ Staff/Wa nd: 10
Save vs Petrification/Polymorp h: 9
Save vs Breath Weapon: 9
Save vs Spe ll: 11

Flesh Go lem (R avenloft): Int avg ( 12); A L CN;
AC 6; MV 12; HD 9; hp 40; TH A CO 11; #AT 2 ;
Dmg 2d8/2d8 (fis ts) ; SA strangulation ;
SD imm une to co ld and elec t ric ity, need + I or
better weapo n to hit; MR special; SZ L (7 -8 ' ta ll ) ;
ML fearless ( 19); XP 5,000.

. In their new flesh go lem bodies, the PCs wi ll
discover several changes-some are beneficia l,
while others will prove frustrating hardshi ps.

Armor Class: 10 St r 10
Movem ent: 12 Dex 17
Level / Hit Dice: 0 Con 9
Hit Points: 55 Int 18
THA CO: 20 Wi s 7
No. of A ttacks: I Cha 12
Damage/ Attack : I d3 (surg ica l knife)
Spec ial A ttacks: nil
Spec ial Defenses: See description
Magic Resistanc e: nil

(For a com plete descripti on of Dr. Victor
Mor denhe im, see pages 104 - 108 of the Realm of
Terror sourcebook.)

Victor Mordenheim
Human (0 Level), Lawful EvilOnce more, consciousness returns, but it is

not pleasant. An aching pain pervad es your
eve ry limb, and yo ur head fee ls like someone
had peeled th e top of yo ur sk ull open with a
dull paring k nife . Your sk in pulls in agon izing
twi nges with eac h m ovement yo u tr y to
m ak e.

Someth ing is wrapped aro und yo ur head ,
covering yo ur eyes. You stand uprigh t , held in
th at positi on by straps around yo ur wrists,
ank les and ches t. You hear footsteps co m ing
toward you.

Th ere is a tu g at the m aterial th at covers
your eye s. Someone is unwrapping th e
ban dage wo und about your head. Suddenly,
there is a dazzling blaze of light and th e
bandage fa lls.

Looking down at your body, you see fresh
sutures crisscrossing your flesh, puckering
into angry red lines. Your limb s are
m ismatched and your torso is laced and
covered with incisions. You seem to have
been co bbled tog ether, bit by bit-but none of
th e body parts are your own.

You hear ga sps and, look ing around th e
room , you discover you are not alone, your
com panions have suffered a similar fate.

A horror check should be m ade here, if th e
p lay ers do not react with suff ic ient terror. Th e
PCs are sti ll in th e labor atory, strapped to
surg ical ta bles that have been inclined aga inst
the wall s to rai se the PCs into an upr igh t
position. Th eir br ain s have been transpl anted
in to flesh golem bod ies. The charac ters are able
to talk and all of their senses have been
restored. They are in huge, 7 -foot-ta ll bod ies
that have been sewn togeth er from the body
parts of the co rpses of seve ral differen t m en and
women. Their original bodies are now useless
and Victor will have hi s serv ant Igor destroy
th em .



The alig nment of each PC rem ain s the same',
bu t wi th a tendency to swi ng wi thout warning
toward Chaot ic . Once each day, if a PC
encounters hum ans or demihumans, there is a
15% cha nce of th e character flying in to a
berserk rage and strang ling someone. (The
victim is the perso n who most reminds the PC of
his or her former self , due to race or cla ss.)

The PCs gain all of the strengths and ab ilities
of flesh gol ems : immunit y to cold , elec t ric ity,
and cer tain spe lls ; strang ulatio n attac ks; a +4
bonus on saves vs poison, level draining. and
gases: immunity to non ma gical weapons and
att acks by monst ers of 4 Hit Di ce or less; and
regenerative powers. Th ey also have the
weak nesses of fl esh go lems: th ey take
permanent damage from fire and ac id and if
reduced be low 0 hit points, they m ust be
reac tivated wit h a jo lt of elec t ric ity.

The PCs do not, however, have the flesh
go lems' in nate fear of fi re. Th is is a learn ed
fear-one that the PCs m igh t ve ry well ac quire

after suffering fire da ma ge. PC flesh go lems
have no immunity from diseases, and they
cont inue to possess emotions- they must still
m ake fea r and horror check s.

The grea test danger the PCs face is the
possibil ity that their brains (th e on ly original
bod y part rem aining, the reposit or y of
co nscio usness and the soul) migh t be
permanently damaged by fir e or acid . Sho uld
suc h an attack be aimed directl y at a PC' s head ,
the PC must save vs paralyzation . If th e sav ing
throw fai ls, the PC loses 1 point of eithe r
Intelli gence or Wisdom for ever y 4 hit points of
damage suffered. A sav ing throw is al so
req uired in the case of area attac ks of ac id or
fi re; failure results in th e loss of I po int of
Intelli gence or Wisdom for eve ry 8 hit points of
damage. (Fire and acid attack s th at do less than
4 or 8 point s of da m age do not requ ire a sav ing
throw. Do not round numbers up.)

The loss of Intelligence or Wisdom is
perm anent. When Dr. Mo rdenheim restores the



bra in s into th e PCs' newl y cloned bod ies (w hich
he will do later in the adventu re), they do not
recover from this damage. (Mo rdenheim could
att ach parts of another br ain to the damaged
brain , but then the PC wo uld be faced with the
unpl easan t possibility of having two minds
try ing to control the same body !)

As fl esh golems, th e PCs have superior
Const itut io n and Strength (a blu dgeoning
we apon used by a PC flesh go lem does 1d6+5
damage). But due to their ghastly guises, any
norm al hum an or demihuman who sees them is
likely to fun in terror. Likewise their Dexterity is
reduced, due to the cl ums iness of the new
bodies, Th ey also suffer a loss of Charisma.

A limi ted exception to the Charisma rule
affects cle rical PCs. While the ir Charisma is also
reduced when dealing with others, in the eyes of
most of thei r gods, who see into their hearts,
they have not changed . Priests do not suffer
pena lt ies when wield ing spe lls, so long as they
co ntinue their devot ion s. (G iven th e fac t that
they are now monsters, however. it will be
difficul t fo r PC priest to enter a temple and m ak e
offer ings. Pri est s whose gods va lue phys ica l
beauty will suffer some pena lt ies.)

While their Intell igence and Wisdom scores
have not changed, lack of coordination means
that wiza rds will cas t 1 less spe ll per level. For
the same reason, psionicists using their
discip lines will only have ha lf of th eir normal
PSPs.

Those PCs who previou sly used armor will be
unable to cont inue doing so. T heir old armor will
not fit thei r new bodies. Any new armor wo uld
have to be specia lly construc ted, due to thei r
mi sm atch ed bod y parts,

A ll flesh go lem PCs have the same sav ing
throw s, armor class, THACO, and hit points. To
some players, th e new bodies mi ght seem lik e
an improveme nt ove r the old. But there is one
ser io us dra wb ack: whi le in their flesh go lem
bodies, the PCs receive no experience points
whatsoevet: As mon ste rs, th e PCs are unab le to
advance in abi lity or level. (The DM sho uld
award surv iv ing PCs all or most of their

experience points once Victor has tran splanted
th ei r brains into the cloned bodies.)

People will t reat the fl esh go lem PCs as
mon sters and may even hunt them down. If
caug ht, they face the prospect of being burn ed
at the sta ke by a m ob thirsty for revenge.

Narratiut
Victor Mordenheim exa mines each of you in
tu rn , his shoulde rs jerking with nervous
exci tement as he views his latest "creat ions."
He shi nes a ligh t into your eyes, rests an ear
aga inst your chest to listen to your heartb eat ,
and ca refully exa mines your sutures.

"Excellent! " he says, pacing bac k and forth
before you. " I am Docto r Vic to r Mordenhe im,
and aga in I prove my detractors wrong ! Every
one of the ope rat ions was a success!" He
rega rds you so lemnly, "You migh t think to
condemn me for what I have do ne. But
cons ider this fact: wit hout m y sk il ls, you
would all be dead. Witho ut m y cont inued
he lp, yo u ha ve no chance of regainin g your
original form ."

Victor st rides over to the glass- lidded tubs.
"Fortunately, I was ab le to recover yo ur bra ins
and pr event them fro m at rop hying, I was also
able to recover a tissue samp le from each of
yo u, Now, th rou gh the process of ce llula r
regenerat ion, a process of my own invention,
I am growin g new bodi es for you . Th ey wi ll be
the same in form and function as your old
bod ies, but will conta in cer ta in . . . ah,
im provements."

Inside each of the glass covered tubs is a
part iall y for med body. The bodi es are human
(or demihuman ) in shape, but as yet have no
sk in or identifiabl e fea tures . They are sim ply
ske leto ns, fi ll ed with organs and overla id with
raw t issue and muscl e. They pulse with li fe,

"The bodies will not reach matura tio n for
severa l days," Victo r exp lains . "While yo u are
waiting to have your bra ins t ranspl anted back
into th em, I have a tas k for yo u,"



r.ii1~iiii~~ treaming tears that
never stint,

Like pearl drops (rom a
(lint,

Fell by course (rom his
eyes

That one another's
place supplies;

~~~~~~~ Thus he grieved in
every part,

Tear~ o( blood (ell (rom
his h'earl.

- Robert Gree ne

Dr. Mordenhe im and
Adam , his creat ion, are
linked by more tha n
j ust the ir sha red

histories. Th eir fates are linked one to the other.
Th e doom of one is the doom of the ot he r.

A lthough Victor is a Q-leve l hu m an, he has
the same number of hit points as his creat ion.
Each inj ury that Victor suffers is felt by Adam
(a lt houg h the monster's incredibl e Const it ut ion
allows him to concea l much of his anguish) .

There is only one way to perm anentl y k ill
Vic to r (o r Adam) , Bot h m ust d ie at the same
moment. Sho uld Victor alone be "ki lled," h is
body w ill regenerate from the smallest shred of
flesh at a rat e of 1 h it point per hour. Shou ld
his bod y be utter ly des troyed , hi s spirit wi ll
claim the bod y of a fres hly dead human m al e,
grad ua lly transform ing it ove r I d6 days until it
resembles the Mordenheim (or Adam) o f o ld.
But imm or tali ty has it s pr ice: Vic to r al so sha res
the emot io na l torment of h is m onster.

Adam yea rns to tell Victor of hi s sorrow abo ut
wh at happ ened th at dread ful nigh t when Victor
found Ada m standing over Eli se's battered body.
Adam loved El ise more than li fe itself , and her
rej ection of his decla rations were met wi th only
more passion-a pass ion that has since
develop ed into sing le- m inded obsess ion.

Ti m e and aga in Ad am was driven away from
Schloss Mordenheim , O ver the years, his hatr ed
of Victor grew and he plotted his revenge .

Sneaking in to the mansion when Vic to r and Igor
were asleep, he sto le th e broken bodies
pr oduced by the doctor' s experiments .
Reanimating them, Adam created his own army
of flesh go lems in preparation for an att ack on
the esta te . But the golems would not serve
A dam, and wande red away.

Unt il now, Ada m has been wary of att acking
Vic to r d irec tly, bel iev ing th at he hi m self m ight
die if he kil ls Victor. But now, Adam 's fru str at ion
and hatred , his obsessed anguish at standing by
while Victor "tortures" Elise, have driven him
beyond either reason or caution.

Ourruirw
In this sec tion of the advent ure, Ada m sneaks
into the mansion and att ack s Victor. A dam then
steals Elise and carries her away.

If the PCs fo llow Dr. Mo rdenheim down stairs,
read the fo llowing tex t. If they do not fo llow h im ,
Eli se wi ll be in Room # 16 and Adam wi ll f ind
them wh en he is searching for her.

Narratiur

Below, you hear the sounds of forced entry.
Dr. Mordenh eim rushes out th e door and
down the stai rs, Your new bodi es are stiff,
sluggish, and there always seems to be a
de lay between the thoug ht of an actio n and
its com pletion, Moving rigidly, yo u m ak e you r
way after the docto r, down the sta irs to the
converted dinning room .

As you enter the room you see a monster.
A m onster not unlike yourselves-enormo us.
Standing ove r 7 feet tall , his pow er ful bod y is
c rossed with large raised scars, caused by
st itches, like yo ur ow n. His skin is gray, pale,
and th in, and beneath this translucent
cove ring, you can see muscle and arteries
straini ng, Stand ing listlessly, a small squad of
flesh golems watches the confronta tio n with
littl e apparent interest. Off to one side yo u
see a woma n, laying on a table.





,

Adam is in the d inning room ; he and a small
band of his own flesh golems are att ack ing Dr.
Morde nheim , wi th intent to k ill. Ada m's Ch ildren
do not aid him out of loyalty, however, for th e
true rulers of the dem ip lane have seen to th at.
Rathe r, he ha s prom ised them food and she lte r
through the next winter if they w ill help him kill
his creator and rescue his beloved Elise.

Elise is a sorry sight. Little remains of her
or ig ina l body. Over the yearssince her death ,
Vic tor substituted either m echanica l dev ices for
her lim bs, or "tem po rarily" grafted on pi eces of
ot her bod ies, Her skin is withered and has a
blue-q ray sheen to it , and what rem ains of her
matted hair is white. Her eyes are sunke n
hollows. Yet she can st ill be identi fied as th e
pitiful remnant of the woma n in the portr ait in
Roo m #3 by the birthmark on her up per li p.

Victor keeps Eli se heavil y sedated.
Sometimes she moans. On those rare occasions
when she has regained consciousness, she
either cries ou t for Eva, her adopted daughter, or
pleads for the release of death .

If El ise awakens, she wi ll beg to have the
"fiendish devices" destroyed-those ma chines
th at sustain her agony by keepin g her ali ve.
But Elis e cannot be k ill ed . If one sc rap o f her
body remains, Victor will resurrect her using his
flawed ce ll ular reproduct ion tech niq ue (wh ich
le ave s Elise in the same sad condition she was
in before). Even if her bod y is utt erly
destroyed, Vic tor has co llect ions of her cell s
stored in a safe place, fro m which he w ill g ro w
a new Elise.

Narratiut
As yo u wa tch , a stra nge thing beg ins to
happen . Every time the crea ture st rikes the
docto r, he reac ts as if th e blow were landed
on him sel f, instea d. When the beast att empts
to strang le Mordenheim, his ow n face begins
to turn a sick ly blue. Suddenly, the attack is
broken off, and the giant and hi s co ho rt turn
on you!



For a descripti on of Adam, see pages 108 ­
109 of the Realm of Terror source book. In this
adventu re, A dam has addit iona l powers, as
described below.

m imic co ld /electrica l (lightning, etc.) spell s. If a
ring, wa nd, or m iscellaneous m agical item is
used against h im , cas ting spe ll effects of a
nondamaging nature, Adam absor bs th e energy,
rege nerating hit po ints at a rate of 1 hit po int per
level of the spe ll the magical devi ce rep licates.
A lte rnatively, Adam ma y abso rb I d4 hit poi nt s
for mi scellaneous m agical item attack or effec t
directed at him, 1d6 hit po int s per ring, and
I d I 0 hit po ints per wand , sta ff, or rod.

Like all flesh go lems , A dam has a h igh
m etabolism and regenerates naturally, at a rate
of 3 hit po ints per hour ( I hp eve ry 20 m inutes).
Unlike golems, however (t hat must be repaired
and rean imated with a jo lt of elec tric ity wh en
reduced below 0 hit points) , Adam can
automat ica lly regenerate back to full health from
the sm alles t remaini ng piece of flesh. Shou ld
Ada m 's body be destroyed outright, his sp irit will
seek out the body of ano ther of Lamord ia's flesh
golems, grad uall y tra nsforming it ov er 1d6 days
unt il it resembles the Adam of o ld.

Lik e a flesh go lem , Adam is ca pable of
strang ling any vict im he hits wi th both fists in
the same round , Adam 's strang u lat io n does 3dB
po ints of damage per ro und . The vict im m ay
on ly break free if he or she has a Stre ng th of l B.
Two advent urers m ay wo rk together to pull
Adam off the v ictim (o ne pu lling eac h arm ) but
eac h m ust possess a Strength of at least 10.

During Adam's c reat ion, Dr. Mo rdenhe im
injected a numb er of stimulants and serums into
his b lood . The chem ical reacti ons of one serum
with anot her have gi ven Ada m total immunity to
all poi sons. '

You strugg le in th e grip o f the walking dead. Th e
golems grip your arms with prete rna tura l
strength , but you possess the sam e streng th .

Flesh Golems (Raven loft) (4) : Int avg (9) ;
A L CN; AC 6; MV 12; HD 9; hp 40 ; TH ACO 11;
#AT 2; Dm g 2dB/ 2d8 (fists); SA strangulat ion ;
SD immune to co ld and elec tr ic ity, need + I or
better weapon to hit ; MR spec ial; SZ L (7 -B ' tall ) ;
ML fearless ( 19); XP 5,000 each.

20
17
20
16
12
2

Str
Dex
Con
Int
Wis
Cha

Adam
Lord of Lamor di a, Chaotic Evil

A rmor Ci ass: 7
Moveme nt: 15
Level/H it Di ce: 12
Hit Points : 55
THACO: 9 (6 w/wpn)
No, of A ttacks : 2

Da mage/ A tt ack: 2dB (+B w/wpn)
Spec ial Attacks: nil
Spec ial Defenses: + I magica l weapon to hit
Magic Resistance: 25%
Move Silently : BO% (at ha lf normal movement
rat e)
Hide in Shadow s: BO%
Detect No ise : B5%
Climb Walls: BO%

A dam has broken off the atta ck because of
the pain Victor's injuries are causing him. In a
m urdero us rag e, he lashes out at the PCs, jo ined
by his flesh goiems .

Com bat : Adam is immune to natural cold and
elec tric ity, and suffers only half dam age from
m agica l attacks of this type (o r no dam age, if he
m ak es his sav ing throw) . Other damaging spe lls
harm him normall y, but all othe r spe lls ca use
him to reg enerat e hit po ints at a rate of I hi t
po int per level of the spe ll cast upon hi m .

Additio nally, A dam is ab le to absorb the
energy o f ce rtain magical item s that do not



Th e PCs will be cl umsy in battle (autom at i- '
cally lose init iati ve during th e 1st th ree rounds),
gradually learning more contro l as th ey figh t
Adam's golems. To add drama , the DM m ig ht
like to ha ve Victor attempt an escape dow n th e
stair-s lide and trap door lead ing to the Power
Room. Some of the PCs may fo llow, only to be
trapped there by Adam and slammed into th e
elec t ric al panels. The PCs are im m une to the
elec t rical effec ts, bu t they wil] not be thinking
like go lems- m ake a fear chec k, if necessary.
T heir autom atic reaction should 'give Adam time
to get Elise and escape.

Igor, Victor's servant, returns to Schloss
Mordenh eim to o late to do anyth ing but help
Victor and the PCs out of which ev er room th ey
are in and to see to their wound s.

After wrea k ing destruct ion up on th e lab and
th e PCs, Adam fled Sch loss Mordenhe im
carry ing Elise in his arms. Victor will recover
from his injuries in a m atter of hours, if he was
sim ply k illed, or in a I d4 day s if his body was
com pletely destroyed.

Th e PCs sho uld recover befor e Victor does,
and that will leave th em free to exp lo re Sc hlos s
Mordenh eim.

Schloss Mordtnhtim

U
iewed from th e outs ide, Sc hloss
Mordenheim is perch ed like a vulture on th e
lip of a 140 -foot cl iff, overlooking th e

stormy waters of the Sea of Sorrows. Waves
c rash against the rocks below and sea bird s
circle overhead, sending their eerie shrieks into
the gloomy air.

Once this was a fine mansion. but now it is in
a state of d isrepa ir. Shutt ers hang from windows
like drooping eyelids, the centra l co urty ard is
overgrown with weeds, its fountain has long
been dry, and the br ick wa lls of the st ructure are
covered with a thick layer of gray gr it.

Far below the mansion, angry waves pound
aga inst the rocks. In the dis ta nce , a low island
hunches up above the breakers . Beyond that ,
th e sea is obscured by mist.

The fo llowing room descr iptions shou ld be
read to the play ers as they exp lore
Mordenheim 's Estate, The DM should only read
the text pr inted in ital ics to the players, the other
information is only for th e DM , A m ap of the
estate is on the inside cover.

1) Courtyard: Worn stone sleps lead down (rom
the ru sled wrought-iron gale, hanging by on e
hinge. The area bey ond is thick wilh weeds and
wind-blown debris. A sma ll iountein at the
cent er o( th e cour lya rd is filled w ith bra ckish
water and decaying leaves.

The murky water is about 2 feet deep , and
contains rot grubs.

Rot Grubs (3 d4) : ln t non (0) : A L ni l ; AC 9 ;
MV 1; HD less than I ; hp I eac h; THACO nil;
#AT 0 ; Dmg nil ; SA burrow into flesh; SD nil ;
MR nil : SZ T (1 " long ); ML unstead y (5 );
XP 15 each.

Inside Schloss Mo rdenhe im: Most of the PCs
ex ploring Mordenheim 's man sion will have
or ig inated in Medi eval -sty le wo rlds with lim ited
technology. Inside th e esta te , th ey wil l encounter
something new: electricity.

All of th e rooms of Sch loss Mordenh eim are
dim ly lit by elec t rical power. Hand -bl own glass
bu lbs co ntaining g low ing fi laments hang from
wires descendin g from th e cei ling. These
prim it ive electric bu lbs fl icker and pulse in t im e
with the low-pitch ed, hum ming sound that
pervades the entire ma nsion. Sometimes the
walls tr emble slight ly as th e humming incr eases.
Du ring th ese per iod s (when power is bein g
drained for the doct or's exp erim ents) the lights
in the room s dim almost to the point of
extin ction.

Th e DM shou ld describe the light bu lbs-and
ot her elect rical devi ces found in Schl oss
Morden heim-in nontechni cal term s. The lig ht
bulbs co uld be report ed as "globes , glowing
weakly with a pa le, ye llow light ," the vario us
sw itch bo xes as "black boxes from which issue
carved , wooden arms," the wires and nests of



elec trical ca ble as "s lim, black rop es of a shiny,
strange sort that almost seem to move." T he
PCs should be encouraged to m istake th ese
products of sci ence for m agical items or ef fec ts .

The best pl ace for the foll owing encounter to
occur is on th e grand balcon y (Roo m #5) .
However, if the PCs leave the first 1I00r wi thout
exploring this room, have the encounter take
p lace somewhere on the second 1I00r.

Ka dra , th e sea hag has sent her two sisters,
Kedra, an Ann is hag, and Kentra , a Green Hag,
to enter Sch loss Mo rdenheim and wreak
vengea nce upon A dam for wha t has happened
to her. Since th ey are separated fro m K adr a,
however, th e two hags ca nnot use covey spe lls .

Each hag carries a hag eye, so that Kadr a
can watch th em ex act th eir vengeanc e. If the
eyes are destroyed, Ka dra takes 2d 10 points of
da ma ge and is st ruc k bl ind , th ough she wi ll heal
by the ti me th e PCs return to the island.

Upon seeing the ch ara ct ers as flesh golems,
the hags will assume that m inimally th ey are
servants of Adam and deserve to di e. Th ey wi ll
attack th e PCs, c rying out th ings like "you will
pay for wha t Adam did to our sister!" and
"vengeance fo r Kadra' " and "th is is for Kadra!"

Kedra (A nnis Hag) : Int ver y; A L CE; AC 0;
MV 15 ; HD 7 +7 ; hp 35; TH ACO 13: #AT 3;
Dm g I d8+8/ I d8 +8/ 2d4 + I ; SA nil ; SD cha nge
self at will ; MR 20%; SZ L, 8 ' tall ; ML cham pio n
( 15): XP 4 ,000 .

Kentra (Gree n Hag) : In t very; AL NE: AC - 2:
MV 12, Sw 12 ; HD 9; hp 42; TH ACO I I ; #AT 2 :
Dmg I d2+6 /1 d2+6 : SA mim ic ab ility, change
self at wi ll ; SD spells (a udib le g lamor. dancing
lights. invi sibility, pass unth out trece, speak
wi th monsters, w ater breather. weakness);
MR 35%; SZ M, 6 ' tall : ML fanatic ( 17 );
XP 4 ,000 .

2 ) V isitors' Wing: This room is furnished with
two sing le beds, a table. armchairs, and a
commode. The room is thick with dust. and the
curtains are so rolled that they tear ifparted.

Heaped in a corner; y ou see a stack of heavy.
bearsk in coats. The ancient fireplace is cho ked
w ith cobwebs, and a pa inting has fallen from
one wa ll. i ts glass sta rred and cracked. The
pa in ting depicts a pub lic buildinq in a large city
and is captioned "Academy ol ttie Sciences.
Essenbach. "

3) Sitting Room : An arched en trance opens in to
this room. Tti e room itself is dominated by a
massiue fireplace that is thictc with cobwe bs.
The manlle is couered w ith d ust On th e mantle
are several silve r candlestic ks and a Ialge paint­
ing ofa y oung man and woma n in forma l dress.
The man has a serious, aristocra tic look and is
d isting uished by a scar over his left eye. The
lower half of his left ear is missing. The woman
is a dark-h aired beauty with a small birthmark
on her upper lip. She weals a (low ing while
dress and carries a bouquet The pa inting is cap­
tioned "Victor and Elise, May 10. '02." Beside il
is a smaller por trait ofa y oung girl with ash­
blonde hair and Wide, dark eyes. The w alls of
the room are hung with heavy tapestries w hose
designs are obscured by dust and cobwebs.

The smaller portra it is that o f Eva .

4 ) Recept ion Hall : The entrance to this room is
lhrough a thick, wooden door reinforced with
iron bars. The door is splintered and cracked
with age, y et is securely fastened with a lock.
(Th ieves suffer a 20% pena lty wh en picking th e
lock beca use the mechanism is rusted. Th e door
m ay be batt ered open on a roll of 8 or less on a
1d20 .)

The hardwood {loor of this room is thick w ith
dust. y et it is w ell traveled . Seoere l sets of
foo tp rin ts lead from th e [ron! door to the twin
staircases thai are set against the back wall.
leading up to the right and to the left.

A sec ret trap doo r is located under a rug at
the point where th e bases of the two stai rcases
meet. When triggered by the knife switch
(hidden behind a painting opposite the doo r to
the din ing room ). the left hand sta irca se turns



into a slide, a t rap door set in the floor opens , •
and a hasty ret reat can be ma de.

5) Grand Balcony: This walkway connects the
sitting room with the exhibi! room, and offers a
breathtaking uiew of the Sea of Sorrows. The
railing of the balcony appears to be rotted.

An yone leaning on the railing must m ake a
Dexteri ty chec k or suffer a 1OO-foot p lunge
( I Od6 points of damage) ant'? the rocks of a
ledge th e hangs 40 feet from the icy waters and
sharp rocks of th e Sea of Sorrows .

6 ) Exh ibit Room : This room contai ns many
wonders. Displays hold mounted skeletons and
the fossils of extinct creatures, fluorescent rocks
and chemicals rest on sheiues , insects pin ned to
boards, strange creatures preserued by the
arcane art of taxidermy, and electrical deuices of
uncerta in function and origin-all couered with
a thick lay er of dust. Glass jars hold samples of
human and animal organs preserved in
alcoho l- hearts , livers, kidneys, and euen
brains . Some of thejars are allached to devices
tha t send a spark through the liquid, making
the o'gan twitch. Otherjars are crectcea. their
preservatiues haue oozed away. their contents
putrefied. The room smells of decay.

In the days when Victor and Elise were newly
wed and the mansion was in better repair, this
room was Vict or 's pr ide and joy. Here he
displayed the fruits of his sc ient if ic
investigations.

A sec ret door to the servants' wing is located
beh ind a wa ll -mounted di sp lay of in sects .

7) Servants' Wing: This room has the same
furn ish ings as the Visitors' Wing, except tliet it is
a bit cleener. Footprints cross the dusty floor in
seueral directions and the firep lace has been
used recently. The blankets on the bed are
rumpled, as if someone had slept herejust
yesterday. Dirt-encrusted clothes are heaped in a
comer. A stiooei leens against the wall .

Th ese are Igor 's quar ters. In a space behi nd a
loose brick in th e firep lace, he h ides the

va luables he has stole n from corpses in the
Ludendor f gr ave yard. The horde incl udes 1d 12
gems and I d6 pieces of jewelry of varying
quality and val ue .

A sec ret doo r to the exhibit room is located
behi nd a rotted tapestry.

Igor also has a pet sp itting snake . It is not
nati ve to th e cold cl imate of Lamordi a and
moves sluggishly. It is hid ing in the pil e of
cl othes near the fir ep lace, the wa rm est spot in
this room . If the cl oth ing is distu rbed, it will
attack, gaining a +2 bonus on its surprise roll.
However, it is so sluggish that it can only att ack
onc e every rou nd (rather than twi ce) and moves
at half speed (6 instead of 12).

Spitt ing Snake ( 1) : Int A nimal; AL N; AC 5;
MV 6; HD 4 +2; hp 19 ; THA CO 17 ; #AT 1;
Dmg I d3 ; SA sp it po ison 30 '; SD ni l; MR ni l ;
SZ M, 8 ' long; ML avera ge (9 ) : XP 650.

8) Vi sitors' Wing Attic : This attic seems to be a
storage place for spare linens (mostly rolled),
chamber pots, cleaning supplies, empty baskets
and boxes, and miscellaneous, unused
household items. /n one come': leaning against
the wa ll, is an assorlment of skis of various
lengths.

Entry into th is att ic is through a tra p door
lead ing to the visitors ' wing.

Any one sleeping in the ro om be low will hear
st ran ge rust ling sounds above them at nig ht. If
the att ic is exp lo red, a co lony of skeleta l bats
will be discovered.

Ba ts , Skeleta l (Ravenloft ) (2d6): Int non (0 );
A L N; AC 5: MV I , Fi l S (C); HD I - I ; hp 4
each; TH ACO 20 ; #AT I ; Dmg I d3: SA fear
aura ; SD ni l : MR nil : SZ T ( I ') ; ML fearless (2 0 );
XP 65 each.

9 ) Dining Room : Dingy white tablecloths.
stained w ith reddish brown blotches, cover
tables that have been moved at righ t ang les to
one another. Thus placed, the tables create a
ctoss-slieped work space bisecting the roam into



four equal quadrants. Glowing coals in the
fi rep lace ward off the ch ill tha t seeps lhrough
itve ma nsion. There is a strange burnt fragran ce
in the air the: does not seem to come from the
firepla ce. There is a sta ircase at ttie back of th e
room.

Once th is wa s a sum ptuous dining ha ll wit h
chandeliers, an inla id din ing ta ble, and
decorative tapestries. Now it has been converted
into a seco nd laborator y.

Th e staircase at the back of the room
connects this room with the main laboratory.
Th e odor in th is room is ozone. a byprodu ct of
Victor's electr ical manipulations.

Gleaming su rg ica l inslrumenls are scallered
across one of the tables. Beside th em li es th e
body of a w oman. Her stomach has been cut
open and her internal orga ns removed. Her sk u ll
has also been cu t open . and her brain rem oved.
/I (loals in a g lass j ar filled w ilh alcoho l. lying on
th e table beside her

Domin ating one corner of the room are tw o
high -backed wooden dining chairs. each w ith
an in verted m etal bo w l moun led over th e bade
of tn e cha i r. The bowls wou ld cover th e heads of
anyone sitting in th ose ch airs. They are linked
w il h a series of black cords (copper wi rin g
wrapped with black insul ating paper) connec ling
th em to a devi ce that features a n umber of dials.
sw itches and gauges. Tw o m etal rods pro tru de
(rom the top of th e de v ice. An arc of blue
"lighlning" surges up an d down between th e
rods. Restraining straps of buckled leather are
position ed on th e arms an d legs of eac h chair.

Th e strang e chairs were part of Victor's fa iled
experimen t in "soul transference."

The contents of this room are cause for the
PCs to m ake a horror check .

10) Hallway: Thi s hallway is split into two
separate landings. Cross ing from th e kiictien
door to the din ing room door requires
descending one of the twin staircases and
mounling the other one. The walls are hung
w ith portraits of tlve famous scientis ts Victor on ce
idolized.

Victor, of co urse, now believes him self to be
superio r to all of them.

1 1) Kitchen: Filthy, fine ch ina d ishes and dirty
silver cu l/ ery , pots and pans encrusted w ith the
remains of ti e il -ee ien meals, and sm udged
g lassware are haphazardly piled on the shelves
and in the sta ined sink. There is a waleI' pump
that produces rust-linged water.

This ro om st ill fun ctions as a k itc hen. It is
here that Victor and his serv ant Igor cook their
m eager m eals. Their hou sekeep ing leav es a lot
to be desi red.

12) Pantry: The attic above th e Servants ' Wing
holds th e mansion 's (ood supply . Baskets of all
sizes are filled with produce. A fair amounl is
sWI fresh , but much of il has spoi led . Crates and
baskets conta in ing moldy foodstuffs have
simply b een push ed 10 one side.

Potatoes in a baske t at the bottom of an
untidy stack have spro uted a cro p of yellow
m old . PCs searc hing this roo m have a 20%
chance of opening this basket and releasin g its
deadly conte nts. Th e chance inc reases to 100%
if the PCs deliberately search each and eve ry
crate and bask et in the p ile .

Yellow Mold: Int non (0): AL nil ; AC 9; MV 0;
HD nil; hp nil ; TH ACO nil ; #AT 1; Dmg nil ;
SA poi son spo res; SD affected only by fire;
MR 20%; SZ S ( I ' patch ); ML nil ; XP ni l.

13 ) Laboratory: Til e roo m is brighl/y iii by glow­
ing glass g lobes and warmed by the coa ls burn­
ing in the fireplace. It appea rs to be a laboratory.
Fren ch glass doors in on e wall lead 10 a liny bal­
cony overlook ing the lower cou rty ard .

Severa l stain less sleel leborn tonj tables are
lined up along th e middle of th« room. Blown ­
glass lest -tubes. beakers. vials and pipettes.
Bunsen burners glowing wilh blue flames, coils
of copper lubinq, morlars filled w ith strange
powders, delicate weigh scales . th ermometers,
and da rk-brown glass jars filled wilh liquid. are
arranged on th e tables.



Along the wall, two windows provide a view
ol the Sea of Sorrows. Six brass bathtubs, each
collered with a glass lid and [illed with a pale
green liquid sit beneath the windows. At the foot
of each tub are sets of dials marked with
captions: "Temperature," "Salinity," "Pulse
Frequency." and "Nutrient Level." Needles jiggle
in each . Hosesjust below the gauges carry
gurgling liquid from the bathtub into a
humming blacfe box and back into the tub
again. On top of the box, an inked needle
scribbles a wiggly line across a scroll of paper.

Each tub contains a recognizable creature.
The iirst. three tubs contain animals-a rat, a
dog. and a monkey-that are almost fully
formed. The next two tubs hold human tissue.
The [irs! is little more than a living torso-a
rud imentary skeleton has formed. and immature
ofgans and tissue have sprouted and attached
themselves to it. The second is in an even more
primitive stage of development--{)n ly its brain.
eyes, and spinal cord have formed.

The tubs are part of Dr. Mo rden heim's latest
experiment in cell ular reproduction .

Viewing these gruesome test subjec ts is cause
for PCs to m ake a horror chec k .

Two broken ones are on th e ba lcony. Th ey are
henchmen for Dr. Morden hei m and will attack
the PCs as soon as they enter the laborator y.
The doctor doesn't allow them to have weapo ns.
The snake like broken one has an in credi bly fast
strike with its fangs, gra nting it a +2 TH A CO
bonus. The catlike broken one has keen hearing
and smell , immediately aler ting it when the PCs
enter the room , no matter how qu iet ly th ey try to
m ov e. Since the PCs as fl esh golems are
overwhe lm ing ly power ful, the broken ones are
almo st certain to flee or surrender.

Bro ken Ones (2) : Int low: A L NE: AC 7: MV 9;
HD 3; hp 17 snake , 19 cat : THACO 17 ( 15 snake);
#AT 1: Dmg I d6; SA nil: SD regenerate I hpj
rou nd; MR nil ; SZ M, 5 ' tall ; ML unsteady (7):
XP 175.



14 ) Librar y: This room contains a long table, a
single chair set before the fireplace to cat ch the
warm th of the coals, and row upon row of
bookshelves. Scattered across the Lable are
handwritten notes. mosL of them in an
unintelligible sci enti fic ja fg on.

Here, Victor keeps his scientific texts, secure
beh ind a lock ed door. Most of the co llect ion is
co vered by a layer of du st, but spread open
across th e table are a nu mber o f texts. T it les
incl ude: Grave 's A natomy, The Polarization of Bi­
Directional Current , Nucleic Acid and Cellu lar
Structure, and Observations on the EffecLs of
LighLning Upon Li vi ng Tissue.

15 ) Cell : A circu lar sLa ircase leads up from the
library, follow ing the inner wa ll of the mansion 's
tower. As i t rises, it circles past the locked doors
of three tiny cells , each no more than 5 feet in
d iameLer, {loors covered w ith sLraw. A small
opening (abou t 6 x 6 inches) near the bottom of
each door allows food and water to be passed.
The diminutive haLch is covered with a meLal
door.

In on e of the cells a y oung w oman is huddled
aga insLth e far wall.

Dr. Mo rdenheim uses these rooms as hold ing
ce lls for his li ve speci mens- bo th animal and
hum an. It is a part of Igor's duties to change thi s
bedding between specime ns .

One of th e ce lls contains Victor 's latest
acquisit ion- Helga , a teenage girl who
di sappear ed from the vi llage of Lud endor f fi ve
ni ghts ago. Th e doctor has as ye t conduc ted no
experiments upon her, but she has seen the
contents of his laboratory and lives in a state of
co nstant terro r.

Treat Helga as someone who has fai led her
horror check and is suffering from obsession.
She mumbl es co ntinually about "the beast in the
tub. "

16 ) Sic k room: This room appears to have been
a sickroom. IL conta ins a ru mpled bed,
equipment simI/a I' La that in the labs,jars.
oin tments, and a bed pan-but no patien t.

Once th is was the bedroom of Eva , the
orphan girl Victor rescued fro m an alley beh ind
one of the Ludendorf harb or tavern s. Here, one
fateful nigh t , Vic tor discovered th e broken body
of hi s wife. One of the window s leadi ng onto the
up per courtyard is brok en and has been boarded
ove r.

Throug h this window the monster Adam
escaped, leaping first int o the upper courtyard
and then three sto ries to the co urtyard below.

The bedroo m has been conve rted into a
sickroom for what remained of Eli se. She lay on
a bed between sta rched white sheets and was
connected to a formidab le array of wires and
tu bes. Pumps ke pt her hear t beating and wo rke d
her lungs, injecti ng life-sustaini ng fluids and
drugs in to her body. Other pumps c irc ulated her
blood and dr ain ed away waste.

If th e PCs di d not fo llow Victor in to the fray
with Adam, Elise is here when Ada m co mes
looking for her.

Th e door tha t opens into this room from the
upper cou rtyard is secu re ly locked . Thieves
suffer a 10% pena lty in pic k ing it , due to the
quality of the mechan ism .

17) Upper Courtyard: The courLy ard is buileted
by ch ill b las ts of wind.

PCs who do no t k eep a tight grip on light
objects they hol d or wear (fo r exa m ple, boo ks,
spe ll com ponents, hats, etc.) w i ll see th em
swe pt away un less th ey make a Dexterity
check.

18 ) Victor Mo rdenhei m 's Bedroom: This room is
comfor tably furn ished w ith a double bed.
couch. wardrobe, commode. and wrWng desk.
Coals glow in Lh e fireplace. The room is d usty ,
bu t obviously li ved in-the beds heets are
ru mpled and the remains of a recent m eal lie on
the w riting desk beside a scattering of papers. A
qu ill pen stands ready in an inkwell.

The two drawers of the writing desk are
locked.

The upper drawer contains corresponde nce
from scientists in towns that no longer exist in



the Lamordia of Rav enloft. Most of th e letters are
rep lies to qu esti ons Victor had po sed about the
nature of the cell and elec t ric ity. Benea th th e
lette rs are three keys th at op en the lock ed door s
in the tunnels below the mansion .

The lower drawer co nta ins Victo r' s journal. In
it are to be found th e en tries reproduced on
pages 106- I 08 of the Realm of Terro r
sourcebook.

19) Cell: This cell is occupied by a strange
creature. Parts of many other creatures form its
body, and you can see that it has w ings! The
straw tha t covers the {loor is dirty and sour­
smelling and a bowl of rotting fruit sits in one
corner, tiny (lies buzz lazily in the fetid ait:

A broken one named Ska w is imprisoned
here. Th is vulturelik e creature has rebell ed
aga inst Dr. Mordenheim , refusing to serv e him. It
k nows th at it wil l be farmed for body pa rt s soon.
Dr. Mordenheim has already ta ken its left foot. It
will agree to almost any terms fo r freedom .
However, as soon as it gets a chance, it flies
away.

Skaw (Broken One) : Int low ; AL NE; AC 7;
MV 3, F11 8; HD 3 ; hp 15; TH A CO 17; #AT 1;
Dmg Id6 (beak); SA nil ; SD regenerate 1 hp j
ro und; MR nil ; SZ M, 5 ' tall ; ML unsteady (7 ) :
XP 175.

20) Att ic : A box of toys sits in one corner of the
room. beside a stack ofsheet music and a silver
(lute. There is also a smashed violin that looks
like it wa s deliberately broken. A trunk holds
gowns and shoes, hat boxes are heaped in
another corner A second, smaller trunk holds
clothing for a little girl. On top of the clothes in
that trunk is a nightgown covered with reddish­
brown stains.

Here Victor has sto red all of the m emento es
of hi s li fe with Elise before her t rag ic acciden t.

The entrance to thi s att ic is th ro ugh a trap
door in th e sick roo m . The bri cks in the ch im ney
are loose and th e air is fill ed with wisps of blue
smoke.

21 ) Attic : This room is div ided for most of its
length by a one-way. glass wa ll, Toys are
sca ttered about. they are th ick with dust. A
blackboard, cracked and dusty, is propped
aga inst a window.

Th is attic was once used by Vic tor as a school
room to educate his monster, Adam. The
cham ber is bisected by a wall of t inted, one-w ay
glass, the oppos ite end o f the room wa s a pla y
area. On ce, Victor would set Eva and Adam at
p lay and watch through the one-way glass as
th e girl helped to "sociali ze" th e m on ster.

22) Cell : The door of this room is securely
locked. Even the small doo r set in the base of the
larger one, that would normally allow the pas­
sage of a food tray into the cell, has been sealed.

Behind th e door lies a ge lat ino us cube. Victor
feeds it th e gruesom e by -p rod ucts o f his
ex periments throu gh a trap door in the ceil ing of
th e cel l.

Gelatinous Cube: Int non (0 ); A L N; AC 8 ; MV 6;
HD 4 ; hp 2 1; THA CO 17; #AT 1; Dmg 2d4:
SA para ly zation ; SD imm une to elec t rici ty, fear,
holds, paralyzat ion , polymorph, and slee p- based
attack s; MR ni l ; SZ L (5 ' x l0 ' shape fill s the
ce ll); ML average (10); XP 975.

23) Lightning Tower : Th is room is dom ina led by
an oversized lab table that Is positioned directly
below the lower end ofa 60-foot metal rod that
extends through the ceiling and into the air
above the mansion. Black cords snake from the
rod to a battery of panels on the wa lls. On the
panels are dials, giant, forked kn ik: switches,
and small, {lashing globes. Other lines run from
the machines to the table, and to other devices
on benches around the room. A h issing sound
and a strange smell/ills the eir. Sparks crackle
and leap from the machinery. or surge up copper
poles. Vials of chemica ls and overs ized syringes
line the benches.

Th e 60-foot metal rod is a giant lightning rod
th at Victor used to capture the raw energy he used
to instill life in Adam . It was in thi s upper room of



the tower that Dr. Mordenheim first gave life to his
creature, Adam . Again, the odor is ozone.

24) Power Room : A tang led mass of wires and
cables Is spread ouer the floors and couers the
walls. A massiue array of switches line one wall.
A loud humming. punctuated with occasional
bursts of noise. {ills the ei:

The far end of this room is laken up by a
series of tighUy coiled copper w ire and
uarnished plates of metal. balled together in a
tight stack. Bright white sparks pop from the
device. There is a door set in the opposite wall.

This room contains the m achinery that stores
the elec t ric al energy of the lightning bolts
st rik ing the rod at the top of th e mansion' s
tower. T he electrical power received is then
t ransm itt ed to the rest of the m ansion . Th e stac k
of va rn ished p lates is actua ll y the tra nsformer.
Here. the current is stepped down and store d.

Anyone touching the transformer rece ives a
high -vo ltage shock, suffers I Od6 points of
dama ge, and is thrown across the room with
clo thes and hair smok ing.

A slide leads dow n fro m the secret trap door
in the reception hall above. (Climbing back up
and opening the tra p requires a Dexter ity
check.) The only other ex it fro m this room is a
sec ret door behi nd a wa ll pa nel th at is desig ned
to look as if it wou ld give a destruct ive shock if it
were to uched . Th e door leads to a series of
natural tunnels under Sc hloss Mordenheim.

25) Tunnel s: The tunnels under Schloss
lv/ordenheim are a series of narrow crevices,
none more than 5 feet wide. Those passing
through the m need to remove backpacks to
squeeze through the smaller sections.

Th e tunnels open onto three sma ll ca ves
(ea ch no m ore than l Ox I 0 feet) th at overloo k
th e Sea of So rrows fro m heights of 50 feet , 90 .
feet. and 120 feet respecti vely. Each cave is
sealed from th e tunnel that connects it to
Schloss Mordenheim by a heavy metal door. The
doors have not been opened in some tim e;
rusted lock s reduce a thi ef's chanc e of p ick ing

th em by 20%. Any of the doors m ay be battered
open on a roll of 8 or less on a 1d20.

The tunnels are home to a flesh go lem th at
escaped Dr. Mord enheim's laborat or y. She li ves
a solitary existence here, prowling the dark
tunnels and waiting for someo ne to open the
lock ed doors so th at she can escape th rou gh
one of the caves . She will atta ck anyone
stand ing in the way of her escape.

F lesh Golem (Ravenloft ) : Int avg ( 12): AL CN;
AC 6 ; MV 12; HD 9 ; hp 40; TH ACO 11 : #AT 2;
Dmg 2d8/2d8 (fists); SA strangula tion;
SO immune to cold and elec tric ity, need + 1 or
better wea pon to hit ; MR specia l; SZ L (7 -8 ' tall ) ;
ML fearless ( 19); XP 5,000.

Ihe Chas~

S
ometime during their explorations of
Schloss Mordenheim, the PCs will be m et
by Igor, Victor's servant. Th e Doctor has

recovered (or regenerated ) from his wo unds ,
and w ishes to see the party.

Narratiur

As you co me around the next corne r, Igor
meets you. He raises his hand in a "stop"
gestu re and says sim ply, 'The m aster has
need of yo u." Igor leads yo u to th e library,
where Vic to r sits hunch ed over his desk ,
rubbinq his eyes . He is a man with sunken
ch eeks and graying hair. He looks to be in h is
early 30s, but has th e sallow sk in of a much
older m an. His eyes blink rapidl y. A scar
puckers h is forehead above hi s left eye and
th e lower half of his left ear is missing . A gold
signet ring gl itters on hi s left ring finger-th e
tip of that finger is m issing.

Victor is dressed in plain brown pants and
a white shirt wi th th e sleeves rolled up. He
look s up at your ent rance , the co rne rs of hi s
mouth twitch in an app roximation of a smile.

"My friends," he says, his vo ice weary



yet dema nd ing , "the situation has changed .
My crea ture has sto len m y be loved wife and I
must get her back."

He regards you with a so lem n expression.
"Whether or not wha t I have done is " right" in
your ey es, I have done it. If not for m e, m y
talents and inventi on, you wo uld be fodder for
sca vengers-or worse. Only with my
knowl edge and skill have you any chance of
ever regaining your forme r appearance."

Pushing back from the desk .,he rises and
asks you to fo llow him to the laborator y.

The PCs, having little choice, follow Victor up
the sta irs to the laboratory, and Igor joins th e
pa rty, moving up slowly behind the characters.

As you ente r the lab , Vict or moves
im medi ately to the glass -lidded tu bs .
"Fortunately, th e bod ies you are in are but
temporary she lte rs. With the tissue samples I
recovered from your remains, I have been
ab le to grow these new bodies through the
process of ce llular regeneration. As I have
already to ld you, these will be the same in
form and funct ion as yo ur old bodie s, but
they do contain certa in impr ovements over
your former husk s."

You see in each of th e brass tubs a fu lly
for med, human (or dem ihuman) body. Skin
now covers th e ske letons you had seen before
as bones, muscle and sinew give shape to
flesh , forming identifiabl e features-your
features. The bodies pulse with life.

"Your bodies have reached m aturati on ,"
Victor exp lains, "and I sha ll now tr anspl an t
your br ain s into them ." He turns sudden ly and
sta res at you wit h pleading eyes " . . . for a
price.

"On th e nigh t that m y creatu re Adam
attacked us and ca rr ied away m y beloved
wife Elise, he did no t disco nnect her from the
devices I created to sustain her life.

" I know in my hear t th at Elise is sti ll alive.

My inquir ies ind icate that she has been
carried into the Sleeping Beast Mounta ins and

.has been hidden somewhere to the sou th of
Baron Von Aubrecker's estate."

He fi xes you with a stern gaze. " I wi ll
restore you to your bodies now: on your
solemn p ledge, by whatever m ythol ogy you
be lieve in , that you will return E lise to me­
else I shall leave you for ev er as yo u are.

"Please ro ll up your sleeves and lie down
on the tables."

Victor, of course , does not trust th e PCs. He
will now, in fact , restore the PCs to th e hum an
bodi es he has grown for them , but he has added
a piece of insurance-he has replaced the
human hea rt of each PC wi th the heart of a
wereboar.

You wake at dawn, just as the early
morning light strugg les to penetrate the fi lthy
windows of th e operat ing thea ter.

Your head is so re, as is the back of your
neck , and you find it uncom fortable to
move. You hear the door open, close, and
fin all y the doctor attends you, g iving each of
you a glass of wa ter, fusing with the
bandages that bind you r head , muttering to
himsel f.

Steppi ng back, Victor spea ks, "So, you
see, good as new. Better in fact. Of course ,
you m ust reali ze that I do no t complete ly
trust you . Oh , I know you all gave m e your
oaths , for whatever suc h things are wor th ,
but I would be m ore than a fool if I expected
you to ke ep th em." He pauses, looking
intently at each of you in turn . " I took out a
li ttl e insurance po licy. You see, the hear ts in
those nice new bodies, those hearts are not
your ow n-yours are there." And so saying,
Vic tor ges tures dramatically to a she lf lined
with ja rs . Th e j ar s are all connected with
wires and tubes lead ing to a central box. In
eac h j ar in a pu lsi ng , beating , human heart.



In fact , the PCs will fin d tha t thei r "new and
im pro ved" bod ies will have perm anently gain ed
I d3 +1 po ints of St reng th, Dext erity, and/or
Const itut ion . (The gained points are spli t
betwee n th e th ree sco res, with th e player
de ter mi ning where th ey will be added-to a
ma ximum sco re of 18 .) But un less th e PCs
m ak e a sav ing throw vs paral yzati on , th ey will
find th at their Wi sdom and Intelli gence sco res
have permanently drop ped by 1d4 po ints , du e
to tem porary oxygen deprivatio n durin g th e
brain t ransplant operat io n. (The lost points are
split between th e two sco res, with the pl ay er
determining wh ere th ey will be removed .)

Becau se the pes are now somewhat less
th an human, and becau se they partici pated,
albeit relu ctant ly, in an ev i l ex periment, they
are auto matica lly dee med to have made a
successful powers check. Thei r reward is in
their increased statistics. The punishm ent
(over and abov e losing Wi sdom and/ or
Intelligence) ca n also include any of th e
penalti es li sted on pages 17-20 of the Realm 0/
Terror sourcebook.

Th e we reboar hear ts will not affec t th e PCs
stats nor their act ions. However, jf they do not
find and return Elise withi n two weeks
(e arl ier, at th e DM's discr eti on ), th ey wi ll beg in
to change-the ir noses wi ll beg in to grow,
bristles wil l start to sp rout on th eir hands and
feet, and a bony ridg e will develop alo ng the ir
backs.

Th e hearts th emselves will not last longer
than three wee ks at the most (d ue to reject ion
factors), so th ey w il l never li ve to com plete th e
transforma tion.

Narratiur
Victor surveys your expressions with great
satisfaction. "So we have an understand ing,
my fri ends. I have replaced your hearts w ith
th ose o f a more bea stly nature. They will
beat st ro ng ly in your bodies for about tw o
weeks-then ther e will be some cha nges. In
th ree week s your bodies w ill rej ect th e
hearts and yo u w ill die a most unpleasant
death .

"Go and br ing m e Elis e; bring her back to
me safe ly and I shall undo th is final indignity
and th en you m ay leave. Fail me and . ..
well, you wi ll not fai l m e."

Victor walks out, leav ing the door op en
behind him.



. .. ...... ~PiI~iiiiii_;ii1l he wind is up:

hark! how it
howls! Methlnk»

Till now I neuer
heard a sound so
dreary:

Doors creak , and
windows clap,
and niq ti t's foul bird,

Rookd in the spire,
screams loud:
th e gloomy aisles,

Btack-ptestere 'd and
hung round wilh
shreds of 'sculcheons

And teuer'a coest of
arms. send back tti e
sound . .

- Robert Blair

It is a d ista nce of 10 m iles from Ludendorf to th e
cast le o f Baron Von A ubrecker. Norma lly it
would be an easy journey, a we ll traveled road
fo llows the Black Rive r's north bank, th en
crosses th e river and grad uall y cl imbs the 150­
foot bl uff upon which the cast le is sit uated.

But wi nter ha s descended upon Lamor d ia and
th e road is im pas sab le, choked wit h snow and
slick w ith ice. Th e cli m b to the castl e itself is
m ade doub ly treach erou s by the bitter, howling
wind .

None of the vi llagers of Ludendorf wo uld think
of atte m pt ing the jou rney in these midw in ter
m onths. A few brave souls , driven by di re
emerge ncy, have attem pted it. Most of those
hardy ind ividuals disappeared, only to be fou nd
in spring , when the weather clea red and th e
snow and ice that had frozen them into
gro tes que sta tues, had m elt ed .

Th e j ourney will be a difficul t one-the PCs
can only tr avel at one -third their normal da il y
movement rate, Adding to th e hazard is the fact
that there is a 25% chance per day of
expe riencing a severe blizzard , in which visibility
will drop to near zero. In such conditions, the
PCs are almost certa in to become lost.

A ny hu m ans or dem ihumans the PCs meet on
their journey will regard them with susp ic ion.
~orma lly , in the dead of winter, these encounters
wo uld be ve ry rare indeed. But conditions have
changed.

In winter, th e mi lit ia in Ludendorf
co m m unica te w ith Baron Von A ubrecker via
ca rrier pigeon. Recently, their m issives have
go ne unanswered. Th en, a few days ago, a
st range , almost un in tell igible repl y came back .

It was clear to Deiter Fu rschten, co mm ander of
the Ludendorf m ilit ia, that something dreadful had
happened. The baro n's last d ispatch was a des­
perate plea for help . Now, Deiter and six hand­
picked m ilitia me m bers have set out on skis to do
what they can for the baron. Each day the PCs
spend traveling produces a 30% chance (noncu­
mulative) that they will encounte r Deiter and his
soldiers. Th e mi li tia will im m edi ately attack .

Militia (1 st-Level Fighters)(6 ): Int avg ( 11);
AL LN; AC 8; MV 12; HD I ; hp 5; T HA CO 20;
#AT 1; Dmg 1d6 (cl ub) ; SA nil: SD n il; MR nil;
SZ M (5 -6 ' tall ) ; ML steady ( 1 1); XP 15 eac h.

Deiter Furschten (4th-Leve l Fight er ): Int avg
( 12) ; A L LN; AC 7 ; MV 12; HD 4; hp 19 ;
THACO 17 ; #AT I ; Dmg l d6 (c lub) ; SA nil;
SD nil ; MR ni l; SZ M (6 ' ta ll ) ; ML steady ( 11);
XP 175.

Deiter wears a + I ring of p rotec tion and fi gh ts
with a cl ub ofsubm ission. (The clu b has the
same properties as a triden t of submission,
excep t that it is not a + 1 we apon and it has
unli m ited "charges." )

AMusagt Otlaytd

8aran Von Aubrecker's castle is situa ted on
the li p of a 200-foot bluff th at overlooks the
headwaters of the Black River. A carr iage

road switches back tw ice as it cl imbs the hill
before reaching the estate. Thi s encounter
begins as the PCs approach the up permost
sw itchback ,



Narratiul'
Forc ing your way th rou gh th e wai st-h ig h
drifts of snow, you reach the second bend in
the road . A bove, veiled by falling snowflakes ,
looms th e dark bulk of th e baron 's castle .
J ust ahead , the snow has blanketed a large
object. One side of th e sno w bank is stained a
faint pin k. To the left of the stain , a large dark
hol e, perhaps 3 feet w ide, leads to the center
of th e mound.

If th e PCs investigate, they wi ll find an
overturne d sleig h beneath the snow. Harn essed
to the sleigh is a horse, its body frozen by the
co ld. Exam in at ion of th e horse will reveal that
one o f it s hin d legs was broken; p resum ably it
wa s this acc ident tha t resulted in the sleigh
being ov ertu rne d. Th e bell y of the hor se has
been eaten away by somethi ng with sharp cl aw s
and teeth (a g iant wo lverine, which burr owed
into the mound to feed ).

In th e sle ig h itself lies the bod y of a young
man who has been frozen in a sitting position.
The re ins are st ill in his hands. Instead of being
dressed in the trad itiona l winter gear o f the fo lk
of Lamord ia (heav y bearsk in coat , fur hat,
gloves , woolle n tro users , and sock s), he is
wea ring only a ni ghtshir t. monogrammed in gold
thread with the initia ls HVA . His face is a
gruesome shade of blue and h is mouth is frozen
in what appears to be a wide, rictus grin.

Tu ck ed in sid e the pocket o f the m an 's
night shirt is a despera te note tha t is repr oduced
on page 6 1. The DI>\ m ay photocop y this note
and use it as a hando ut.

Whi le the PCs are examining the overturne d
sleigh and the bod y of Hendrik Von Aubreck er,
the wolverine returns to feed . Sta rtled by the
PCs, it attacks with its musk gl and. then fl ees. If.
corne red, it fights with teeth and cl aws.

Wolverin e, Gian t : Int sem i (3) ; A L N: AC 4 ;
MV I S; HD 4 +4 ; hp 25: TH A CO 17; #AT 3;
Dmg I d4 + l/l d4+ 1 (cl aws), 2d4 (bite);

•

SA m usk: SD nil : MR nil: SZ M (5 ') : ML steady
( 11) ; XP 270.

With the com ing of the first snows of wi nter,
the castl e of Baron Von A ubrecker began to be
plagued with strange occurrences. First the m ice
th at shelter in the ca stl e during the winter
mon ths started act ing strangely-some stood on
their hind legs and danced , while others ran
headl on g at dogs and ca ts, attacking like
ferocious bea sts . Then the househol d pets began
to displ ay odd behavior. The dogs fled in terror
from the cats or turned somersaults down the
halls, wh ile the ca ts perch ed on chair tops and
hurled themselves in to the air, legs flailing, as if
they we re trying to fly.

The pig eons that carr y messages between the
baron and h is m ilitia in Ludendorf were the next
vic t ims. Th ey hung upside down from th eir
perches like bats until g iddiness m ade them
dro p or they p lumm eted in to snow banks as if
they had sudd enly forgotten how to fly. Even the
horses in th e stables were affected. Some of th e
anim als pranced upright on their hind legs as if
t ry ing to wa lk like hum ans while others chased
afte r the mice and birds or dug in the yard lik e
dogs.

Th e ser vants responsib le for groo m ing and
caring for the anim als we re the fi rst hum ans to
becom e infected. Some burst into hideous peals
of uncontro llabl e laughter, while o thers capered
about in w ild da nces. oblivious to any har m tha t
m ight befall them . On e by one, they slipped into
a world of halluc ination s and wa k ing dreams.

As m adn ess gripped th e ca stle, the 10 m ilitia
guardsmen who served as the person al guard of
Baron Vilhe lm Von Aubrecker and his fam il y
began to qu arrel and fight among th emselves.
Grip ped by vivid hallu ci nations, they began
k illi ng each o the r. Th e servan ts, conv inced by
their ow n halluc inations th at the ca stl e was filled
with everything fro m ghos ts to slavering
monsters, fled th e estate-only to die of
expo sure in the winter bl izzard s.

The ba ron hi m self fixated on the pecu liar
act ions o f the anim als housed in the cas tle.



When the madness gr ipped him, he became
convinced that his anim als were conspiring with
eac h other, p lot ting against hi m . His twe lve ­
yea r-old daugh ter Ger ta also succ um bed to
madness, bel ievi ng the dead bod ies of the m il iti a
to be her dolls.

Reali zing th at he and his family we re slowly
go ing mad, the baron sent desperate pleas for
help to Deiter Fursc hte n, capta in of th e
Ludendorf mi li t ia. When no ajd arrived , the
baron assumed the m essages had not gotten
through, and he decided to send his son Hendrik
for help.

Hendr ik appeared to be in co ntro l of his
m ental facul ties, but the madness st ruck hi m on
the day he was to depart for Ludendorf. His own
delusions caused him to consider that he was
sitting in his bedroom, war m and safe, no matter
what his actua l circum stan ces. Thu s, when he
set out with the sleigh, noth ing , not even the
evidence of his own senses. could convince him
to protect hi ms elf from the elements. He
u ltimately died of exposure three days ago, after
the hor se that was pulling the sleigh att empted
to wa lk on two legs like a human, breaking it s
hin d leg and over turn ing th e sleig h. Hendrik d ied
gripping th e rein s, believ ing them to be a
co m fo rter he had pulled up against hi s ch in to
co m bat a slig ht chill in the bedr oom .

Schloss Uon Aubnckrr

The home of Baron Von A ubrecke r is a
sumptuous estate built of ma sonry and
heavy tim bers. Th e interior resem bles a

hun ting lodge, with dark wooden ce iling bea ms,
wh itewashed wall s, and heavy wroug ht- iron
chandelie rs. Th e exterior has been trimmed with
decora tive turrets and crene lations to give the
overall effect of a cast le.

In sum mer, brigh t red and ye llow banners
bea ring the Von Aubreck er crest (a black eagle )
fly from th e batt lem ents, and the heavy window
shutters are opened to let in the summer sun.
Mu sic and song resound from the beerhaus and
the smells of sausage and sauerk raut waft fro m

the k itc hen and din ing hal l. Those m ili t ia
members who have been hand picked by th e
ba ron as personal guardians for him self and his
fam ily pa trol the grounds , and on their days off
enjoy hunti ng bea r, lynx , and moose in the
Sleeping Beas t Mountains,

In winte r, the estate shu ts itself off from th e
world, prot ectively cl osin g its heav y shutte rs and
doors against th e chill of winter. Guests who
winterover wit h the baron find co mfort in fro nt of
roa ring fires, drink ing sc hnapps with him in the
beerlui us , or riding out with the baron in his
sleigh on those winter days when the icy wind
sto ps howling and th e sk y cl ears.

When the PCs approach Sc hloss Von
A ubrecker, the residen ts of th e estate have been
in the gr ip of m adness for several weeks. On ce
clea n and warm , th e esta te has quickly fa llen
into dis repa ir. Shutt ers ban g in the wind , snow
has dr ifted in through the front doors, and spo iled
food and to rn clothing lie scattered about. A ni­
mals roam the hallways. imitating hum an ac tivi ­
ties. They sit awkwardly in armcha irs. curl up in
beds . or m ak e cl umsy efforts to drink beer,
groom and dress them selves, or use hum an
tools. The esta te now smells lik e a barn yard .

Th e madness has been caused by a new
m onster: fleas of madness (see page 62) .

To make matters eve n worse , a sm all band of
broken ones have set up th eir hom e here. Th ey
first not iced the house was ung uarded two days
ago. Th inking that it might be abandoned , and
therefore a perfect lair, they entered. Th e fleas of
m adness have no effec t upon th e bro ken ones,
due to thei r unique body structure. The baron
and his da ughter are both mad, and believe the
broken ones to be manserva nts or guards. T he
broken ones wil l ki ll the baro n and Greta before
too m uch longer.

The fo llowing room descri pti ons should be
read to the players as th ey explore Von
Aubrecker's home. The DM shou ld read or
pa raphrase those por tions in italics to the
pl ayers, other informat ion is on ly for the DM,
The m ap of Schloss Von Au brecker is on the
inside back cover.



1) Cov ered Porch : Carr iages dropping off
v isito rs to th e esta te stop in th is shel tered area
before proceed ing to the carriage 11Ouse,

2) Entrance Ha ll : Two curv ing sta ir'cases made
of polish ed walnu t lead up either side of th e
en tranc e hall to do uble doors on the second
floor: Here in the ent rance hall, v isitors would
be greeted by a bu ller w ho wou ld rem ov e
the ir coa ts and ha ts and carry the ir ca ll ing
cards to th e ba ron, !'low the do ub le doo rs stand
open , and snow has drifted in over the marbled

{loor.

3) Hallway : The left wall of th is long hallw ay is
hung w ith a n um ber of stuffed trophy heads,
lynx and wo lf. and caribou enuers. A t the far
end of th e hall are two bears, rearing up on th eir

Ilind legs,
The tw o bears are stuffed tr op hies also, but in

low light th ey ma y appear threatening .

4) Cloa k Room: This room con ta ins heavy
bearsk in coats, fu r hats, w oollen scarfs, boots
and other winter gear. Sk is and snowshoes are

also stored here.

5) Servants' Q uarte rs: These rooms are
furnish ed w ith simp le beds, tab les and chairs.
Ward rob es hold typical Lamordian clothing,

6) Servant 's Q uarte rs: The door to this room is
standing open, In th e center of the room is a
la rge, black horse,

Th e sta ll ion that broke loose from th e stables
is in here, It hasn't been fed in days and is ve ry
hungry, It will pa nic and charge th e door as soon
as the characters come into view. Th e horse
lashes out with its two fro nt hooves until it can
bol t down th e hall way, Any character who has
animal hand ling sk ills or somethi ng for it to eat
(grass, ca rrots, or othe r vegetables) can calm '

the stall io n,

Riding Horse ( 1) : Int Animal; A L N; AC 7;
MV 24 : HD 3; hp 7 ( 14 normall y ) : THACO 17;

#AT 2; Dmg l d2/l d2; SA nil; SD nil; MR nil ;

SZ L; ML 5; XP 65,

7) Stables: There are four recenlly occupied
stalls in the stables, In two of them , the
occupa nts lie on the {loor: apparenlly dead of

sta rvation.
Normally fou r horses are stabled here, Two

have died of sta rvation , a third lies frozen before
Hendrik 's sle igh, and the fourth has broken out
of its stall and is wan dering through the ha lls of

the estate,

8) Pantry: Foodstuffs are stored here, There are
earthenwarej ars of sauerkraut, huge rounds of
cheese, bask ets of winter veg etabl es, and severa l
haunches of what w as once fresh meat

Th ere is a giant lynx (C at, great) investi gating
th e food sto res , She has taken down th e tw o
freshest hau nches of meat, wrapped them in a
cloth (g iant lyn xes are intell igent), and is
carry ing it in her m ou th , She hears the PCs ente r
th e kitch en (room 10 ), If they don't attack her,
she w ill not attack th em , She is more than sm art
enoug h to figure out what the PCs are planning ,

Giant Lyn x ( 1): Int Very ; AL N; AC 6: MV 12;
HD 2+2; hp 10 ; TH ACO 19; #AT 3; Dmg
1d2/l d2 /l d2 ; SA rear claws 2d4; SD leap 15 ',
- 6 on surprise, 90% hid e und etected; MR nil ;
SZ L: ML unsteady (5): XP 65,

9) Carriage House: The baron's carriage is
housed here, The room is {lll ed w ith tack an d
equ ipment for main tain ing U,e vehicles,

10) Ki tc hen: Meals for th e baron and his guests
are prepa red in th e larg e fireplace oven, The
room contains cooldng pots and utensits, as well

as a wa ter pump.

11 ) Dining Hall: This room is dim ly li t by coa ls
in two large fireplaces and is decorated w ith the
fin ely crafted wooden furn it ure of Lamordia,
Elaborate tapestries dep icting h unters cornering
bear, lyn x, and other mountain animals decorat e
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the end walls. Large sideboards hold elaborately
painted ceram ic plates . silver utensils. and
delicate. blow n glass goblets. Some o{ the chairs
tha t surround the dining hall's massive table are
splintered and broken. while much o{ the
contents o{ the sideboard have been shattered.
Severa l o{ the shuttered windows are open . and
snow is dri{llng into the room.

Note: If the PCs enter th is room . see Ba ron
Von A ubrecke r, page 34.

12/13): Bedrooms: These rooms are (urnished
with large beds and down-{i lled quills.
com{ortable armc hairs. inlaid tables. and
orna tely carved wardrobes. Thick wool rugs are
on the floor, and the walls are decorated w ith
tapestries depicllng such winter acllv ities as
skiing and sledding.

If the PCs invest iga te th e bedroom s. th ey will
discover a variety of ma keup and costumes in
the wardrob es. These items were left by a band
of wandering entertainers who were invited to
winter here. Un fortun ately, they were some of
the first victi m 's of the m adness and died ,
leaping from the cl iffs, believing they we re birds.

14) Bedroom: There are two com mon bro ken
ones (turt le and go blin stock) and a greater
broken one (p o lar bear stock) in here . The
greater broken one is the band 's leader. If he is
k ill ed or neutra lized. the othe rs wi ll surrender or
flee immedi ately. Seeing the brok en ones is
ca use for a mild horror chec k (+3 bonus).

Common Broken Ones (2 ): Int low; A L NE;
AC 7 (3 turtle); MV 9; HD 3 ; hp 22 turtl e, 16
gobl in ; THA CO 17; #AT 1; Dmg 1d6; SA nil ;
SD regenerate] hp( round; MR nil ; SZ M , 5 ' tall ;
ML unsteady (7); XP 175 each.

Gre at er Broken One ( 1): Int hig h; A L NE;
AC 5; MV 9; HD 5; hp 25; TH A CO 15 ( 12
w( sword) ; #AT 2 or I ; Dmg l d8/1 d8 (claw s),
I d8+5 (sword); SA nil ; SD regenerate 2 hp(
round ; MR nil ; SZ L, 8 ' ta ll; ML steady ( 12 );
XP 650.

15) Was hroom: This room contains basic toilet
and washing (acilities.

'16 ) Weapons Room: This room is a repository
{or the weapons used by mililla members
stationed at the baron's estate. II contains clubs,
leather breastplates emblazoned w ith the
baron's crest, and metal helmets like those worn
by the guard in Ludetidot]. There are also
severa l pieces o! hu nllng equipment. ineluding
longbows. nels, and spea rs.

A poltergeist haunts this roo m and th e
barra cks (Room # 17). It canno t leave these two
rooms. It is the sp irit of a dead gua rdsman,
murdered in his sleep. Unlike normal
po ltergei sts, thi s one ca n hur l dead ly
instr uments (any weapon or tool with an edge or
po int ) and do dam age. It does 2 points less
damage than th e weapon does in the hands of a
livin g m an , but alwa ys does at least one point.

As soon as the characters are all in the
barrack s, it slam s the door shut. It th en beg ins
to hurl we apons and random obj ects at the
characters. Unlike norma l poltergeists, it can
atta ck twice per round. It throws one nonletha l
object and one weapon each turn . Th e only easy
escape is to flee up the stairs.

Polt erg eist ( I ) : Int low; A L LE; A C 10
(6 invisible) ; MV 6; HD ;0; hp 27; TH A CO 15;
#AT 2; Dmg by weapon-2; SA fear; SD inv isible,
sil ver or m agic weapons to hi t , tu rn ed as ghou l;
MR nil; SZ M, 6 ' tall ; ML average (1 0); XP 270.

17) Barracks: Ten simple cots {ill th is room , a
lootlocke r res ts on the floor behin d each cot.
There is a staircase in the cen ter o{ the room .

Th e footlockers hold the perso nal gear of th e
m ilitia members. A staircase divides the room in
hal f, and leads up to a walkway that enc ircles
th e second floo r of the esta te.

Note: If the PCs enter this room fi rst , see
Room # 16.

18) Bee rhaus: This room is warmed by two
lalge {ireplaces and is tilted w ith rough wooden



tables and benches. Brigh tly painted beer steins
ha ng from ceiling beams, and sawdust is
scallered across the floor Also underfoot are
broken steins and botiles. A larg e bar {ills the
area between the tw o sets of double doors, and
beh in d the bar is a tapestry depic ting Lamordian
revelers in a sim ila r beerluius. Huge barrels of
lager and w hea l -beer vie for space under the bar
with w hite ceram ic bo ttles ofsch napps.

In a broken schnapps bottle is a hand -d rawn
map sho wing a locati on ma rked with an "X "
(see page 36).

T here are thre e broken ones lying uncon ­
sc ious behind th e bar. They have indu lged them ­
selves too mu ch and cannot be woke n. Killing
them doesn't earn the PCs any experience
points, but it is cause for a powers check.

19 ) Walkway: A crenelated walkway affords an
excellent view of the grounds of the estate. A
slaircase lies al each end.

The crene lated walkway wa s used for
observation by the m ilitia members who
guarded the baron. It g ives acces s to th e rooftop
over the d ining hall , the co rne rs of which bulge
out into decorat ive turrets. Stairs connec t the
walkwa y with the barra cks that housed the

mil itia .

20 ) Maste r Bedroom : Baron Vithelm Von
Aubrecker's bedroom is sumptuously decorated
with {in ely crelied fu rn iture. th ick wool carpets
and an elaborately carved wardrobe that ho lds
expensive clo thes. A portrail of the baron's wife,
Marlene, hangs over the [ireplnce man tle.

2 1) Was hroom : This room contains bas ic toilet

and w ashing facilities.

22) Do vecote: This room , w h ich opens onto th e
wa lkway, conta ins the sma ll com partments
used for housing the ba ron's carrier p igeo ns.

23) Gre ta' s Bedroom: The size of the bed and
[urniture reveals this to be a ch il d 's bedroom.
Brightly painted w ooden toy s are sca ttered

about th e floor In one corner; cr udely made, tiny
wooden coffins are stacked haphazardly. Dolls
smeared with blood, some m issing heads and
body paris. have been placed inside them.

Random Encounter s

Player charac ters explor ing Schloss Von
A ubrec k er wi ll ha ve severa l sk irmishes with the
m add ened anim als th at have taken over the
m ansion . A t the same t ime, they will have to
co nte nd with the im mediate effe cts of bein g
bitten by fl eas of m adn ess (see page 62) : these
incl ude bouts of un controllable laughter and
danci ng. Sugg ested encounters incl ude:

• Mice wearing scra ps of cloth. who prance
across the floor on their hind legs, ho ld ing
each othe r's forepaws and tw irl ing about
lik e dancers- caug ht up in th e dance, they
twirl in to th e fir eplace, only to be burned
alive.

• A cat that ba rks l ike a dog. It follows the
PCs around, dragg ing a slippe r in its teeth .
Inside th e slipper is a seve red human foot.

• A wo lfhound puppy wear ing a lace-t rim m ed
sh ir t em bro idered with th e initials VVA. It
sits at a ta ble in th e beerhaus, lapp ing up
sp illed ale and using a kni fe held in its jaws
to sta b at a dead p igeon on a plate.

Mammal, Small : Int semi (3); A L N; A C 7
(mouse). 6 (c at / puppy ): MV 15; HD 1/ 2; hp 3:
TH A CO 20; #AT n il (m ice ) or 1 (c at/ puppy) ;
Dmg 1d2; SA nil ; SD nil ; MR nil ; SZ T (m ouse )
or S (cat /pupp y) ; ML unsteady (6) ; XP O.

Saron Uon Aubrtcktr

The PCs eve ntua lly encounte r Ba ron Vi lhe lm
Von Aubrecker and his daughter Gerta in
the dining room of the mans io n. A s the

encounter begins, rea d the description for Room
# I 1, then add the followi ng text :



~- --

12 yea rs old , a tea tray in her hands. Th e
fro nt o f her white frock is co vered wi th what
appear to be blood stains. She gasps when
she not ices you in the room, bu t q uick ly
regains her composure. Smiling brightly, she
nods towa rd the co rpses.

" Hello," she says. " I was just about to serve
my dollies some tea. Do yo u wa nt to play
with m e?"

The corpses are those of th e m ili tia who once
guarded th e Von A ub recke r esta te. Th ey have
been dead for seve ra l weeks, but the broke n
wind ows and the cold in the dining room hav e
preserved their bodies.

Madness has also given Greta the st rength to
carry the bodies here- she sees the m as dolls.

Th e PCs shou ld be give n a moment or two to
in teract with Gert a. She will pour tea and serv e
stale bisc uits to each of her "do lis," pouring tea

Slum ped in the cha irs th at surround the r

table are the co rpses of six men . Each is
heavil y m uscl ed and bears m ark s o f violence .
The head of one has been reduced to a blood­
crusted pulp, while another is p ierced by
crossbow bol ts. Broken limbs are bent at odd
ang les. The splintered shaft of a spear
protrudes from one man's chest.

Th e co rpses are cr usted w ith dirt and ice.
Th eir sk in is bone white, ind icat ing they have
been dead for some time. They are dressed in
peculi ar clot hi ng. Some of the' men wear
child ren 's bonnets , wh ile others have torn
rem nants of do ll cloth ing pulled onto th eir
arms or up over their pant legs.

Tiny plates and utensils sit on the ta ble in
front of eac h corpse. Delicate teacups have
been forced into their froze n hands.

As yo u sta re at the strange tab leau, a door
opens and through it sk ips a g irl about



into thei r m ouths (it dribbles down onto their
chests) and for ci ng biscu it s between the ir teeth .
If the PCs play along, she will ser ve them tea.

Ge rta is harml ess, but the scene is cause for
the PCs to make a horror chec k.

Gerta herself is not frightened by the PCs-in
her lun acy, she sees th em as pla ymates.

If the PCs tou ch or examine any of the
co rpses, Gerta will eithe r acc use them of tr y ing
to damage or ste al her "dolls." She will fly into a
tan trum and scream for her fathe r. Whe n this
hap pens, read the foll owing text to the PCs.

Narratiur
As the girl continues to scream, you hear
foo tsteps pounding down the hall. Th e door
fli es open, and a m an with graying hair and a
wild look in his ey es bursts into th e room. He
is dr essed in expensive clothing tha t is now
di rt y and torn , and his hair is aw ry . He holds a
m ousetrap in either hand .

"Ge rtal" he ye lls as he runs into the room.
"What's wrong? A re th e mice trying to carry
your doll s away again?"

He skids to a halt as he sees you. He
begins to t rem ble and hi s eyes fill with fear. A
mou setrap spr ings shut on his fingers, but he
ignores the pain .

"Please, " he says, " leave us alon e. I'll
destr oy the map Klaus dr ew if you spa re ou r
lives. Th e locat ion of th e monastery will
rem ain a secret. I won 't even speak of it to
m y dearest friends. As yo u can clearly see,
Klau s is dead; he won't be m entioning it
either."

The man drops to his kn ees and exte nds
his arms in supp lic atio n . "Please," he begs,
"haven't you done enough ev il to th is
household already? Won 't you let us be?"

Th e man is Baron Victor Von Aubrecker,
Gerta 's father. In his ow n madness, he be lieves
the PCs to be members of a sec ret society of
fl esh golems that in habit a monastery some

di stance to th e south of the estate , in the
Sleeping Bea st Mountains.

F lesh golems had been sighted on seve ra l
occ asions in the hil ls near the estate, hence the
militia that guarded the Von Au breck er fami ly.
Th is past fall , th e baron decid ed to rid hi m self of
th ese ghast ly c reatures. He gave standing orders
to his m ilitia to t rail any flesh galems they
spo tte d back to th eir lair, ra ther th an kill ing them
out rig ht.

K lau s Gud enberg , a mil iti a member with
ranger sk ill s, spo tted a brown-rob ed flesh galem
and track ed it to an abandoned monastery.
Returning to th e baron , he drew a sketc h m ap of
its locat ion. But before a hun t ing party cou ld be
organized, the winte r snows came. And then the
fleas of m adness struck. (The baron bel ieves the
m adn ess to hav e been m agi ca lly caused by the
golem s.)

Klaus served two masters, the seco nd was
Vic tor Mordenheim. While returni ng from th e
monaster y, he saw a cur ious thing. It was an
open carriage, bear ing what appeared to be the
desiccated corpse of a wo ma n in a co ff inlike box
th at had strange devi ces att ached to it. A huge,
misshapen man drove the carriage.

K laus reported his sigh t ing to Doctor
Mordenh eim, but only later reali zed tha t the
carr iage must hav e been bou nd for th e
aba ndon ed monaster y. Befor e he could report
th e locat ion of the m onaster y to th e docto r, he
succum bed to th e m adness ca rr ied by th e fl eas
th at infested th e Von Aubrecker estate . His
hast ily scrawled note is reproduce d on page 6 1.
Th e DM m ay photocop y th e note to be used as a
handout.

If the PCs pr etend to be m em bers of the
sec ret so ci et y of f lesh gole ms , th ey can easi ly
co nv ince th e baron to hand over the map
Klaus drew and us e it to find the abandoned
m on aster y. If instead they te ll him th e truth , he
w il l use t he map (that is h idden inside an
empty schnapps bottle in the beerhaus) as a
barga in ing to o l, refusing to ha nd it over until
he and his daughter hav e been cured of
madness .



If the PCs are ab le to effect a cure , the y ga iA
an ally in the baron (who will pres ent hi m self as
the true Lord of Lamor dia) .

Baron Vilhelm Von Aubrecker
9th -Level Fighter ( ret ired), Lawful Neutral

Armor Clas s: 10 Str 13
Movem ent: 12 Dex 14
Level/Hit Di ce : 9 Con 13
Hit Po ints: 4 5 Int 13
THACO: 20 Wis 12

Cha 17
No . of Atta cks : 3/2 ro unds
Damage/Attack : I d6+3 (magic m ace)
Specia l Attacks: ni l
Specia l Defenses : See description
Magic Resistance: nil

Baron Vii helm Von Aubrecker was once a
powerfu l warrior, but soft li vin g has caused him
to go to seed. Now in hi s mid-fifties, he has a
paunchy bell y and m uscles softe ned by too li tt le
pr acti ce at arms. He has gray hair and a fac e
creased with deep lines.

Vilh elm dresses in tradi t ional Lamordian garb,
but his suits are of a finer cut than the average
cit izen's. His shirts are em broidered with a black
eagle (the family c rest) and his in it ia ls are
st itc hed in go ld abo ve it. He ow ns leather armor
and a burnished meta l breastp late, but th ese no
longer fit him .

Backgro und: Vi lhelm is one of th e few
unchanged people in the domain of Lam ordia.
Unlike the othe r resid ents of th is domain (who
we re drawn into Lamordi a when Vilhelm
Mordenh eim 's estate entered the Demiplan e of
Dread), Vilhelm was drawn into th e demipl ane
from elsewhere .

In the land of his or igi n, Vilhe lm was a
respected warr ior with several followers. But he
yearned for more. Born of peasant stoc k. he
knew he co uld never ri se to the nobi lity.

A bo ut the time that the mi sts were gathe ring
around th e Mo rdenheim estate. Vilh elm soug ht

out a wizard . She arranged to gra nt his wish for
nobility and power through an ancient spe ll,
te ll ing him that those family members he wanted
Included in the encha ntment would have to be
present at the tim e of th e cast ing.

Vi lhel m assembled h is family and the wizard
began her work-but at the last moment his wife
lost her nerve and bo lted fr om the room.

At that same in stant , the dark powers bro ught
into being the domain of Lamordia as it exists in
the demiplan e. Vilhe lm beca me the "Lo rd " of
Lamord ia, and now has wea lth, loyal fo llowers , a
m ansion , and the abili ty to demand anything he
m ight want from the local populace . But he
mi sses his wife dearly.

Current Sketch: Vi lhelm m ight appear co nfident
and congen ial on the ou tside, but inside is st ill
nur sing a broken hea rt. He has given up the art
of the warrior, preferring a life of relative
isolation on his estate in the Sleeping Beast
Mountain s. In his beerhaus he throws lavi sh
pa rties for his own m ilitia m embers and visiting
mercenaries (and any of th e townsfol k of
Lud endorf). and tries to drown h is sorrows in
lager and music . He kn ow s he has only lim ited
powers in Lamordia , and that higher powers
contro l the t rue destiny of th e land.

Th e baron does not kn ow that his son Hendrik
is dead. He is unaware that fleas of madness are
the tru e cause of th e ma lady that has gripped
hi s household.

Combat : Wh ile Vi lhelm no longer fits into his
armor, he can still do batt le with his m ace , if
necessary. It is a +3 weapon.



rlliii1ii;;;iiiiiili~n tid w ell may the
ch i1dren w eep
before you!

They are w eary ere
they run ;

They hav e never
seen the
sunshine, nor the
g lory

Wh ich is brighter
than the s un.

- Eli zabeth Ba rrett Browning

When the monster, Ad am , fled
from his creator, he made his wa y
to th e isle of Agony, where he
eked out a solitary existence on its
iso lat ed , wind-blasted slo pes . As

the month s dragged on, however, Adam became
lon ely. Knowing th at humans wo uld regard him
wit h horro r and loathing, he decided to seek out
his own ki nd .

In all of Lamord ia, only Vict or Mord enheim
had the scienti fic kno wiedge required to infu se a
cor pse with the spa rk of life. And so Adam
returned to the doctor's mansion .

At first, Adam tried to lure awa y the flesh
goiems Victor had created, but most of these
prov ed loya i to th e docto r. So instead , Ad am
stol e bod ies that Victor had pieced togethe r and
then rejected for one reason or another.
Experim enting on hi s own, using what little
know ledge he had been able to obtain by spy ing
on Victor, Adam at last discovered a way to
create his ow n flesh go iems.

But Adam 's sk il l wa s a pa le refl ect ion of the
ar ts of Dr. Mordenhe im, and the crea tures Adam
created were em otio nless beings, capable of
neith er so rrow nor joy- hard ly th e sort of
companions he craved. Further, they had minds
of the ir own. While some were in fact loyal to
him , most wandered away to pursue their own

destinies.
Scorned by humank ind, these flesh golems

eventually cam e together to form their own
society. They chose as th eir head quart ers an

aba ndo ned m on aster y in the Slee pi ng Beast
Mounta ins.

Here, those who ca ll them selves Adam 's
Ch ildren, fou nd a refuge from th e humans who
mercil essly hunted them down and k illed them.
Their contact with hum ankind is limited .
O cca sionally, one of Adam's Chi ldren do ns a
hooded robe and ventures into one of
Lamordia's two cities to seek food , equipmen t,
or sup p lies. On other occasion s, the Child ren
raid settlements, rob graves, or carry away
hum an subjects to use in th eir f iend ish
experime nts.

Adam 's Ch ild ren know that they must find a
way to crea te m ore of their own kind to
perpetu ate their race. Without progeny of their
ow n, th ey will eventua lly d ie out. To da te,
however, all of th eir att empts to duplicate the
ex periments o f Dr. Mo rdenhe im have been
disma l fa ilures. Bu t the Child ren will not gi ve up ,
and they remain obsessed with the goa l of
creating new life from dead tissue.

In the past , relat ions between Adam's
Children and th eir crea tor were strained. Ad am ,
jealou s of the flesh golem s' success in c reat ing a
soci ety for them selves, attacked the monaster y
three years ago, ki ll ing seve ral of the Children
and toppling the monaster y tower into the gorge
below. In th e three years th at hav e passed since
then, the Children rebuil t the tower and A dam
made hi s peace w ith them . In exchange for
sc ientific k now ledge (espec ially texts and
jo urna ls sto len fro m Victor 's librar y ), the
Ch i ldren allow Adam to use th e monastery as a
hiding pla ce.

Ada m realizes that Vic tor wi ll spa re not hing to
loca te and recover Eli se. Knowing th at sight ings
ov er the years have linked Adam with th e Isle of
Agony, and k nowi ng that Victor will probably
send spies to search it, Adam has instead
brought Eli se to the m onastery.

Not e: Additiona l informati on on Adam 's
Child ren can be found in Cryptic Alleg iances, a
sou rcebook in the Forbidden Lore bo xed set.



Srrkrrs or thr Spark

Perhaps due to the influence of th eir
mon astic headquarters, Adam's Chi ldren
ha ve turned their quest to c reate li fe fro m

dead ti ssue in to a religi on . A ddress ing one
ano ther as "brothe r" and "s ister," th ey insist that
eac h was created equal and th at eac h ca rr ies
th e "divi ne spark."

Th e flesh go lems ack nowledge, however, th e
fact that Ada m (w hom they n"fer to as "th e
c rea tor" ) is superio r to them in abi lity and
power. Th ey reve re him as th eir crea to r, but
realize th at the re are greater powers th an he.
Adam, after all , is merely someone who is able
to channe l the energ ies of the "spark of l ife," and
there is another person in Lam ordia, Victor
Mordenheim, with sim ilar powers. Th e fl esh
golems beli eve th at , one day, th ey too wi ll be
ha ve the ab ili ty to create li fe.

Whil e th e mon aste ry is a pla ce of refuge for
flesh golems , not all flesh golems will be
accepted as "brothers and sisters of the spa rk ."
St ill wa ry after Adam's attack th ree yea rs ago,
th e f lesh go lems realize that the ot he r crea tor,
Vic to r Mordenheim, mi ght also seek to harm
them at some time. Th ey ca refully watch all new
arrivals at the m ona stery, in case these have
been sent as spies by the doctor. Th ey wi ll be
especia lly suspicious of anyone who voices an
in terest in the tex ts or scientific documents that
were stolen from Victor. These are treasured
documents, "ho ly books" to be carefully
gua rded.

Th e mona ster y operates und er a stric t
routine. Each of the fl esh go lems is assign ed a
sp ec ifi c task-guarding the gate, collecti ng and
installing religious relics, cleaning and
m aintaining th e mon aster y, preparing and
serving m eals, generating electrical power,
studying th e "holy" text s, parti ci pat ing in ra ids
on hum an settleme nts or conducting
ex periments on both li ving and dead subj ects.

Th e m onaster y was bu ilt and orig ina lly
inhabited by a sect of war rior-priests who
worshipped a god associated wi th lightning.

Becau se the crea tio n of a flesh go lem involves
m assive amounts of elec t ric al energy (usually
drawn from natural l ightni ng sto rms), Adam's
Children bel ieve th e monastery to have been
div inely ordained as their sanctua ry . During the
frequent electrical storms that occur over the
Slee ping Beast Mountains th ey ho ld ritual
obse rva nces on th e roof of the monastery. Th ey
ca rry long metal staves, and consider it a sig n of
grace to be struc k by a bolt of lightning as th ey
chant their prayers.

A dam's Children are avid co llecto rs of
reli gi ous artifact s and icons of all types. Th ey
reason th at , since they are more powerful th an
humans because they are an ama lgama tion of
body pa rts , their reli gi on wi ll be more powerful if
it ama lga m ates th e ritu als and sy m bo ls of
va rious gods. Th ey pi ck and choose from th e
rel ig ions of Ravenl oft , often traveling grea t
d ista nces to stea l from temples and shrines . In
th eir mon aster y, they are grafting the se icons
together to form an "ho ly artifact" th at they
beli eve wi ll channe l th e powers of the god s,
giv ing th em the ability to capture and inject th e
sp ark of life into dead t issue.

The Monastrru

A
lthough it li es just 10 mi les south of Baron
Von Aubrecker's ma nsion, the headquart ers
of Adam 's Ch ildr en is we ll hidden in a deep

cl eft in the mountain s and is protected by th e
sheer cliffs tha t rise behind it and a deep gorge
that cuts off access to it. In winter, wh en the
ro ck s are slick with ice and sno w, the cl iffs are
a ll bu t impossib le to climb.

Due to fl esh go lems' fear of fir e, there are no
open flam es anywhere within the m onastery.
Adam's Children do not use torches, lantern s,
cand les, or even cooking fi res. Instead, th e
monastery is lit by crude elec tr ic lantern s. Th ese
consist of dim bulbs , co nnec ted by wires to a
central the power room.

Th e follow ing area and room descripti on s
refer to Map 4: The Monastery (found on the
poster m ap) and sho uld be read to th e play ers



as th ey explo re the mona ster y. Only the text in
itali c s should be read to th e players, other
information is for th e OM.

1) Bridge: The only access to the monastery is
this bridge, which spans a 100-foot-deep
chasm. Two wooden platfonns extend outward
from either side of the chasm, but there is a 20­
foot gap between them. There is no guard in
sight.

Wh en a m ember of th e orde r needs to ente r or
leave th e monastery, two fl esh galems place a
heavy board acr oss th e gap to com ple te the
brid ge. In winter, the Chi ldren rarely post a
gu ard, kn owing th at th e weather is their best
ally, bu t the ga tekee pe r is usually near the
br idge .

Adam can eas ily leap th e gap .

2) The Sec ond Tower: A circular staircase inside
the tower, winds up through crude {looring to an
upper room, where a huge brass bell rests on its
side, waiting to be installed in the bell tower. The
bell appears to have been crudely repaired.

The body of the bell is inscribed with the
words: "When your need is greatest, ring. and I
shall hear you. I shall pour fire from the heavens
to aid you."

Picks, shovels, and a variety of digging
implements are scattered about the upper room.

Ada m 's Chi ldren call this th e "seco nd tower "
because it is a reconstruction of the tower that
Adam destro yed th ree ye ars ago. A t th e c ente r
of eac h fl oor o f th e tower is a sm all, c irc u lar
hole . Originall y a bell rop e pa ssed from th e
tower to the ground fl oor throu gh th ese holes .
The Chil dren have on ly recent ly recovered th e
be ll tha t used to hang in th e uppermost room
of th e tow er (Roo m #2 d), fro m th e go rge. Th e
huge brass bell now sits on the top floor of th e
tower, it s den ts have been hammered out and it
is read y to be hung in it s orig ina l posit ion . Until
th e bell is repl aced, th e upper room of th e
tower is be ing used as a storeho use for digging
too ls .

The bell was ori ginally in tended to be rung to

wa rn th e pop ul ace, should the beast inhabi t ing
the mine awaken and emerge. Th e Children
beli eve th e bell will sum mon a lightni ng sto rm
th at will at last make th eir experim ents
succ essful.

3) Chapel: A mural dominates the north wall of
the chapel and it appears to have been restored.
It depicts a god with outflung arms and wildly
blowing hair-lightning springs from his
fingertips. If you look close,; you can see that the
faces appear to have been painted ouer; The face
of the god looks like Mordenheim 's monster.
Adam. and the faces of the priests paying him
homage appear to be those of various (lesh
golems.

On the other walls hang icons from a wide
variety of religions. Several are holy symbols ofa
variety ofgods and religions.

Any PCs seen carrying a holy sym bol will be
expected to add it to the co llectio n . Doing so
may anger a priest's god, and has a 30% chance
of defil ing the holy symbol itself, if it is hung
beside one of oppos ite alig nme nt. Th e holy
sy mbo i will then need to be puri fied with a b less
sp ell.

4) Basin Room : This room contains an ornate
stone [ant. and a variety of earthen jars, vessels,
and containers.

Here, th e ori g inal inh abitants of the
m on astery created hol y wa ter. The Children
have fill ed th e room with a variety of rel ig ious
vessels. There is a 10% chance anyone will st ill
co nta in hol y water.

5) Vestry: Strewn about this room is a crazy
quill collection of religious garb-the robes,
vestments, accoutrements, and paraphernalia of
a dozen different sects. Some of these have faded
to a pate white, others are black. but most hold
some degree of color.

Wh en the flesh galem s venture into th e
settlements of humank ind, they wear plain
brow n robes with hood s to hid e th eir hideou s
features. In the monastery, they wear robes th at



are a patchwork of fabrics taken from th e sto len
vestments of various religions. Pieces of fabric
marked with the hol y sy m bo l of a god are m ost
prized, but many of these fade to a sulle n b lack
or a colorless white when stitched next to
sym bo ls of opposite alignment.

Spare "holy" robes han g in this room . They
are a patch work of co lors with seve ra l black and
white squares. Those peering cl osely at th ese
pa tc hes c an ju st d iscern the fa int traci ngs o f
religious inscriptions or symbols.

6) Hidden Chambers: These rooms appea r to
[unction as a laboratory and conlain some
st range equ ipment-misshapen lest tubes and
beakers, monitors that throw orrsparks, and
strangely contorted swgical instruments too
blunt to do anything but hack and maim. The
rooms reek or rot and blood. Orqens, brains, and
pieces or tissue (loat in jsrs: these samples are
improperly preserved and give orra horrible,
rolling slench.

A staircase connects the three chambers,
made or rusted wrought iron. Cha ined to the
staircase in the middle or the room is a ruined
man. His race is a gh astly mask, and eyeballs
lrom two other human subjects have been
crudely stile/led into his sightless sockets.

These rooms are a parody of Dr.
Mordenhe im's labor atories. The equipment here
is equipment in name only; in form , but not in
functi on . In this p lace, Adam's Ch ildren perform
horr ib le experiments on both livin g subje ct s and
dead ti ssue.

Th e wretc h in Room #6 b is Carl Neufeldt. A
res id ent of Lud endorf, Carl was captured three
m onths ago while out hunting in the mountains.
Th e Chi ldren , through their "e xper im ents," have
managed to blind hi m .

Carl Neufeldl ( 1st -Level Fighte r) : Int av g ( 10) ;
A L LN ; A C 9; MV 12 ; HD I ; hp 4; T HACO 20;
#AT I ; Dmg nil (too wea k ); SA nil; SD nil ;
MR nil ; SZ M (6 ' tall ); ML unsteady (5) ; XP 15.



7) Cell s : Til e cells are simp ly [urnisti ed-« a
pallel of straw, a ilardbacked w ooden che ir. a
small lable, and a plain w ooden chest.

The Ch ild ren keep their few, meager persona l
possessions in the utilitar ian chests. Ha ving no
emotio ns , fi esh go lems feei little attachment to
m ate rial th ings.

Since the Children need litt le sleep, typica ll y
only about four hours per night, these roo ms are
often em pty .

8) Weapons Room: Til is room Is stockp iled w il il
wea po ns. Crossbows, p ikes, and swo rds line til e

walls, ready for battle.
Adam 's Ch ildren seem to ha ve realized that

the location of their monastery may not remain
a sec ret for ever. They have stockpiled weapo ns
in this room to protect themselves.

The first line of defe nse will be a withe ring
hail of c ro ssbow bolt s, fi red from th e windows
of th e tower and the balcony that adjoins this
room .

9) Scr iptorium : This roo m Is filled w il il books
and scrolls-some of the books are moldy and
water·sla lned . ot hers are partia lly eaten by (ire.

Most of these books have been sto len fro m
the librari es of Ludendorf and Neufurchtenburg
and from the Mo rdenheim Estate itself. Recently,
the Children disc ov ered a cach e of books in an
old, abandoned estate that lies in Larnordi a's
southernmost corne r. The fiesh go lem s are
tr y ing to dec ipher what rema ins of them.

If any wiza rd PCs are assigned to this ta sk ,
they wi ll notice that one of th e books is a
spell book of a transmuter-a wizard who
special ized in alterat io n spe ll s. The book is
damaged, but contains 2d4 intact spells of the
I st to th e 4th levels. A lso in the pile of damaged
books are a scroll of protection from p lants: and
a scro ll of protection from water.

The scriptorium also contains a fragm entary
journ a l, writte n by th e orig ina l priests of th e
mon aster y. This hoi y book, which describes
rituals for worship ing th e lightning god , is
reve red by Adam's Ch ildren. PCs who m anage

to sneak a look at it can discover th e followin g
passag e on on e of its tattered pages.

iln thosedal!s, the )3east rausedunto ld
sutTering anddestrurtion-rnhole populations
disappeared into its slauering mam.

9 lthoughthe rn i ~a rd moira raused the )3east
tofa ll in to anrrrmal sleep, me rhosrn fern stand
guard uurr the rntraarr to the mine, lest her
magir wane. c5hould the mature emerge fromthe
depths ef us lair, weshall ring theholl! bell and
rail down the wrathof our God upon it.

)3crJuse the )3east has not stirred in manu
decades, rnrrr arc some whosauour mOIlJ5trl'U_ .e-

should be rloseddown, that it is too expensiue to
maintain. '[:hcu fail to sec that the destrurtion
wrought bl! thetsrasr mould beout of all
proportion to the rurrmt nptnsr. il fear our time
hm is limited.

10) Art ifact Workshop: This roo m is {illed witil
Icons of uariou s religi ous orders. A strange
scu lpture {ills tile center of th e room-it does no t
appear to be {inisiled.

The fiesh golems are weld ing th e icons to­
gether into a strange sculpture-something th ey
believe wil l be an all -powerful "ho ly artifact" tha t
wi ll invoke the powers of all of the god s at once.

Due to th e fact that they have attached hoiy
symbols of opposite alignments, som e of the
holy symbols are glowing hot while others are
icy co ld. Tou chin g either of these results in I d4
hi t po ints of damage.

1 I) Di ni ng Ha ll: The room is [utn istied with a
long wooden table and benches on either side.

Here th e Ch ildren m eet for the ir simp le meals,
wh ich usu all y consist of noth in g mor e elaborate
than a chunk of bread, un peeied frui t and
veg eta bies , and a slab of raw meat.

12 ) Kitchen: There Is a lerqe, rougil wooden
table tilat looks as if It is used to bu tch er meat ; it
is crusted over with d ried blood and tcnioes are



st uc tc poinl-first into the lop o{ i t. Scraps o{ kxxi­
li e on th e {loor:

What little food prepa ration tak es p lace in th e
monastery is done here.

Fl esh go lems do not bother to cl ean th e table
because th ey are immune to d iseas es, food
poisoning, and they hav e no sense of aesthetics.
The PCs do not share th is immunity and may fa ll
very ill if th ey pa rtake of the raw meat th e
Children serve . Each tim e they eat raw m eat,
PCs m ust save vs poison or fa'il ill fo r 3d 6 ho urs.

13 ) Power Room: This room contains a device
lha t looks like a huge, ha nd-cranked turn table
connected to a [orest ot black w ires,

In fac t , it is the generato r for th e m ona stery's
elect ric al power. A dam's Chi ldren wo rk in shifts,
cra nking the device and sending m eager
amounts of electric ity to the dim bu lbs that
illum inate the m onastery.

14 ) Charnel / Trea su ry : A horrible slen ch
etne netes {rom behind this locked door. The lock
appears to be new and in good repa ir.

Thieves suffer a 10% pena lty tr ying to pick
the lock . If the PCs open the door and enter th e
room, read the foll owi ng :

This room contains human corpses in uarious
stages o{ decay. and th e [etid reek is
ooetpouierinq. Some have been crudely
decapitated. and some dellmbed corpses have
been sewn back logether again. The air is thick:
wilh dron ing {lies.

This scene is cause for a horror chec k . Here.
in th ese gha stly remains, the Ch ildren hide their
tr easure: d iamonds plucked from th e wa lls o f the
mine. Th e wealth is used to purchase supp lies
and equipment fro m humans. A mong the
corpses are hidd en 2d4 leather bags, each
co ntaining 1d4 diamonds.

15 ) Rooft op: The roO{IOp is surrounded by low.
creneteted wa lls. and a rusted por tcu llis blocks
o{{ the ent rance to a tunnel. The portcuilis has
been sealed wilh a stout cha in and a lu slrou s
lock thai looks rela lively new.

Adam 's Children will refuse to d isc uss what
lies beyond it.

16) Storm Room : The room con tains a mela/
table filled w il h w rist and ank le straps .
A llached lo the lable is a metal po le th ai hangs
ou t th e window.

The Chi ldren reali ze that lightning is an
essential ingredient in the revival of dead tissue.
During th e frequent elec trical storms (there is a
50% chance of a sto rm eac h night) , they
perfor m their ex periments . Here, the Chi ldren
study the effec ts of elec tric ity on li ving t issue­
th e result is almost always death by
electroc ution. ( If Carl Neufeldt is not rescu ed . he
wi ll be the next vict im .)

This m ethod is an effect ive way of revi v ing
nonfunctioni ng flesh go lems. Adam 's Children
ha ve also tried the process on the bodies they
have stitched together from human co rpses, but
without success.

Arriual

When the PCs arrive at the m onastery,
Adam, the Creato r, will have j ust left the
prem ises to go to Neufurchtenburg to

purch ase medicines and nutrients to keep E lise
alive .

The PCs will be met at the bridge by Kartad.
gatekeeper of th e mona stery. He has a horr ific
ap pea rance, but by this t im e th e PCs sho uld be
used to the sight of fl esh go lems (hav ing been
flesh gol ems themselve s for a t ime) and will not
need to m ake a horror check . As gatekeeper,
Ka rtad has th e key to the treasury. although he
has relin quished the key to the mine entrance to
Adam .

Th e PCs' best chanc e of suc cess lies in
d isguising th ems elves as flesh go lem s and
keep ing a low profile, whi le sec retly searching
for Elise. If they di scovered the m ak eup
m ateri als left in Sch loss Von A ubrecker, they
should be abl e to do thi s with rel at ive ease. If
they did not acq uire these m ateri als, the y wi ll
have to im provise.



They mi ght pose as fl esh golems who have
escaped Sch loss Mordenh eim. Th eir experience
as fles h go lem s in the Sc hloss should help them
ma intain th eir cover. Gradually, th e PCs may
eavesdrop on the Children's conversations and
learn that wh atever it was that Ada m brou gh t
into the monastery in the carriage, he has
hidden some where in the mine.

If th e PCs are accepted into th e mona ster y,
Kartad will g ive th em "holy" robes and assig n
them to various mundane tasks th at will take up
a large portion of each day. One or two of th e
PCs may be assign ed the unp leasant task of
cleaning the hidden cham bers. Here, they will
encounter Carl Neu feldt and wi ll be presented
with the added task of rescui ng him .

At any gi ven time, th ere are 3d4 flesh go lems
livi ng, studying , and wo rk ing at th e mon astery,

Kartad
Fles h Golern , Lawfu l Neutra l

A rmor Class: 8 Str 19
Mo vement: 15 Dex 16
Level/H it Di ce: 9 Con 18

Hit Points: 40 Int 14

THACO: 11 Wis 12

No. of Attacks: 2 Cha 1

Damage/ Attack : 2d8/2d8 (f ists ), +7 with
weapon
Spec ial A tt acks: strang ula tion , +3 wit h wea pon
Specia l Defenses: im m une to cold and
elec trici ty, need + I or better weapon to hit
Magi c Resistance : nil

Tht Mint

The roo f of th e mona ster y, where it meets the
face of the mountain, provides access to a
tunnel th at leads to a ser ies of m ine shafts . .

According to legend, the mine was abandoned
when a terrifying monster was discovered within
its depths. A wiz ard was ca lled in who
successfull y managed to wish th e mon ster (a
marilith ) to sleep. The entrance was sealed , and

the m on astery bui lt at its entrance to protect
Lamordia from the ev il beast the miners had
un earthed . Ov er th e centuries, t ru th became
legend and the monks left; th e m on aster y was
abandoned and allowed to deteri ora te . Th e on ly
legacy of th e evil creature th at slum bers within
the mine was retained in the nam e of the range
in whi ch she lies: th e Slee p ing Beas t Mo untains .

Since taking ove r th e m ona ster y, A dam's
Children have reopened the mine entrance and
are beginning to explore its tunnels. Immense
wea lth is to be had from the mine, whic h
produces top-quali ty diamonds . But th ere is also
grave danger.

Th e tunnels and the crumbling mon aster y
above them were pu lled out of the orig ina l
Lamordia and into the Demipla ne of Dr ead at
the same time as Victor Mordenheim and Adam.
Since then, the h idden rul ers of the demiplane
have toyed with the beast that sleeps within the
m ine , gradua l ly weaken ing the spell that binds
her, wai t ing for just the right moment to nudge
the monster to full aware ness . When it wakes,
much of Lam ord ia m ay be destroyed. A nd that
awakening is fast approaching . . . .

Th e fo llowing area descr ipt ions refe r to Map
5: Th e Mine (fo und on the poster ma p). The
itali c ized portions sho uld be read or paraph rased
to th e players as needed, ot her informat ion is
only for the DM.

Mine Shafts: Each of these shafts is roughly 15
feet in diameter: 'The original equipment used to
lower workers into ,the depths and lift out gem·
studded rock is still in place. It consists of lalge
wooden platforms, about /2 feet by /2 feet, with
a low wall around the outside edge. Rusted
chains are attached to each comer: these lead to
a central cable that runs up to a pulley. fastened
directly over the center of the shaft. Th ese
p rim itive elevators are raised and lowered by
mea ns of hand cranks.

Th e m echanisms will fill the mine with a loud
squeak ing and rumbling sou nd.

Working th e cranks requi res two characters
with a com bined streng th of 20 or more.



Each sha(l is also equipped with a metal
ladder. mounted to the roclcy face of the wall
itsell:

T hese ladders are extremely rusty ; the re is a
10% chance (cumulative for each person on the
ladder at the same time) that they w ill br eak or
tear away from the wa ll , causing all those who
do not make a successful Dexte rity check to fall
and suffer serio us injury.

Mine Tunnels: Each of the tunhels is roughly 8
feet high. The walls and ceilings are shored up
with planks and beams that appear to be rotten.
The ceilings creak and groan under the weight
ofearth aboue them, and the ttoors are strewn
with rusted pieces of mining equipment. At a
junction off the main shaft there is a pile of
rubble, the result ofa caue-in.

At the po int where Tu nnel A joins the m ain
shaft, Adam has de liberately caused a cave-in .
From the m ain shaft, it look s as if th is tu nnel is
im pas sab le-in fact , it is j ust possible to squeeze
th rou gh th e rubble. Only by listening very
carefu lly wi ll the PCs be abl e to hear the fa int
thrumming of mach inery com ing from behind
the cave- in.

Adam has hidden Elise in Tunnel B. She l ies
on an elaborate four-poster bed w ith a
com fortable m att ress. A curtain of cl oth , dr aped
aro und the bed lik e a mosquito net, protects her
from the oc casional dro ps of water that fa ll from
the ceiling. Her li fe-support equ ipment is intact,
and fill s the tu nnel with a mechanica l m ur m ur.
The bed is surrounde d by br ightly burning
to rches and braziers. These serve the dual
pu rpose of illum inati ng and warm ing the area­
and of ke ep ing at bay any of the Ch ildren who
might venture down here to see what their
crea tor is doing.

Adam's Children have been at wo rk in Tunn el
C, gradually extend ing it as they mine th e grea t
seams of dia monds . Brand-new p icks and
shove ls lie scattered about the end of the tun nel.
Since Ada m hid Elise in the m ine, he has
forb idden any of the flesh go lems to enter it.
They are com ply ing with this requ est, since th ey

have mor e tha n enoug h diamon ds to meet the ir
need s at present.

At the end of Tu nn el D lie the mor ta l rem ains
of a treasure hunter who snuck pa st Adam 's
Ch ildren and into th e mine two years ago. The
bod y of the woman is part ially ske let al, her
equipme nt is rusted and her cl ot hin g has rott ed
aw ay. Her m oldering backpack contains a new ­
looking rope of climbing and a wand of metal
and mineral detection. Anyone di sturbi ng the
bod y will uncover a nest of g iant cent ipedes .

Giant Centipedes ( 12 ): Int non (0 ): A L N : AC 9 :
MV 15; HD 1-1 : hp 2 each; TH A CO 20: #AT I ;
Dmg nil ; SA poi son ; SD ni l; MR nil; SZ T ( I ') ;
ML unsteady (6) ; XP 35 eac h.

The (aur

The wor kers who dug this min e were in the
process of opening its fo urth shaft when
they broke thro ugh into th is large cave. Th e

shaft lead ing in to the cavern has neither an
elevator nor a metal ladder.

Th e original entrance to the cave is a 15·
foot-h igh tunnel that winds its way under the
Sleep ing Beast Mountains to emerge on a
hill side overlook inq Neufurchtenburg .

The Slrrping 8rast

The cave is the reluctant la ir of Baltoi , a
marilith whose tactics were responsible for
a m ajor tanar' ri defea t in the Blood War

aga inst the baatezu . As a result , Ba lto i was
ba nished to this cave by a Gua rd ian of
extraordinary power.

Her m agical ab ili ties were divested from her
and she was even stripped of the pow er to gate
in ot her ta nar 'r i . Bal toi st ill retains her nat ural
m agic resistan ce (70%), and is a form idable foe .
No r has Ba ltoi been unaffected by the forces
tha t play on the Demip lane of Dread; she has
gro wn in size and is now fu lly 20 feet in length,
almost fill ing the cha mber of her cave rno us
prison.



When miners discovered the ma rilith 's lair, a
wizard was ca lled in. She used a w ish spe ll to
put Baltoi to slee p. Priests then sealed off all
known ex its from th e cave and built the
m ona stery to protect the mine entrance . But
now the wizard's spell is starting to wane, and
soon Baltoi will awaken.

Th e DM should time the awa ke ning of Baltoi
to add ma ximum tens ion to the adventure. If the
PCs exp lore th e cave and di scover the ma rilith,
she m ight part ia lly awa ke n, attack for a few
rounds, th en lapse back into slumber. O r she
m ay ro use herself as th e PCs are attempt ing to
remove Eli se from the mine. In the resu lt ing
panic, th e PCs may accidenta lly di sconnect one
or more of Elise's li fe suppor t sys tems, nearly
kill ing her.

The m aril ith is capable of cl im bing up the
m ine sha fts and slithe ring th rou gh the short
tunnels that connect them. (This slows down her
Movement rate to 3.) While she is burrowin g, the
grou nd trembles and dirt and rocks ra in down
from the ce il ings of th e m ine tunne ls, and a
ru mbling grow l fill s th e mine.

PCs should be led to believe that death is
imminent-th at the beast is an un stop pabl e
mon ster that will pursue them witho ut pause.
But although th e ma ri lith will chase the PCs for a
short tim e, it will ul tim ately reach the lim its of its
confineme nt in the min e's narrow tunnels, and
sto p.

Baltoi (True Tanar 'ri-Marilith): Gen ius ( 18):
AL CE: AC - 9: MV 15: HD 24: THA CO 9; #AT 7;
Dmg 4-24 (ta il) and 6 by wea pon; SA +2 or
better wea pon to hit, never surprised, spe ll
immunity : MR 70%: SZ H (20 ' long) ; ML fanati c
( 18) : XP 45,000 .

Baltoi has six arm s and holds a di ffe rent
weapon in each of her hands. She cannot be
fool ed by illusions and she is imm une to mind
affecting spe lls . Weapon s of + I (o r less) m agi cal
enchantm ent cannot harm her.

Just as the PCs locate Elise, Adam returns.
Entering the mine, he catc hes them in th e act of
trying to rescu e her and demands that they sto p
hurting her. "You will do her no harm . Leave,
now," he says . If the PCs explain they are tak ing
Elise back to Vic to r, Ad am screams, "No! He will
only co ntinue to torm ent her. She is bette r off
here with m e. I would never hurt her."

If th e PCs can't be persuaded to leave Elise in
th e m ine, Adam attacks. Th e battle must take
p lace out of sight of Ad am 's Children (or the PCs
wil l be hopelessly outnum bered). Eve n so, the
PCs w ill probab ly need some assistance in
"k ill ing " A dam . Th e best can didate is the
m arilith, Ba lto i. If the PCs can force Ad am into
her tunnel, she can eme rge from her lair to crush
him with her tail. (A dam , of course, does not die.
Within 1d6 day s his soul will take ove r the bod y
of one of hi s Chi ldren, reshap ing it to his old
form . He will then set out in pu rsuit of the PCs.)



r.:'~iiiiiiiiiiiii:;;~ eetti stands above
me, iu ti ispe rinq
low

I know not what in to
my ear;

Ofhis strange
language all I
know

~!'!!~!!!~~U Is, there is not a
word of fear:

- Walter Savage Landor

The journey back to
Schloss Mordenhe im
will be m ade difficu lt
by the bitter co ld of
winter and the season's
sudden blizzards, While

the co ld will ce rtainly affect the PCs, it wi ll ca use
eve n mor e di fficu lt y for Elise. Somehow th e PCs
m ust ke ep her warm and dry on the long
journey. In addition, they m ust ensure that the
tubes th at provide her with nutrients and
ci rculat e her blood do not freeze up , and that the
elec trica l devices that susta in her continue to
function properl y.

Th e best way to tra nsport Elise bac k safely is
to locate some sort of sleigh. (The carr iage
Adam used to tr ansport El ise here is nea rby, but
its wheels are useless in the snow. The horses
have been butchered and eate n by Adam's
Children.) Th ere are, however, soli tary trap pers
and m iners li vi ng in th e Sleep ing Beast
Mo untains . For eac h day that the PCs actively
sea rch, th ere is an 80 % chance that they wi ll fi nd
one of the t iny cabins of these hardy souls.
There is a fur th er 25% chance th at there wi ll be
a sleig h nearby.

When at last th e PCs reach Schloss
Morde nhe im , Victor rushes out to greet th em .
For th e fi rst few m in utes, he ign ores them
co m plete ly, not even bothering to wit h thanks as
he hurriedl y chec ks Elise's pulse and
temperature and adj usts her life-support
devices. Only afte r Eli se is safe ly back in her
room does he speak to the PCs.

Narratiut
A t last Doctor Mordenh eim tu rn s hi s attention
to yo u. His eyes g leaming , he lead s yo u to his
labor atory and fl ings open th e door, usheri ng
you inside. He moves stra ight to the she lves
th at hold your hearts.

"Aren 't you r bodies m agn ifi cent! " Vic tor
look s at yo u with obvio us pride. "At last , I
ha ve perfect ed th e techniqu e of ce llular
repr oduct ion. My fi rst few atte mpts were
always fla wed; th e subje cts , when they
reached m aturit y, st ill bore th e injuries and
imperfections of th e orig ina l body. But no
lon ger! Do you kn ow wh at this m ean s?"

Victo r's eyes hold a wild, joyful light. You
sta re at him, uncom prehending, and he
snorts at your ignorance. "It means that , at
long last , I can regenerate a new body fo r m y
beloved Elise! I can ha ve her back again. "

He pauses. "If only. . ." He stands for a
moment, wringing his hands . " If only my
associates from the academy were here to
witness m y accom plishment. " Then he
shakes his head, m uttering, "No m atter, no
matter."

Victor lets his eyes wander ov er you.
"Which of you wi ll be the fi rst to undergo the
operat ion that will restore yo ur heart to th e
magnificent new body I have gi ven you?"

The PCs are sure to be full of questions at this
po int. Victor will answer them, playing down the
dangers. He will avoid m ention ing tha t this will
be the fir st time he has transp lan ted hum an
heart s into living bod ies. (Transp lant ing th e
bra ins of the PCs fro m th eir flesh golem bodies
was a much sim pler procedure.)

AMothtr's Nightmart

Uictor performs the heart t ransplant
operations one after another, not resting
until he has completed his part o f the

barga in . He the n k eeps a close watch ove r the



PCs to see if the operat io ns have caused any ill
effec ts, subject ing th em to num erous phy sica l
tests. If they protest , he convi nces them to stay
on at Sc hloss Mordenheim by tell ing th em th at
continued "treatments" are necessary to ensure
the succ ess of th e operati ons . A ll the wh ile, he
sec retl y kee ps the PCs mildly sedated; th ey feel
slight ly dizzy and disor iented. (They are only
able to move at half speed, and are unable to
perform any action requiring strength, or to
th ink cl earl y.) Vic to r tell s them this is a lingering
weakness caused by blood loss during th e
operation.

Once he is sati sfied with th e PCs' progr ess
Victor will transplant Eli se's brain into a body he
cloned for her from a t issue sam ple he had
take n previously. He w ill pu t Eli se thro ugh the
same physica l tests he had used on the PCs ear­
lier, with the same amount of cl in ical detach­
ment. (It will quick ly become obv ious that the
doctor cares more for his scientific achievement
than he does for the happ iness of his wife.)

Unfor tunately, the t rau m a of what happened
that dark night tha t A dam di sappeared and the

physical agony she has endured since then have
t ipped Eli se over the edge of m adness. Wild
emotiona l outbursts alternat e with sullen
silences. Elise's madness fixates upon two
things: her wish th at she were dead (she is
suic idal and must be ph ysicall y rest rai ned from
ki l ling herself ) and th e events of A pril 3 , ' 17. In
her ram bl ing , she provides clues as to what
reall y happened that nigh t

Eventually, after a nearly successful att empt
to k ill herself by drink ing iodine, Elise is
restra in ed in a stra ightj acket. A metal cage is
cl amped aro und her neck to prevent her from
dashing her head aga inst the wal l. Vic to r assign s
two of his flesh go lem serva nts to watc h her at
all times, and then ret ires to his li brary to study
texts on madness and its cures.

Back to the Island

W
hen Vic tor feels that the PCs are ready to
t ravel again, he sum mons them back to
th e lab.

"You have done me a great service,
returning m y be loved Elise to me. I know not
where you came from orig ina lly, bu t I may
know how you can return. Rumors, which my
invest igat ions have shown to be true, tell of a
ma rvelous ga te on the Isle of A go ny. The gate
is said to have the power to send those who
step throu gh it to someplace that is not thi s
place, perhaps'even to a place of or ig in. It is
said to lie deep within the caves at the very
end of the island ."

The PCs m ay either rem ain at Sch loss
Mordenheim as Victor 's guests, or th ey m ay
decide to return to the Isle of Agony. The DM
m ay decide how much t ime goes by - it can be
as li ttl e as a day or two, or as long as a few
weeks. Bu t eventually, the PCs should be subt ly
steered in the di rect ion of the Isle of Agony.
When thi s happens, refer to Map 6: Lam ord ia
(found on the poster map) .



r.~~~~~n shiver, spirit fierce and
bold.

As thought of what I
now beho ld:

As vapors breathed
from dungeons
cold

Strike pleasure dead.
~~~~~~U -Wi lli am Wordsworth

It is still winter when
the PCs' set out again ,
this time for the Isle of
Ag ony. Th e island is
co nnected to th e
mainland by ju tt in g
slabs of ice. Reaching
it involves first crossing

one mi le of ice to the island kn own as The
Finger, then crossing an additiona l five m iles of
ice to th e Isle of Agony it self. The trip requ ires
mountain eering skills, as well as picks, ropes
and ot her sp ecia lized gear. (The PCs will hav e to
pay exorbitant salaries to anyone hired as
guides or mountaineers; Lam ordians know the
Isle of Ag ony as "the devi!'s dom ici le" and w ill
be extrem ely unwilling to explo re the islan d .) It
will be a slow journey and blizzards will p lag ue
the par ty all the way.

WolutS of the Su

The ice floes leading to the Isle o f Agony
touch its shores at one end of a wide ba y.
This bay is the home of a colony of

Iycanthropic seawo lves. (This is the villa ge th at
th e PCs were origina lly heading for when they
we re rescued by Hans.) Th ese creatures prey
upon any ships fooli sh eno ugh to seek she lte r in
th e ba y, loot ing th eir ca rgos and kil ling or
infecting sailors with lycanthropy (a nd thus
adding to the seawol f po pulat io n) . Thi s area is
shown on Map 7: Baytown.

The seawol ves are fri end ly w ith A dam and
serve as his eyes and ea rs, warning him when
stra ng ers co me to the island . Occas iona lly,

sm all groups of them sw im to Ludendorf to
spend an evening drinking at the inns near its
docks. Otherw ise , th ey remain here, in the
sett lem ent sim ply known as Bay tow n, wher e
they are free to assum e animal or hum an
form, awa y fro m the pry ing ey es o f
hu m ankind .

Read the fo llow ing text wh en th e PCs see the
ice floes.

Narratiur
Th e natura l bridge of ice you have been
crossing joins the island near a wide bay
whose waters are choked with ice. Proj ectin g
out of th e sea are th e m asts of m any sunke n
sh ips- one of them may be the very ship that
brou gh t you to this terrible place. The ragged
remnants of the ir sai ls flu tt er from th e
dis in tegrat ing ya rd s like the ban ners of som e
long dead army.

Splash ing in th e water, ju st off shore, are
creatures that resem ble seals.

On th e shore of the bay itself are severa l
large cabins, and you m ay have a vague
reco llection of havin g been here before. The
size of the settleme nt seem s to indicate a
pop ulation of about 25 peop le . What keeps
them here. on this bleak coast, is not
apparent.

The seawo lves app ro ach th e PCs caut iously,
try ing to ga uge thei r strength. Their ult im ate
goal is to ki ll the party and steal anyt hi ng of
value , but th ey are under or ders from Adam,
who is seeking revenge for the rescue of Eli se,
to first learn who the PCs are and what they are
doing on th e island.

Th e seawolves greet th e PCs in human for m .
Th ey pretend to be shipw rec ked sailors who
have surv ived by hunting and fishing . Th e
Iyc anthropes will inv ite the PCs in to their hom es,
tr yi ng. if possible, to spli t up the party.

Th e seawolves look lik e normal m en and
women. Careful observers will not ice. ho wever,



tha t they are overly m uscular, wi th sma ll ears
and long, thi ck hai r th at sprou ts not on ly from
their heads, bu t also from the backs of their
necks and even their shoulders.

Observ ant PCs will also notice several
discrepancies between the village rs' stories and
their surroundings:

• At low ti de, it is obv io us tha t the ships were
somehow scuttled at anchor, rather than
wrecked in a storm. The only dam age is to
m asts and rigg ing (caused by wind and
waves), the hulls are per fect ly intact.

• The hom es of the vill agers are lavishly
decorated and stocked wit h tr ade goods
from all over Ravenloft - these are cl earl y
not m ak eshift shacks, furn ished wit h sto rm­
racked salvage . A ll m anner of goods and
supplies are ava ilab le, and the seawolves
can provide the PCs with virtually any thing
they ca re to ask for. (They pl an to kill the
PCs and ta ke the items back again ,
anyway.)

• T here are a number of unmarked graves
j ust inland from th e vil lage, eros io n has
exposed th e human bones they contain.
Shipboard co mpan ions wou ld hard ly have
been buried in so haphazard a fashion .

• In one of th e hom es, a sailor li es bedridden ,
racked by some unknown disease. Th e
villagers refus e to let any clerics or healers
near him. ( He is a human infected with
lycanthropy, in th e fin al stages of chang ing
into a seawolf.)

Th e clincher will, of course, come when one
of the PCs observes a seawo lf changi ng fro m
animal to human form (or vice versa) as it
enters or leaves the ocean. Th e seawolves will at
fir st feig n shock at find in g a lycanthrop e in their
midst and w ill eve n organize a "hunting party."
But as soo n as th e PCs discov er th e truth , the
seawo lves attack im media tely.

There are a total of 18 seawo lves living in the
bay. The pack is led by Rudolph and Sonya, a
husband and wife team. Th ey com m unicate wit h
Ada m via a handheld mirror of send ing .
Beca use communication is only possible if both
m ir rors are held at once, Adam and the pack
leaders use the mirrors at specific times of day
(sunr ise , noon, and sunset) . Any PCs using the
m irror at these times will see Adam 's face and
will need to m ak e a fear chec k .

Th e seawolves are also equipped with a
va riety of m agical item s. Th ey share a +2
dagger, a ri ng of h uman influ ence, a pearl of tne
sitities, a net of snaring, and a trident of /ish
command. Th ey al so have an instanl hole.
This m ay be used to open a hol e in the hull of a
ship to d istr act its crew. It is removed and ro lled
up once the ship has been taken by the
seawolves.

Lycant hrope , Seawolves ( 18) : Int avg (9) ;
A L NE; AC 6 (7) ; MV 12, Sw 30; HD 2+2; hp 12
eac h; T HAC O 19; #AT I (3 ); Dmg 2d4 (by
weap on) or 1d2/ 1d2/1 d2 (claw/claw / bite ):
SA nil ; SD ni l ; MR nil ; SZ M (6 ' tall ) ; ML steady
(1 2 ); XP 175 eac h.

Mirrors of Sending: These magical items look
like a match ed set of handhe ld m irr ors, set in
orn ate ly eng raved silver. Each pair can be used
to comm unicate over any distance (e ven from
one plan e of exi stence to the next) . The m irror s
can only be used when the handles of each are
gr ipped by a sentient beinq. Wh en this happens,
anyone holding one of the mir rors can see
whatever wou ld normall y be reflected in the
othe r, and can hear any sound audible to th e
perso n holding the other mirror. At all othe r
times, these items function like normal mirrors.

In st ant Hole: Thi s magica l it em resem bles a
portable hole in all respe cts, exc ept that , when
p laced against a barr ier less than 10 feet th ick , it
opens a hol e, rath er than creat ing a pocket of
extradime nsional space . It is prima rily used for
open ing a hol e in wa lls, doors, floors, etc .



Ireasure or the Wintrr Wolf

When th e PCs were first shipwrecked on
th e island, Han s told th em a tall tal e of
hidden tr easure-the fabl ed Horde of

Black Bertha. Th e most likely cave (th e only
one Han s kn ew of) Is located on th e wes tern
face of th e hill at th e center of th e island . It is
sho wn on Map 8 : Winter Wolf Lair ( located on
the poster map) .

Th e cave is 30 feet dee p and 40 feet w ide ,
with a 5 -foot- hig h cei ling . In summer, it is th e
lair of a pack of normal wolves. In winter, these
are joined by a sma ll pack of winter wolves tha t
migrate to the island ac ross the ice floes.

As the PCs near th e cave , they will encounter
I d4 no rmal wo lves. Th ese should be easy
eno ug h to kill , bu t Hans (if he is with th e PCs)
will wa rn that the more dangerous wo lves are
those with white pel ts. A n addi tional wa rn ing of
the dangers posed by winter wo lves co mes when
the PCs stumble ac ross a bear th at has been
k ill ed by a blast of frost. It stands in knee-deep
snow, frozen solid in the act of rearing up to
issue a challe nge, its teeth st ill bared in a snarl.
Wolf tracks lead away fro m the body.

Once the PCs reach the cave itself, they will
be ab le to make a rough est imate of the size of
the pack. By keeping down wind of the wo lves,
th ey ma y be ab le to launch a sur pr ise attack .

Sho uld th e PCs defeat th e wo lves (o r sho uld a
thie f be able to sneak inside th e cave) they wi ll
be in fo r a di sappoin tm ent. Th e only "t reasu res"
here are the wolves' white pelts, which, if
undamaged, will fetch 5,000 gp eac h.

Wolve s (2dlO): Int sem i (3); A L N; AC 7;
MV 18 ; HD 2+2; hp 10 each; TH A CO 19 ; #AT 1;
Dmg 1d4 + 1; SA nil ; SD nil ; MR nil ; SZ S
(3' high ); ML average ( 10); XP 65 eac h.

Winter Wo lves (ld4): Int avg (9); AL NE; AC 5;
MV 18; HD 6; hp 26 each; THACO 15; #AT 1;
Dmg 2d4; SA frost ; SD nil; MR nil ; SZ L
(9 ' high); ML eli te ( 13) ; XP 975 each.

Ihe frezen Frns

The ri ver th at fl ows out of th e hil lside th at
conceals Adam 's lai r continues down
across a wide peninsula on the northeast

co rne r of th e island, and eve ntually em pt ies into
the sea. In sum me r, th e peninsula is a m arshy
swa m p that is home to giant leech es, poi sonou s
frogs, and ye llow musk cr eepers. A nyone trying
to wade across it sinks into clinging, waist-deep
mud. If they sur vive att acks by leech es and
frogs, they fall vict im to th e ye llow musk
cree pers, which slow ly turn them into zom bies.

In winter, the marsh freezes over, the ye llow
musk creepers die back , the fro gs and leeches
go in to hibe rna tion, and the zom bies th at serve
the ye llow musk cree pers wa nde r away to die.
Th e roots that have burrowed into their brain s lie
dormant through the winter mon ths, wa rmed by
th e rotting zombie bodies, th en sprout from th e
corpses in spring.

Th is yea r, winter came early. Th e zom bies,
for merly a team of botani sts from Ma rtira Bay in
Darkon , we re frozen in pla ce where they stood .
Their ship (a bandoned when they became
zombies) rests a short distance away, also froze n
in the ice.

Th e area is shown on Ma p g: Th e Frozen Fens
(o n th e poster ma p) . When th e PCs approach
th e fens, read or paraphrase th e fo llow ing text :

Narratiur

The wide penin sula of land th at li es befor e
you is obv io usly a marsh during th e summer
m onths. Tufts of swamp grass rise from its
frozen surface and low hummock s of high er
gro und rise above the ice.

Some distance away, closer to th e spot
wh ere the ice covering the marsh begins to
break ap art und er pounding ocean waves,
you see a ship frozen into the ice . It is a sm all
vessel, a co astal saili ng sh ip half th e size of
th e m erch ant ship that brought you to
Lamord ia .



Th e ship appears to have been aba ndoned
for several m on ths-long shreds of sail hang
from the yard where the mainsai l was once
furled, and th e cabin sho ws signs of damage,
Ice coats th e masts, the spars , and the
decking ,

J ust ahead of the ship you see half a dozen
humanoid fig ures. At fi rst, they appear to be
sitt ing on the ice , but then you realize th ey
have been frozen waist- deep in the ice. None
of them show any signs of m ovement.

Th e PCs will eas ily be able to venture ou t on to
the ice to investi gate. The ice is slippery, but
solid enough to support even th e weight of the
hea vie st m ember of th e part y. (The wa ter of th e
marsh is 3 feet deep and frozen solid .)

There are a total of five humans frozen into
th e ice-all look ghas tly. They have yell ow sk in,
ga pi ng eye s, and wea r on ly tattered rags . Yellow
creeper musk root s have grown into their skull s

and no w hang from their heads in dead , brown
strands . The co rpses sm ell fai ntl y of musk , and
the arm of one has been partially gnawe d away.
Th ere are no clu es as to the identity of the five.
A ny too ls or equipment the y we re holding at the
time the yellow m usk cre eper att acked are
frozen under the ice.

The plant that tu rn ed th ese men and women
into zombies has died back; all th at rema ins is a
root, buried deep under the ice in the frozen so il
of the marsh. But, while the yellow musk
creeper is no longer ab le to attack, the PCs st ill
face da nge r fro m a giant lynx that occasiona lly
feeds here. Th ere is a 50% chance th e lynx wil l
return wh ile they are exp lo ring the frozen dead .

Gia nt Lynx (Cat , Grea t) : Int very ( 12) : AL N;
A C 6; MV 12; HD 2+2; hpl 2: THACO 19 ; #AT 3:
Dmg ld2/ld2/ld2; SA rear claws (2 d4 eac h) ,
surpr ise: SD avoid detection , detect traps;
MR nil; SZ M (4 '6 " long) ; ML average (9);
XP 270.



.. , 9.1COb IP6 spotted an interesting plant in
the I11Jml)y waters of the peninsular 61\'.1111p
we arc currently anchored in. jlt i6 J lJrlle I'ine
whose brigbt lIrccn 6t.11k6 lIrol\' out of tbc
water and onto J ncarbv hummock, iI:1)e 6t.11k6
arc thick with J muekv ernclling orchid that i6
.1 brillbt yellol\' with 6plJ61)e6 of purple, iI:1)i6
evening, be returned will) two samples of ite
btocsorn.

iI:ol11orrol\' we plan on crarnining tbc
mare b-orchid in detail. IDe Ip ve loade d our
collecting gear into the rowboa t and will set
out at dawn, jlf the plant i6 J new and
uncatalogucd 6pecil11C11, we pl.111 on naming it
Elrcl)i6 iacobii, after our learned nssoctatc,

Th e bitter irony of the loss of the Waler Lily
li es in the fact that these pr imitive sci entists
v.:ere on the fir st leg of an expioratory journey
that wouid have taken th em to m any of the
Dom ains of Raven ioft. Their next stop wou ld
have been Ludendorf , whe re th ey wouid sureiy
have att rac ted the attention of Doctor Victor
Mordenh eim. Victor would ha ve weicomed th em
wi th open arms and conversed with th em long
into the ni ght. (Perhaps those m ysterious for ce s
that shape events in Ravenl oft delibera tely
pla nned the dem ise of these Darkon sc ientists,
to ensure Victor's continuing torm ent. )

The five sc ientists who crewed th e Waler Lily
we re diligent record k eepers. One of th eir record
books lies face down on the floor. Its pages are
moldy, but some of th e writ ing can st iil be m ade
out. Th e last pag e co nta ins th e foil owing text.

The ship is weil stocked with maps of th e
coasta l areas of th e Raven loft domains that
bo rde r the Sea of Sorrows (Darkon, Lamord ia ,
Dementlieu, and Mo rde nt.) On th e m ap showing
Larnordia 's coast, th e Isle of Agon y is only
cha rted in detail on the side closest to the
m ain land. Its northwesternm ost corner is quite
vague. Th e two islands th at lay off its coast , in
the Sea of Sorrows, are m ere ova ls with quest ion
marks supe rimposed upon them.

The ship frozen into the ice beyond the
cor pses is th e Waler Lily , a smail saii ing c raft
about 30 feet iong and 10 feet wide, The ice that
grip s it has part iaily ruptured it s hu il, but anyon e
with a prof icienc y in ca rpentry or shipbu ilding
wi ll be abie to repair it and make it seaworthy
again. The next task would be to replace th e
rotted saii s and lines .

The WaleI' Lily features a m ainmast at the
mid-point of the ship with a square saii, plus a
sm ailer mast on th e bow for a 'j ib sai i. Th e ship's
whee l is on the open deck at th e stern .

The bow of th e ship is taken up wi th a 15­
foot-lon g, B-foot-wide ca bin. Here, the five crew
members slept in hammocks strung over boxes
and crat es containing their scientif ic gear,
sto ppered bo ttles, and jars ho iding botan ical
specimens .

Th e hammock s sti il hang in th e cabin, but
they are rotted and tear easily. Most of th e
sam pies in th e jars and bottles are reduced to no
more th an a frozen mass of decayed p lant fiber.
Th ose j ars co ntaining sam ples that we re stored
in wate r have long since burst when the wate r
in side th em turne d to ice.

Inside two of th e jars (fioat ing in alcoho l) are
blossoms from the ye ilow m usk creeper. A nyone
who opens these jars and sme ils the co ntents
(even accidentaily) mu st save vs spe il or be
entranc ed by the fiower and become utterly
un wi iling to part with it. ( If more than one
person sme il s the fiower's musky pollen, a fight
wi il erupt over "ow nership" of th e blossom.)

Other j ars contain sam ples of st rang leweed
(the sec tio n of fro nd sti il twitch es, even in its
bath of alcoho l) and othe r mundane ocean
seaweeds and pl ants.

Th e boxes and crates contain a variety of
scientific equipme nt. There is a crude brass
m icroscope, surgical instruments for dissection,
a m agni fying g lass , co ilapsib le meta l po les with
hooked ends for ga thering sam ples, cork ed test­
tubes containing stains of various colors (most
of them froze n), heavy leather gl oves and
apro ns, heavy- du ty scissors for cutt ing th rou gh
stems, and saws and axes.



Stntitnt Snow

Several yea rs ago , a merchant ship on its
way from Port -a-L ucine to Martira Bay was
shipwrec ke d off the southe rn most po int of

the Isle of Agony. On ly one member of th e crew
surv ived. She did so by sw im mi ng to a p iece of
float ing wreckage barely large enough to keep
one person afloat-and then using her dagger to
stab to death the crew m em ber who was
cl ingi ng to it.

Th e dark governors of the demiplane took
not ice of th is ev i l deed and rewarded the
shipwrecked surv ivor accord ingly. When the
currents carried her to this desolate point of
land, a flesh golem was waiting for her. As she
struggled out of the crashing surf, the go lem
attacked without wa rn ing, ripping off one of the
sailor's arms. It th en lurched away in to th e
interior of th e island, to take th e bloody
"present" back to Adam for use in his infernal
experiments.

The sailor d ied a sho rt time later fro m blood
loss and shock . and her ske letal body sti ll rests
on th e ground where it fell. Bu t her spi rit lives on
in the form of a po ltergeist who je alo usly
protects that which remains. Anyon e
ap proaching within 100 feet of the rem ains
(w hich are cu rrent ly covered by a thick layer of
snow) will be pelted with a hail of snowballs.
(These do no real damage, but sho uld present a
m yster y th at the PCs will want to solve.)

When the PCs approach the co ast , read or
paraphrase th e fo llowing text :

Narratiur

Th e wa ters off this coast are gray and
malevo lent in appearan ce, capped wi th angry
white break ers ; the surf booms against the
shore. No wonder thi s island is shunned by
shipp ing- the ro cks loom ju st und er the
surface lik e angry sharks, ready to tea r the
bell y ou t o f any ship that pas ses by.

As you ap proach the co ast, trudging

thro ugh th e k nee-dee p sno w, yo u catch a
fli cker of movement out of the co rne r of your
eye. So mething rou nd and wh ite j ust hurtled
by. Then another object fli es pas t, and
another.

Several of the objects hit you, sting ing as
they strike your bare skin. If yo u look mor e
closely, yo u see th at the mi ssiles are nothing
mor e than snow balls-a shower of the things,
landi ng all around yo u in a steady hail.
Whoeve r is throwing them is very stro nq->
and has a very accurate eye!

Try as you m ight, yo u can' t see the person
throwing the snowballs . They seem to be
originat ing from one place, as if some
invisible creature were throwing them . But the
snow in that spot is utterly trackless. You
watch in amazeme nt as a chunk of snow lifts
from th e grou nd and forms itself in to a
smooth ro und ball. Has the snow itself co me
to life?

Polterge is t: Int low (6) ; AL LE; AC 10; MV 6;
HD y,: ; hp 4; THACO 15; #AT I ; Dmg nil ;
SA nil ; SD invi sibi lity, silver or m agical weapons
to hit; MR nil; SZ M (5 ' ta ll ) : ML average ( 10);
XP 65.

If the PCs reach the bod y, they wil l antago nize
th e poltergeist sti ll further. In order to "defend "
what rem ains of her body fro m further th iever y
of its part s, th e p o ltergeist scoops m assive
amounts of snow up into the air and dumps it on
th e PCs' head s.

After k ill ing or driving away the polt erge ist ,
the PCs will be ab le to uncov er the ske leton.
Wh en they do , they will experience a ph antom
sh ifl- an ill usionar y jump back in tim e to the
moment of th e woman's death . They wi ll see a
fl esh golem attack the shipwrec ke d sailo r. Then
the fl esh go lem tu rn s toward the PCs, the blood y
arm still in it s hands. The PCs must make a fear
che ck or flee in terror. The ill usion di sappears in
the next rou nd.



Adam's Lair

When Ada m fled to the Isle of Agony, he at
first int ended only to hide th ere
temporarily, unti l Victo r's anger had

cooled. He sco rned the island as a perm anent
home, th e only com panio nship it offere d was
that of the seawolves and Ka dra, the sea hag
who reports to Victo r.

Over the yea rs, Ada m m ade regul ar trips to
the mainland of Lam ord ia, but always received a
hostile reaction from its hum an residents. O n
one occasio n. he was hunted down and "k ill ed"
like a common beast. He has no desire to repeat
that exper ience .

Now, Adam spends m ost of his time on the
Isle of Agony, only occasiona lly venturing onto
the mainland . He makes his home in a series of
interconnected caves near the ce nter of the
island. Th ese we re carve d by an underground
river that eve ntua lly emerges fro m the hill side
about 200 feet above sea level. th en flows down
a gentle slope and into th e sea. In these gloomy
caverns, which are nearly inaccessible to
anyon e withou t his streng th and for t itude , Adam
sits and broods.

Th e entrance is a natural chimney of rock,
approx imate ly 8 feet wide near th e su rfa ce, and
leads down wa rd 200 feet to the fi rst cav e. (PCs
m ay discover it by spo tt ing bats fly ing into it one
evening. A ltern at ive ly, they ma y hear the sound
of th e underground river while cl imbing th e
hill side.)

Th e chim ney is difficul t to cl imb; its wa lls
graduall y grow fur ther apa rt , pr ovid ing an
inward slope. In winter, the walls of the chimney
are icy, mak ing it very slippery.

Another way to enter Adam 's lair is to swim
underwat er, and again st the current, from the
point where th e river emerges from the hi lls ide.
Th e distance is 4 25 feet-a difficult swim.

Characters swimming under water aga inst the
curre nt can swim half their mo vement rates in
tens of feet per round. In othe r words , an
unen cumbered human with a base movem ent
rate of 12, and who is profic ient in swim m ing,

co uld swim 60 feet per ro und. (This rate can be
doubled if a successful Streng th chec k is ro lled
on a I d20. ) The OM sho uld rem em ber that
charac ters can only ho ld their breath for a
number of rounds equa l to one -thi rd their
Constitution scores, rounded up. An average
hum an (Consti tut io n 12), even after making a
Strength chec k, runs out of air after sw im m ing
4 80 feet under water, and so wil l ju st be abl e to
mak e it to Cave rn I -but will ha ve to leave any
encu mbering equipme nt, armo r, and weapons
behind ! (Ada m swims the d istance eas ily.)

Swim mi ng in the oppos ite di rec t io n (w ith th e
current) increases the movem ent rate. pe s are
abl e to move at their movement rate in tens of
feet per round . (Ada m can swim th e dista nce in
3 ro unds ; if th e PCs esca pe by cl imbing the
chimney, he will swim to the river's exit, cl imb
th e hi llside, and wa it for them to emerge.)

Swi m mi ng in utter darkn ess th rough an
und erground river co ld eno ug h to num b human
flesh sho ul d be a terr ify ing experience.
Cha rac ters wil l have to feel th eir way along,
periodi call y swimm ing up toward a "s urface"
th at does n' t ex ist. Th eir hands will enc ounte r
on ly hard , un yielding sto ne. (A mercifu l OM may
choose to have characters about to drown
encounte r a poc ke t of air- j ust enough to allow
a panicked swim back to th e safety of their
star t ing point. Conversely, a OM who wa nts to
m ak e li fe m ore difficu lt for th e charac ters can
deduct one round of breath for eve ry
unsucce ssfu l attempt to chec k for air pockets.)

Chara cters swim m ing the river will need som e
sort of pr ot ect ion against its icy ch ill (bear
grease or animal fat will wo rk well) , otherwise
th ey wi ll suffe r 1d4 points of dam age per ro und
subm erged. (A suc ces sful Const itut ion chec k in
any given round halves the damage for that
round .) On ce out of the wate r, the PCs will need
to dry off and wa rm up , or they will continue to
suffe r 2d4 hi t po ints of damage per turn.

Th e fo llowing area descrip tions should be
read or paraphrased for p layers as they exp lore
the caverns. See Map 10 : Adam's Lair (found on
th e poster map).



Cave rn I: The chimney gradually w idens.
ending in a cavern approximate ly /00 feet wide.
The floo r of the cave is uneven and tittered with
broken bits of rock. Il slopes down to the north
and south toward deep pools of black wa ter. The
slope of the south wa ll suggests that the river is
flowing out of an underground tu nn el. The
cavern is gloomy. barely illuminated by hazy
ligh t from above.

A rusted iron sp ike has been hammered in to
the stone (fou nd at th e spot m arked "A" on the
ma p) . Tied to it is a badly rolled rope tha t
disappears int o th e wa ter:

Carefu l obse rvat io n of the w ater w il l revea l
th at it is fl owing to th e no rth . The iron sp ike
and th e rope we re put her e by an ad venturer
who t ied th e ro pe to h imself before sw im ming
upri ver in an attempt to reac h th e next cavern.
Hi s decom posed bod y is submerge d at the end
of the 1OO -foot-Ion g rope- a ghastly sig ht. Hi s
now -co lorless fl esh has been ni bbled away by
f ish and hi s eyes are bu t gap ing soc ke ts . A
ring of warmth enc ircles one of the m an 's
finger s.

(The DM m ight choose to ha ve th e ro pe
bre ak, j ust as th e ring is spotted , fo rc ing PCs
to make a frantic grab for th e body before it
sinks to th e bo ttom of th e underg roun d ri ver.
To add te ns io n, on e of th e skele tal hands of
th e corpse m igh t ta ngle in a charac ter 's be lt ,
g iving th e impression that th e bod y ha s co me
ali ve and is tr yin g to pull th e PC down w ith it
into th e ri ver. )

If the PCs descend into the cavern via th e
chimney. or use a ligh t source, they disturb the
bats that cl ing to its wall s. Th e bats fl y in wild
circles around the cavern, squeak ing madly and
gett ing in the way, but they only attack those
wh o directl y threaten them.

Trav eling underwater to Cav ern 2 involves a
swim of 75 feet.

Bat s ( I Od I O): Int anima l (1); A L N; AC 8;
MV I , FI 24 (6); HD 1/ 2; hp 2 each ; THACO 20;
#AT 1; Dmg 1d2 (bite); SA nil ; SD nil ; MR nil ;
SZ T ( 1 ') ; ML unreliable (4 ); XP 15 each.

Cavern 2 : This /50-(00t-Iong cave rn is abou tBO
feet wide at its broadest point. The high ceiling
reach es above for 25 feet: il is thick wilh
stetecutes, and broken bits ofstone lit ter the
floor. There is a poo l of flow ing water at either
end w here th e floor slopes down to the river.

At th e sout h end of the cavern. a narrow
fissure has been widened into a rough passage
The walls and ceiling-but not the f/oor-of the
tu nnel are covered with a fibro us fung us th at
glows with a soft vio let ligh t. The fun gus extends
in to th e cave rn to a depth of 10 feet on th e wa lls
and ceiling immediately beside th e tunnel
entrance. Il is made up of millions of tiny.
quivering hairs. each about 6 inch es long.

The fung us cont inues on throu gh Cavern s 3,
4 , 5, 6 , and their connec t ing tun nels. ( It ha s not
yet fu ll y spread into Cavern 2.) It is harmless,
but has one interesting pro per ty. If any portion
of it is tou ch ed, the ent ire fungu s growt h of both
cave rns instant ly blinks out, ceas ing to glow for
1d4 ro unds . Thi s not only leaves th e tunn els in
utter darkn ess but also wa rns Adam that
intrude rs hav e ente red his lair. (PCs wa lk ing
th rou gh a tunnel or nea r a wa ll must speci fica lly
sta te that they are avo id ing the fungu s, and in
areas that narrow to 4 feet or less must ma ke a
Dexteri ty check to avo id it. )

Adam will mak e good use of th e light ­
em itting fu ngus when attack ing th e PCs. Just
befor e launch ing an attack , he will tou ch th e
fun gu s, th en attack in utter darkn ess. Since he
knows every inch of these caverns by heart, he
suffers on ly a - 2 Pena lty wh en attacking in
darkness. (PCs suffe r a -4 pen alt y.)

Note: If no othe r light source is in availabl e
except th e fain t light em itte d by th e fun gus ,
Adam has an 80% chance of hidin g in shadows
anywhere within these cavern s. He wi ll use hi s
ab i lity to mov e sil ently to snea k up on th e PCs,
attacking wh en they least expect it.

Traveling underwat er to Cavern 3 involves a
swim of 275 feet and ma y result in an encounter
wi th the sp ider in Cav ern 7.



Cavern 3: This cavern is abo ul 50 feel w ide an d
has a high ceiling lhat gradua lly narrows, near
the 50-fOOl mark , in to a ch imney li ke Ihal in
Cavern I. Bul where tne: one is open 10 the sky,
this cavern 's chimney has collapsed, and
precarious ly balanced rubble now chokes th e
narrow fissu re. Everylhing is coaled w ith the
glowing fungus.

Disturbing th e rub ble will cause a rain of
jagged boulders that wil l do 6d 10 damage to
everyone in th e cavern and will fil l it to a dep th
of 4 feet , partially blocking th e tunnels that lead
from it.

Some of the debris from above has sp illed
onto th e floor et tne center of the cave to form a
p ile of rock abo ul5 feel h igh . Bare iy visible
throug h gaps in the p ile, you can see tw o badly
damaged chests. A few gold coins have sp illed
lhrough cracks in their sides.

The chests were placed here severa l ye ars
ago by pirates wh o stopped at the Isl e o f
Agony to hide their treasure. They lowered the
chests by rop e into th e cave, the n sailed awa y.
A short t im e later, a mild earthq uake bl ock ed
the ch im ney and sp il led rock down onto th e
chests.

The PCs are likely to be att rac ted by th e
pr osp ect of easy plunder. (Ca rry ing th e heavy
ches ts out thro ugh th e water-fi lled tunne ls,
how ever, is sure to be a challenge!)

It will take about 20 minu tes of labor to
remove the stones from th e ches ts . (Adam is
sure to hear this act ivity.) PCs m ay expect a
mon ster to spr ing up fro m inside th e pi le of
stones (or the ches t itself) , but there are no
encounte rs here (unless Adam attack s). Th e DM
should play upon the characters' fears, requi rin g
th em to m ak e a num ber of chec ks to learn if
th ey see or hear anything unu sual.

The ches ts co nta in a fortune in go ld and
jewelr y, althoug h most of the latt er was cr ushed
by th e weight of the stones that fell upon the
ches ts. In all , they co nta in 6,000 gp, 10,000 sp,
and 8 pi eces of badly dam aged j ewelry. (The
go ld and gem s in the jewelry g ive each pi ece a
va lue of Idl O x 1,000 gp .)

Cavern 4: This J10-foot-long cavern averages 45
feet in w idth and has a large pool in the center,
where the floor slopes down to meet lhe
u'ndergrou nd river. Ledges on either side of tlie
river provide access to the opposite end of the
cavern, neither is more tha n 4 feet w ide. The
ledge on the wesl side opens onlo a smaller
cave. There is a p lank across the centerot the
poo l. 11 looks old, bUI it is th ick enough lhal it
migh t sill! be sound. The fam ilia r g lowing
fung us coals all but Ihe plank.

Using either of th e ledges to c ross th e cave rn
requires a Dexterity check to avoid causing the
glowing fun gus that l ights th is room to blink out.
The wood en plank is sound, but also requires a
Dexterity check on I d20 to see if the PC slips on
th e wet wood and fall s in th e ri ver.

The danger in this cavern comes from
beneath the surface of the po ol , where a giant
water sp ider has made it s lair in a hidden
cavern . If the fungus blinks out, the re is a 30%
cha nce th e spid er wil l co me to the surface to
search for pre y. If bright lights are brought into
th e cavern (to rches or lantern s), th ere is a 20%
chance it will attack . And if someone falls in the
water, there is a 50% chance of atta ck . (A ll
results are cum ulat ive.)

Th e giant water spi der attack s by draggi ng its
vict ims under the sur face of th e water. (Those
grabbed by th e sp ider m ay br eak free by m aking
a St rength chec k on I d20 .) It the n swims to its
lair with its prey (Cav ern 7), where it cocoons
the vic tim to eat later, at its leisure. If attacke d,
the spider retaliates by inj ecting its op ponents
with a deadly venom .

Travel ing underwater to Cave rn 6 invol ves a
sw im of 150 feet and m ay result in an attack by
th e sp ider.

Spider, Giant Water: Int sem i (3) ; A L N; A C 5 ;
MV 15; HD 3+3; hp 18; TH A CO 17; #AT 1;
Dmg ld4 ; SA poi son ; SD nil ; MR nil; SZ M
(8' diameter); ML stea dy ( 12); XP 4 20.

Cave rn 5 : This sma ll cave is fu rn ished w ilh a
comlotteble col and a battered looking sea chest.



The chest is locked. The same uiolet. glowing
(ungus permeates this caue.

This is where Ad am sleeps when he is
spending tim e in the cave rns. Th e sea chest is
locked and trapped. Adam ca rr ies the key wit h
him. If tested, th e ch est will radiate a strong au ra
of magi c . Th e tr ap on the chest com bines th e
wizard spe lls trap the soul, reduce, and
deeppockets. The lock m ay be picked normall y,
but once the chest is opened (even a crack ) it
draws the person who opened it into itself ,
shrinks them to o ne -tenth their size and seals
them inside. (Th is effe ct occurs even if the
person opening th e chest is not directly touching
it. A ny items used in an attempt to prop the lid
open and stop it from cl osing are neatly snipped
in half by the lid .) The chest' s bu ilt -in cl osure
then re-Iock s with a loud cli ck.

There are only two way s to safely open the
ch est. On e is to use Adam 's key. The other is to
cast dispel magic on it or use a ma gica l item to
negate the magic of the ches t. (It then becomes
a nor m al, nonm agical chest.) If someone is
tra pp ed inside the chest when its m agic is
d isp elled, they immediately regain th eir normal
size. (If th ere is m ore than one person trapped
inside the ches t , each of them takes I dB poin ts
of da ma ge t im es the total number of people
trapped .) Th ose freed by th e pro per key rega in
th eir normal size I d4 ro und s after being
removed from the che st.

Th e items inside the chest are of norma l size .
(Only int ruders and their equipme nt are shrunk
by the chest.) Inside the chest is a mirror o(
sending that m atches the magica l mirror held by
the seawo lves and a pouch co ntaining 1d6+2
p inc hes of dust o(tracelessness (Adam uses it to
co nceal his trail on his tr ip s to the mainl and). In
add iti on , th ere are a number of items p ilfered
from Elise, incl udin g a signet ring, two of her
gowns, a lock of her hair tied with a red ribbon.,
and a locket wit h tw o portra its inside (one of
Eli se and one of Victor-the la tter has been
scratc hed wi th the point of a needl e and nearl y
ob li terated ).

Cavern 6: The tunnel leading into this cauern
passes yet another pool opening onto the
underground rluel: The ledge beside the ricer
auerages 5 [eet wide. On benches and tables
there is a wide array o( laboratory equipment.
At the center o(this cauern is a strange
apparatus, construeled (rom blackened metal
bars. These haue been (ormed into a star-shaped
plat(orm about 3 (eet high. From the leather
straps positioned on the points o( the star and at
its midpoint. it is clearly designed to hold a
human body. The three legs that support the
plat(orm rest on wide blocks o( rubber. The
(ungus here is thicker than in the other cauerns.

Inside this cavern, Ada m perform s his own
"scientific" experiments. It was here that he first
restor ed life to dead anima ls (the skeleta l bats
tha t now acco mpany him on his trav els to the
m ainland ). Here to o, he restored li fe to th e
sewn-to ge ther bodi es he sto le from Vict or
Mordenheim 's lab. In t ime, he learn ed the
sec rets of reanimating dead flesh , but Adam
lacks Victor 's training as a doctor. The flesh
golems Adam sews togeth er from piece s o f dead
tissue are very crudely m ade , and they are even
m ore hideous to behol d th an those created by
Doctor Mordenheim.

Where Victor turne d to sc ience to fin d hi s
answers, Adam turned to m agic. Each of the
legs of the central apparat us is hol low- anyon e
ta pping on a leg will quickl y d iscov er th is. Inside
each is hidden a wa nd o( ligh tning. When the
correct comm and words are spoken ("fulmine
ic tus" ) the wands each expend a charge and
lightning arcs around the frame.

An yone touch ing the plat form when it is
acti va ted takes 6d6 hit po ints of damage per
wand. ( If the person is com plete ly on the
platform, w ith not hing to create a "g ro und"
between the body and the earth , there is no
damage. Instead, th e PC's hair rises from the
scalp , and tiny sparks leap into the air. ) Each
wa nd has only 2d4 charges left.
• T he tiny cave that form s an alcove on the

east wa ll contains a rusted metal tab le and
battered surgica l instruments . Bloody rags are



piled in a hea p on the floor.
At th e south end of th e cave rn, beh ind a

barred door, a staircase leads up into the
darkness . T he stairs hav e been cut into the rock ,
and climb for 55 0 feet. Th ey go direct ly to an
ancient graveyard- the graveyard that is the
portal out of the Domain of Lamordia.

Cavern 7: Although you haue reached this
cavern underwater, you find it contains a pocket
of stale ail: There is a dry section in the cave
about 20 feet wide, the ceiling is 20 feet high. In
one corner you see a large mass of sticky, while
spheres. Glowing fungus grows on the walls
and ceiling . filling the tiny area with a dim ,
purple light. On the floorof this small cavern lie
the rema ins of three creatures securely cocooned
in spider webs-two are human and one is a
dead flesh golem.

A giant water spider m akes its lair in this
cavern. A lthoug h the entrance is under the
surface of the river, the cave itself contains a

pocket of air, sufficient to sustain a sing le
human for I d4 hours. The mass in the co rne r of
th e roo m is a co llection of sp ide r eggs , each
about the size of an apple. (For an added tou ch
of horror, I Od I0 eggs can hatch whi le a PC is
being held capt ive by the sp ider. The t iny
hatch lings are harmless, but wi ll swarm over th e
pc. Th e character must m ak e a horror check or
develop permanent arachna phobia .)

Th e spider's treasure consists of the co ins and
m agi cal items once carr ied by its vict ims. It
includes 18 cp, 12 sp, 5 gp, 11 pp , and 2 gems ,
one of whic h is a gem ofinsight.

T he spider, having secured its victim in a
cocoonlike web, wa its 1d6 turns befor e
beg inning to devou r its victim. During this t ime,
th e PC's companio ns m ay attem pt to co me to
the rescue- this wou ld involve swimming 70 feet
underwater, each way. (The spider sw ims this
distance in hal f a round.)

When the player charac te rs begin exploring
Adam's lair, Adam will be in Cavern 5. As soon



as he is alerted by the blink ing out of the
glowing fungus, Adam begins stea ling through
the cave.

The Gatt

As for etold by rumors and the inv est iga t ion s
of Dr. Vic tor Mordenheim, the Isle of Ag ony
does indeed contain a dimensional gate .

Bu t few have ever used it , fo r the only way to
reac h it is by passin g throug h the caverns th at
are the lai r of the tru e Lord of Lamord ia­
Adam.

Th e gate is reached by cl imbing the stai rs
from Cavern 6 of Adam's lair. Th e sta irway is
filled with an obscuring, swirl ing mi st.

The area containing the portal is shown on
Ma p I I : The Porta l of Fear (o n the poster m ap) .
Read or paraphrase th e fol low ing text to the
p laye rs when they near th e to p.

As you reach the top of the sta irs, the mi st
clea rs. You find yo urself looki ng thro ugh an
arc hway that leads outs ide of the caverns.
You see that you are stan d ing at one side of a
deep, well- like crate r about 100 feet wide,
com plete ly enclosed by hig h cl iffs tha t seem
to stretc h on forever. Look ing up , you see a
dark, sta rry sky, far overhea d.

Th e ground is dim ly ill um inated by
tw inkli ng sta rl igh t. Gradually, as your eyes
adj ust, you see a slab of sto ne abou t the size
o f a grave m arker at the cente r of the open
area. A dark hol e gapes befor e it.

The ground is covered in sick ly tufts of
grass. Mist floats in patc hes near the
gravestone-if that is indeed what it is. Th e
mist is fo llow ing a di stinct pattern . It seems to
be slowly sp iraling toward the gravesto ne ,
disa ppea ring down into the hole before it as if
it were being drawn by some unseen force.

The graveyard exi st s in its own ti ny pocket
of th e Demip lane of Dread , com plete ly
iso lat ed from all ot he r domains . Those leav in g

it by th e stairs wil l find th emsel ves back in
Adam 's lai r. The only o the r way out is th rough
th e open grave-a dimens io na l gateway. (PCs
able to fly or cl imb find the wa ll s just keep on
ex tending, the PCs c an never reach the " top "
of the cli ffs.)

The open grav e is fil led with thick m ist th at
has a slight, sweet smell. On the graves to ne
itself are the fo llowi ng words:

Here lies [nam e of PC], fo rever lost to this
wo r ld. May [he or she) rest in peace.

Th e PCs m ay esc ape Lamord ia by ste pping
in to the ope n grave. They will brie fly
experience a sensat io n of fall ing through space
an d m ust make a fea r check. (The on ly result
of fa ili ng is th at th ey sc ream-any co m pa nions
who have yet to enter the grave m ay have
second th oughts when they hear it. ) At the
DM's discretio n , the grave m ay lead to th e
PCs' hom e world, or to any ot he r Rave n lo ft
domain.

The great irony of the porta l's locati on is th at
it will not work fo r Adam . It wi ll only accept
crea tures that are fu lly alive. (Adam, like all
ot he r flesh golems, was c reated fro m dead t issue
and sti ll has the taint of death . He is. however,
able to ente r the c rater.)

There is nothing in the crater to sustain a
li ving cre ature. If the PCs rem ain here. they wil l
slowly starve to death . But there are more
press ing threats. Th e c rat er is home to a
fea rsom e zombie go lem. The go lem emerges as
the PCs inv estigate the open grave. The first
warning is an overpowering stench.

Golem, Zombie: Int no n (0) ; AL N; AC 2 ;
MV 6 ; HD 18 ; hp 60; TH A CO 4 ; #AT 2;
Dmg 3d6/3d6; SA stenc h; SD immuniti es to
mag ic ; MR nil ; SZ M (6 ' ta ll ) ; ML fea rless (2 0) ;
XP 17,000 .
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FLEAS OF MADNESS 9439

Fleas of madness resemble any ot her flea : tiny (smaller than
a gra in of rice) , black , and difficu lt to get rid of once an tnfes­
ta li on has occu rred. Li ke norm al fleas, they feed on bl ood .
and usually reside w it h in th e fu r o r ha ir of mamm als and
humans. They t ransfer themselves from one creat ure to the
next by leaping to any new host who touches the fur or hai r of
th e o rigi na l host. T h ey a lso lu rk in ca rpe ts an d be dd ing ,
where they can go w ith out foo d for seve ra l da ys wh ile wa iti ng
for a new host to infest.

Combat: The bite of a flea of m adn ess is almost insignificant.
Th e v ict im m ay feel a slig ht sti ng and afte rward develop a sma ll
red welt , but othe rw ise tak es no real dam age. Th e danger l ies
not in the bite, but in the ma gical disease these fleas car ry.

For each hour (or porti on ) spent in an infested area (or in
the co m pany of an infested creature) , the re is a 75% cha nce
o f suffe ring 1d4 fl ea bi tes. Eac h bite ha s a 25% cha nce of
immed iately ca using the v ictim to experience effec ts sim ilar
to eit he r the 2nd - leve l wizar d spell Tasha 's u ncontrollable
hideou s lau ghlero r the Bth-Ievel wiza rd spe l l Cnio's irre­
sistible dance.

In addi ti on , the vic tim mu st ma ke a sav ing throw vs poi son
for each bi te suffered . Failu re of any savi ng throw m eans th e
v ic tim slips into m adness over a peri od of 1d4 days.

If th e v ic ti m is an animal (o r is only semi- inte ll igen t) , th e
madness takes the form of sim p le de lu si on s. The anima l
beli eves itself t o b e so me o ther c rea t ure w i t h whi ch it i s
already familiar. A lternative ly, an an im al ma y believe itself to
be human and ma y att empt to wa lk about on its hind legs
and per form m any of the activiti es humans do .

If the v ictim is a human, hallucinations resul t. A vic t im
m ight see a se tt ing diffe rent than the one wh ic h actua l ly
ex ists (fo r exa mp le. a jungle as opposed to a stone co rridor),
m ight see fellow humans as m on sters, o r m ight see creatu res
or it em s that do no t actu a lly exis t. E rrat ic, i nexpli c abl e
beha vi or results.

Note: Once m ad ness h as set in, the vi ctim no lon ger
n eeds to m ake ad diti ona l sav ing th ro ws vs po ison , as no
in ten si fi cation of the m adn ess tak es place . The vi ctim is,
how ever, still suscept ible to the effec ts of Tasha '5 uncontrol­
lable hideous laughter and One's irresistible dan ce with sub­
sequent flea bites.

Th e ma dn ess cause d by th e fl eas can be cured by m agic al

CLIM ATE/TERRAIN:

FR EQUENCY:

ORGANIZATION:
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D IET:
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Any
Rare
Infestation

Any
Blood
Non (0)

Nil
Ne ut ral
Hundreds

Nil
3
None

See below
See below
Spec ial

Ma dn ess
Nil
Nil

Tiny
Ni l
270 per infesta tion

m eans . Effective wizard spells incl ude limited wis h and u-tsb;
effective pries t spe l ls incl ude cu re di sease, heal . heroes '
{eas t,an d restoration. Th e ps io nic sc ien ce Psychic Surge ry
can also be used to cure m adn ess.

O nce the vic t im is cured, however, there is a good chance
th at th e m adness w ill reoccur with further flea bites. The only
way to ensure safety is to deal w ith the infestation itself. Wiz­
a rds m ight act as ex term inato rs, us ing suc h spells as s link­
ing cloud, cloudkifl, or de alh {og to fum igate a huildi nq .
Priests can use the spe lls an ti-vermin barrier or repel insects
to cl eanse an individua l. Psion ici sts ca n offer sim ilar protec ­
ti on wi th an Inertial Barrier devot ion. The spell- like effects of
th e f lea b it es (m agical laughter and da ncing) c an be elimi­
nated with a dispel magic sp ell.

Habi tat /Society: F leas o f m adness are in sec ts that ar e
un iqu e to th e Demip lane of Dr ead. Th ey appear in scatte red
location s throughout the Rav enlo ft wo rl d, in festing one area
for a sum mer, th en dying out in the wi nter months and reap ­
pearing some where else the next summer. On occasion , th ey
are carr ied indoors du ring winter by hous ehold pets or ve r ­
m in . W he n th is happens , in d iv id ual hou seh old s or tow n s
migh t be aff li c ted with th e m adness th e f lea s ca rry, wh i le
ne ighbors are not.

Ecology: There is much specu lat io n as to how fleas of ma d ­
ness ori ginated. Th ose who study scie nc e say these are ordi­
nar y fleas th at c arry a di sease and bel ieve th ere migh t be a
n atural plant or chem ic al substance tha t can counteract the
m adness the fleas induc e. Oth ers po int to the fact that tw o of
th e effects produced by the fl eas resemble wizard spells, and
b elieve the fl ea s o f madnes s ha ve a mag ica l o rigi n . They
spec ulate that th e fl eas m ay be the resu lt of a wi zard whose
curse tainted a summon swarm spe ll. St ill othe r sages spec­
ul ate th at the fl eas might be th e work of an ev il p riest wh o
combined a summon insects or an insect plagu e spell with
th e madness-inducing spe ll m inds hatter:
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Sti tc hed togeth er from th e co l lected bod y parts o f va ri ous
co rp ses, flesh go lems have a horr ifi c appea rance. Co ntrary
to o ld m o vi es, th ey are not fJ at headed . nor do they have
bolts in the side of their necks. Since they ar e co m posed of
the body pa rts of m any diffe rent p eop le , they can have a
variety of appea rances. A ll are gr uesome and ghastly.

Co mba t : The Ravenloft flesh go lems are imm une to col d and
electricity in any form . Co ld or elect rical att acks do half dam­
age , none if the golem m ak es it s saving th row . E le ctr ici ty
does not regenerate h it points. Spe l ls may do da mage to a
fles h go lem, but all ot he r types of spe ll effec ts are ign or ed.
Th is only ap plies to spells cast d i re ct ly upon t he golem,
including area effect spe lls. It does not incl ude the side effects
of sp ells, such as a w all of stone falli ng on it. The go lem does
no t elimina te the wall w it h its touch, and is sti ll requ ired to
deal with it. However, spells like charm person, sleep, and tete­
port outer will fail on go lems. T he go lem does not see through
illusions, unless directly cast on it, as in phantasmal killer, nor
can it automatica lly see invisible creatures .

If the golem hits wi th both fi sts in the same round , it ca n
begin strangl in g its v ictim on the ne x t rou nd . Th is is an
o ptional attac k , not required of th e c reatur e. Stra ngulat io n
does 3dB dam age eac h round autom atica lly. Of course , the
v ictim is unable to escape unless it has a strength of 19 or
grea ter. It is possib le fo r two people to break the grip (o ne on
each arm ) so long as they eac h ha ve at least a 17 Strength.

A lthoug h f lesh go lems are immune to nor m a l wea po ns
and physical attacks, they can be harm ed by ma g ica l weap ­
ons (+1 enchan tm ent or bette r) and attack s fro m m onsters of
sufficien t hit d ice (4+ 1 or m ore, PCs don't quali fy !) ca n harm
the m . Lesser attacks will not penetra te their sk in.

In its ow n way, the flesh of the go lem is alive. It is vu lne ra ­
b le to po ison , level d raining , gasses and other th ings th at
attac k the fl esh . It has a hi gh resistance, refl ect ed in th e +4
sav ing throw bonu s it receives. Th e except io n to this rule is
tha t flesh go lems are completely immune to di sease.

The flesh golems o f Raven loft hav e unique regenerat ive
powers. A norma l hu m an hea ls 1 hit po int fo r every day of
full rest. Th e fl esh go lem recovers 1 po int an ho ur, wh eth er or
not it is resti ng . If it is brough t below zero hit po ints, it does
not heal at all-the body is incapaci tated , but not dead. It s

CLIMATE/ T ERRAIN:

F REQU ENCY;
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A CTIVITY C YCLE:
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Any
Very Rare
So litary

Any
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Average

Nil
Chaotic Neutral
1

6
12
9 (40 hp)

11
2 (fists)
2d8 /2d8

Strangulat ion
See be low
Special

Large (7-8 ' ta ll)
Fearless (19)
5,000

m ind is dor mant , un con sciou s. Its wo unds must be sti tc hed
up and re p ai re d- i t t h en take s a bolt o f e lect r i city t o
reawaken life in the monster.

Fire does norma l da mage to go le ms, as does ac id. O nly
fi re o r ac id ca n p erm anen t ly de stroy the bo dy o f a f lesh
go lem . A nyth ing less and it can be reanimated at a later date.

Habi t at / Soci et y : Made to serve the sel fi sh purposes of thei r
m ad scient ist -c reators, flesh go lems rarel y possess either a
habitat or a society. They long to be accepted as people. The
inev itab le re jection th ey su ffer c auses m o st of them to
develop a deep hatred of liv ing crea tures, especia lly humans
and dern ihuma ns.

Norm al flesh gol ems are m ind less auto m ato ns, Rave nloft
flesh go lems are not. The spi rit that k indles life in the flesh of
the golems is ke enly awa re of its ex istenc e an d fre quently
fil led wit h hate. The sp irit belongs to the bra in used to make
the golem , or that of ano the r creature tra nsferred into it. This
sp irit is usuall y damaged by the pro cess of trans ference or
reanimation and is a lo t more prim itive and childlike than the
orig inal.

T he fles h golem has is one inherent we akness: its fear of
fire. It wi ll flee from any sou rce of fi re, eve n one as small as a
match. It mu st rem ai n at least 10 feet from sma l l f lam es
(torches , cooking fir es, etc.) and at least 25 feet from la rge r
fl am es (bonfi res, a large co llect io n o f to rch es, et c .). In the
case of a sma ll fl am e, a golem m ay attempt to m ove past the
fir e or knock it from its hol der, but on ly if a successful fear
chec k is m ad e (s ave v s p ara lyzat ion) . T he fea r check for
fl esh go lems is norma lly an 8 (they are re lat ively fearless) ,
but th ey have a -4 pe na lty fo r fi re, making the save 12 or
bett er on a 20-side d d ie. If for ced too cl ose to a flam e, roll on
the fa iled fea r check table to see how the c rea ture reacts.

Ecol ogy : Flesh go lems are not li ving c reatures, and have no
ecology.
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A dam 's Wrath is i nte nded for a party of
fou r t o eight characte rs of 5 t h to 7th
level. Ca re fu l ly des igned to all ow a
DUNGE ON MASTER'~ to lau nch f rom any
ca m pa ign wor ld or Rave n loft d omain ,
Adam's Wrath is an adventu re yo u r
c ha rac te rs w i l l never fo rget- i f they
su rv ive!

T
he adventurers embark o n a journey
o f fea r that leads from certain doom
o n the f rozen islan d to a st range

new life at Sc h loss Mordenheim . To
return hom e th ey must cha l lenge Ada m
himself and d iscover a portal - a gate
th at m ight lead homeward .

ADV A NCED DONGEO NS [, D RAG O NS an d RAVEN LO FT ere reg ister ed tradema rks ow ned by T5R. Inc.

DUNGEON !,'ASTER and th e TSR lo go M e l rad <lmil rk s ow ned by T5R. Inc. e 19941~R.lnc. A ll Rights Reserved .

Prin ted in the Ll.S ....

·AOAM'SWRATH

TSR, Inc.
POB 756

Lake Geneva
WI53147

USA

The player characte rs' shi p founders on
th e coast o f the domain of Larnordia. A
vicious storm leaves th em was hed
ashore, cold and hu ngry on the ice-bound
Isle of Agony. . .. Then th e terror begins,

There are some things that mere mortals
were neuer meant to know. . . .

$9 .95 U.S ,

$ 12 ,9 5 CAN

£5 ,99 U.K.

I
n th e domai n o f Larn ord ia , Doc tor

. V ictor Morden he im crea ted Adam '
- cobbl ing t he c reature to gether

fr om pa rts of hu m an co rpses . Now,
yea rs later. A dam wants reven g e. A dam
wants El ise. Vi ctor's w i fe . Adam wa nts
Victor dead.
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