




ior the Dungeon master
~:'::.fi::;;::;~-.. -. 3E) eath A scenda nt is des ign ed

for a gro up of three to six
characte rs of levels 6-8. It is

"

he g lories of our blood
and state
Are shadows, not

substantial things
There is no armor

against fate
Death lays his icy hand on kings
Sceptre and crown
Must tumble down

J. Shirley

There are m an y d ifferent wa ys to cheat
death. Magical pot ions tha t pro long life ,
spe lls that re incarnate or resurrect the
dead , a nd a rtifac ts tha t ca n protect a
body indefinit ely from the ravages of
natural deca y, a ll a re well known to
those who follow the adventurer's pa th.
At times, the go ds themse lves may
even inter ve ne, spa ring the life of a
loya l and worthy se rvant and
te m po rarily holdin g dea th at bay.

But the re are also othe r, darker pa ths
tha t one mig ht trod in an effort to avoid
the clu tches of the grim rea per.
Supp ing on the tainted blood of a
va mpire , work ing the stra nge and
arca ne magics that lead to lichdom , or
accepting a boon from an evil go d with
a midnigh t heart a ll ca n convey
im morta lity, a lbe it immortality with a
te rrible price .

Wha t be co mes of those who follow
these foul a nd dan gerous paths? Have
they tru ly and foreve r escape d the chill
of the grave , or have they unwittingly
Signed a pact with Death that merely
grants them a temporar y reprieve from
his clutches? Only the all-seeing fat es
know the tru th , a truth that is spo ken in
a whispe r tha t few ca n hear or a re
will ing to heed.

design ed to be played as
a stand a lone adventure, but 'it
a lso continues the ad venture
sta rte d in Deal h Unchained. Becaus e
there is so much backgro und mater ia l '
he re detai ling the events in Dealh
Uncha ined, the Dun geon Master (DM)
is encourage d to read th is adve nture
thorou ghly before runn ing it.

The Player Cha rac te rs (PCs) will be
pitt ed against a num ber of undead
crea tures , so it would be helpful to hav~,_

a priest in the pa rty. The spe lls
atonement, cure d isease, and remove .
curse will a lso come in handy, since the
heroes s ta nd a go od cha nce of being
infecte d with lycan thro py.

The adventure is se t in Falkovnia and
Da rko n, two of the core domains of the ,
RAVENLOFr" wor ld. It pits the PC heroes
aga ins t the Karga t, a secret police force
loyal to the lord of Darkon , a nd their
leader Lowellyn Dachine, himself a
minion of this darklord.

Although it is not requir ed for th is
adventure, the DM may find the
source book Van Rich ten 's Guide to the
Lich helpful as it provides back gro und
information on the pro cess commonly
used to underta ke the tra nsfo rmation
into a lich. Van Rich len 's Guide to
Werebeasls, which prov ides add itiona l
information on run ning lycan thrope
nonplayer cha rac te rs (NPCs) and on
the affliction of lycanthropy, may a lso
be helpful. '

In add ition, The Complele Priest 's
Handbook rules supplement has a
usefu l sect ion on the god of deat h,
while Monster My thology conta ins
ba ckground mat er ial on two of the
deities whose priest s appear in this ,
ad venture . The Waking Dream, found in
the Forbidden Lore boxed se t, ha s
usefu l tips for handling fortune te lling
usin g the Vista ni tarok ka deck,
(This information can a lso be fo und
in th e second edition of the
RAVENLOFT bo xed set. )



Introduction

Bduenture Summon]

1[he heroes are contacted by a young
Vistana whose fam ily has been ki lled
by thieves (me mbers of the Ebon Fold

who were fleein g fro m the defeat of their
secret soc iety, a result of the events in the
adventure, Death Uncha ined) . The trail of the
ki llers leads to the city of Nartok in the
domain of Darkon. A long the way, the heroes
encounter a new type of zom bie, a wo lfwere
who is m asquerading as a human child, and
discover that one of the Ebon Fold m embers
whom they have been follow ing is dead .

In Na rtok, members of the Kargat (Dark en's
secret poli ce force) have taken ove r a temple
sacred to the Etern al Order (Dark on's state
religion ). In the tem ple, their leader, Lowellyn
Dachine, has construc ted a device, kn own as
the infernal machine, that can transform
whomever is laid inside it into a powerful, lich­
like c reature. The life force needed to power
thi s device has been stolen by the Kargat
using magical daggers known as blood blades.
It is stored in crys ta l skulls inside the tem ple,
and from there will be channelled into a go lden
coffi n at the heart of the relig ious com plex.

The heroes can learn , with relat ive ease, that
the "thieves" they are pursuing have taken
refug e inside the tem ple. Through careful
observation, they can uncover the link
betwee n the th ieves and the Kargat, and can
learn about the rivalri es that exist between the
secret pol ice (mos t of whom are Iycanthropes)
and the priesthood whose tem ple they have
taken over. Ultim ately, they can learn about
the infernal machine and its co mponents, and
can throw a wrench into Lewell yn's pl ans.

Despite th is partia l victory, Lowellyn (or
another charac ter) does und ergo a
tra nsformation, not into a tru e lich, but into a
powerful creature that is every bit as
dangerou s. To defeat this creature, known only
as "Death," the heroes must discover its secret
weakness (any of the symbols assoc iated with
birth ) and use these to dr ive it awa y.

i=ear and Horror ehecks

a t seve ral points during this adventure,
the Dungeon Master is instructed to
have the pla yers make fear and horror

checks. Th is game mechanic is in tended to

)

foster appropriate reaction s, on the part of the
characters, to a horr ifi c or terri fyi ng situation.

At the DM's disc ret ion, fear and horror
checks ma y be omitte d if the p layers are
already doing an adeq uate job of ro ie-p lay ing
these emotions.

Running This Bdoenture

B eetti Ascenda nt uses fortune tell ing to
give the heroes cl ues and to
foreshadow the events tha t are to

unfold in the temple in Nar tok . These
prophecies are offered by Vito Romenza, a
Vistani seer who m the heroes m eet at the
beginn ing of this adventure.

Vito tells fortunes using tarokka cards. If the
Dungeon Master has a torokka deck, provided
in the Forbidden Lore and RAVENLOFT 2nd
Edition boxed sets, he should use only the 14
cards of the high deck . If the DM does not have
a tarokka deck , a deck of regular playing ca rds
can be used. Use the cards of one suit, ace
through ten, Jack , Queen, K ing, plus one Joker
to represent the 14 cards of the high deck .

Vito lays the cards out in a variation of the
Basic Cross pattern , forming a cros s by
lay ing out four ca rds in an open ci rcle ,
co rne rs tou ch ing, with a fifth ca rd in the
center completing the cross (see Diagram I ) .
For th e pu rposes of thi s adventure, it is only
the card in the middle that de term ines the
cl ue to be given, and th us thi s ca rd sho uld be
iaid with the greatest flou rish . Th e other
ca rds are ignor ed - altho ugh the Dungeon
Master is encouraged to m ak e ad- libbed
references to them , com menting on how
these other cards " influence" the meaning of
the cent ral card.

Each tim e Vito consults the tarokka , a single
clu e is given to the heroes; the Dungeon Master
should read the verse assoc iated with the fifth
(central) card. At first, the DM will probably
have to initiate these fortune tell ings by havin g
Vito offer to do a reading for the heroes.
Eventually, however, the heroes will come to
realize that valuable clues can be gained in this
m anner, and may start dema nding that Vito
conti nually consult the tarokk a deck .

To ensure that this source of information is
not abused, limitations have been placed on
Vito' s for tune telling abilit ies. After tell ing a
fortune, Vito must refrain from consulti ng the
tarokka until he feels " rested" agai n (this
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req uires 1d4 hou rs of rest) . If he tr ies to te ll a
fortune before this time has elapsed, he must
make a sav ing throw vs. paralyzat ion. If the roll
succeeds, a second fortune can be told. If the
roll fails, Vito lapses into a deep sleep (usually
in the m idd le of te ll ing the fortune) from which
he will not awa ken for 1d4 hou rs. When he
awa kens he is co mplete ly rested and may
attem pt a fortune tell ing aga in without penalty.

Th e Du ngeon Mas ter sho uld note that use of
the Tarokk a deck does not change the
outcome of the adventure. Th e fortun e tellings
are not the only source of inform ation
ava ilable to the heroes . Each of th e clues
which ca n be go tte n from the ca rds can also
be found somewh ere else in the adventure,
either in th e for m of a piece of ph ysical
ev idence that the heroes can examine or as
information that can be gleaned from a
nonplayer charac ter.

Tarokkn meanings
The Darklord (Ki ng)
"When m ist and bon e un ite in li fe, upon the

world sha ll fall m uch strife ."

The Temptress (Queen)
"Heed not th e ca ll of the box of gold , or yo u

will die before you' re old."
The Ma rionette (Ja ck)
"The pierced ones who have risen again ,

are merely the pawns of more powerful men."
Th e A rtifact (Ten)
"The cry sta l bl ades shall cau se much strife:

to the living, death ; and from blo od, unl ife."
Th e Horsem an (Nine)
" Beware th e view unto the east, for it shall

ho ld both m an and beast. "
The Innocent (Eight)
"When Death at last reveals its face, a child

sha ll lead the way to grace. "
The Mists (Seven)
"In Nart ok , a great ev il done, heralds the

co m ing of a greater one."
The Do njon (Six )
"When th e Mists are at th e temple door,

they sha ll hold the livin g for evermor e."
The Hangman (Five)
"Those who try to steal Death 's due shall

have ca use th is act to rue."
The Ghost (Four)
"Did you heed m y ghostly call? Your gr eed

sha ll cast a deadl y pal l. "
The Bro ken One (Thre e)
"Beside a tin y, golden ligh t , a mind sha ll fle e

in to the night. "
The Raven (Tw o)
"A frowning face that does not speak : this is

the source of what yo u seek."
The Bea st (Ace)
"Bewa re the friend who is marked by teeth ;

blood shall reveal what lies beneath. "
Th e Espe r (Joker)
"B elieve the heart and not the eye s; tiny

foes wea r a friendl y guise ."

lilJcanthroPlJ

f) eath Ascendant pits the heroes
again st mid-level operatives of th e
Kargat, four of whom are

Iycanthropes. Since the heroes are likely to
enter into co m bat with these NPCs and
becom e wo unded by them, a bri ef summary
of the lycanthro py afflict ion is in order.

Dur ing any battle with a lycanthro pe, th e
Dungeon Master sho uld take note of how
many poin ts of dam age eac h of the heroes
suffe rs as a result of a direct att ack by a
lycanthrope using its teeth or claws (wheth er
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it is in human or beast form ). Th ere is a 2%
chance per point thus infli ct ed (ro lled secret ly
by the DM) that the wounded characte r will
contract lycanth ropy.

This condition m anifests itself whenever t he
affli cted character sm ells blood . (For exam ple.
du ring a battl e in which blood is shed. or even
during the gutting and clea ning of a gam e
animal for the cooking pOL) A s a general ru le.
the character must be within five feet of the
blood to sm ell it , unless a lot of it is present or
unless the smell of blood is specific ally
m entioned by the text of this adventure.

Whenever this olfacto ry trigger is present , a
character who has contracted Iycantropy
undergoes a transform ation into werebeast
form. He is overwhelmed with an uncon trollable
lust for fresh, bloody m eat, and immediately
tries to satiate it by hunting. killing, and eating a
living creature. Until transforming back into his
normal form, thi s character is run by the
Dun geon Master.

For tun ately, as a temporary NPC, the
character need not m ake a powers check for
any atrocit ies that he comm its . While in
lycanthrope for m , the hero 's Strength and
Dexter ity tem porarily increase to 19 (and he
m ay have a better than normal chance of
breaking any bonds or bending any bars that
have been used as a means of co nfinement).
The characte r's Ar mor Class. attac ks ,
movement, immuniti es, and weaknesses are
that o f the type of lycanthrope that caused the
infection. A ll cl ass-related sk ills are
tem poraril y forgotten .

Th e werebeast form is m ain ta ined un til the
required am ount of raw flesh has been
consumed, anywhere from two pounds for a
sm all lycanthrope, such as a wererat, to 50
pounds for a large lycanthrope, such as a
werebear. The character then blacks out upon
transfor mat ion back into norm al form . He
rem em bers nothing of the events that
occurred while in werebeast for m , but has th e
horr ible feeling that something dreadful has
just happened. If the hero is covered in the
blood of his prey, or "awakens" beside a
carcass which has been terrib ly m auled. a
horror check is in order.

Note : This blood does nol trigger a second
transformation .

Upon returning to his usual for m, the
affl ic ted character heals anywhere from 10%
to 60 % ( 1d6x 10) of the wounds suffered since
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his transform in to werebeas t form .
Lycanthropy is not a true disease, and thu s

cannot be cured by a cure disease spe ll.
Before a cure can even be attempted, the tru e
lycanthrope that infected the hero (or that
sta rted the cha in of infection) must first be
sought out and k illed.

Th e next step in the process is to wa it unt il
the infec ted cha rac ter changes into were beas t
form , then cas t the spe lls alonement. cure
d isease, and remove curse on the character.
The cha racter can then atte mpt a single
saving throw vs. dea th m agic. A successful
ro ll m eans tha t the affl ict ion has been shaken
off; the character immediately retu rns to his
normal form . A failed ro ll m eans that the
charac ter is a lycanthrope for life and will
periodicall y revert to a state in which he falls
under the Dungeon Mas ter's co ntrol.

Note : A ll of the werebeast NPCs
encountered in Deeth Ascendanl are true
Iycanthropes, and thus can not be cured in
this ma nner.

Any heroes witness ing the transformtion of
one of their companions into werebeast form
must make a horror check . A fear chec k m ay
also be required if the lycanthro pic for m is
that of a large and powerfu l anim al, such as a
bear.

The Continuing Bdeenture

'Beeth Ascendanl is the second in a
trilogy of adve ntures. It co ntinues the
stor y begun in Dealh Unchained, a

64 -page module set in Falk ovnia that pi ts the
heroes against m em bers of the Ebon Fold, a
group of assassins who were unwitt ing ly
work ing to aid the plans of the Ka rgaL The
saga will be con clu ded in Requ iem, a boxed
set that will expa nd upon the transformation
undergone by Lowellyn Dachine in this
adventure.

Despite the fact that it is part of a trilogy,
Deeth A scendant can be played as a stand­
alone adventure. It has its own self-contained
goa ls and villa ins.

When they have com pleted Death
Ascendanl, the heroes sho uld feel that they
have accomplished their goa l by banishing
Death into the Mists. That this is m erely a
pro logue to an upcoming battl e with a
dark lord and his m ini ons should co me as a
complete surprise.



dieu, f arew ell, earth 's
bliss.

This wor ld uncertain
is

F ond are li f e's lustful
joys

D eath proves t hem all but toys
None from his darts can f ly
J am sick; I must die

Thomas N ash

Th is adventure begins outside the city
of Stangengrad, in the doma in of
Falkovnia.

If the heroes have ju st experienced
the eve nts of Death Unchain ed, th ey
shou ld be headed for Stangengrad
already. Any surv iv ing m embers of the
Ebon Fol d (the secret society the
heroes confronted in Death Uncha ined)
fled in tha t direction at the end of the
prev ious adventure, and the heroes are
likely to be hot on their heels.
A lternative ly, the heroes m ay be
travell ing to Sta nge ngrad to seek out a
friend and ally, the wizard Mircea, who
fled here with his students after the
Talon s raided his m agic school in
Lekar.

Unfortunately, the city is under ma rti al
law, due to the fact that a "spy" from a
neighborin g domain has recently been
captured within its walls. The gates to the
city have been tem porarily closed,
preventing the heroes from entering .

If the heroes are on the road to
Stangeng rad im m ediately following the
eve nts o f Death Unchained or are
already encam ped outs ide the city's
gates, the Dungeon Master should skip
ahead to the sec tion Unwe lcome
Vis itors , on page 9.

If the Dungeo n Master has inserted
ano ther adventure afte r Death

Unchained, the heroes m ay be
sta rti ng from ano ther location in

Ravenloft. In this case, begin with the
section In the Mists (pag e 8) ,

which will tr ansport them (
to Stage ngrad in the domain of
Falk ovn ia.

If this adventure is being played on
its ow n, or if the heroes m anaged to
escape the Demiplane of Dread after
the eve nts of Death Unchained,'beg in
with the sec tion A Bloodstained
Invitation below.

a Bloodstained Invitation

~
his section is intended to ~ .-
provide a jumping in point fo r '
the Grim Haruest series. It is

intende d to draw player charac ter
heroes who have not been throug h the
eve nts of Death Unchained (the fir st
adventure in th is series) into Ravenloft, '
as we ll as into the cam pa ign's
story line , If the characters in yo ur gam e
have already been thro ugh Death
Unchained , the DM should go straight
to the section titled Unwelc om e
Vis itors.

Death Ascendant should start with
the heroes being we ll -rested and fully
healed afte r their previous adve nture.
They should be in a city that they have
vis ited before and in whic h they have at
least a few all ies and acquaintances, As
they are wa lk ing down the streets, they
come upon a nonpla yer character
(NPC) that they are friend ly with. The
character is laying in the gutter, covered
in filth and blood , babbling incoherently
to him self. (The bette r acqua inted the
heroes are with the NPC, the better; his
fate is intended to be a motivating
factor to get the heroes personally
involved in Death A scenda nt)

Presumably, the heroes wil l try to
speak to the NPC while , at the same
time, trying to help him up off the
grou[ld . When he is on his feet,
read the fo llowing text (c hang ing
the text as necessary to fit the
par ticular NPC):
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Your fri end clutc hes the fro nt of yo ur
shirt. His eyes shine brightly behind his
grimy face. Th ere is the ti nt of m adness
in the m . His blood-stained lips tw ist as
he breat hes raggedl y and whipers, "The
dead. They 're using the dead as the
weapons of our destr uc tion."

His fil th y hand slips from your sh ir t,
leaving a sta in of grime and blood. He
lets out a final, ragged sigh, and dies in
your arms .

As the NPC di es, something sm all and
silver drop s out of hi s shirt to the st reet,
landing wit h a deli cate " fink ." If the heroes
p ick it up , they fin d it is a m edalli on in the
shape of a hum an sku ll co vered with intricat e
sy m bo ls. Th e m edalion is shiny and bright ,
desp ite th e so iled state of th e NPC.

Th e significance of this m edialli on is not
immedia tely known by the heroes, bu t a
successful chec k against a bard 's legend lore
ability or a bri ef consulation wit h a sage
(costing 2d4 gp) will reveal the item as a holy
sym bo l of an obscure god nam ed Nerul l. In
fact , in all of the cam paign world , th ere are
only three known tem ples devoted to th is
deity. One of them happens to be located on
the edge of the town the heroes are cu rrently
in . Followers of Nerull are rum ored to glorify
death and suffering, and to rou tinely engage
in ri tual torture and muti lat ion .

Note: Nerull is a deity na tiv e to the WORLD
OF GREYHAWK" sett ing. If the DM is running a
cam paign on Oe rth, Nerull is worsh ipped
wide ly in the Great K ingdom but rar ely
elsew here. Th e tem ple in the ci ty where th e
heroes are is an abberat ion.

Th e heroes should want to investigate thi s
cult since it seems that it has som e
co nnection to the death of th eir
ac quaintance. They can easily find the cult's
temple, whic h is kn own to be in an
abandoned m ansion outsi de of town. A s th ey
approach, it becomes cl ear that som e
m anner of serv ice is in progress; the sound
of d irge-like chants can be heard fa intly on
the wind.

Th e m ansion is guarded by a sing le sentry
( 1st -Ieve l fig hter, 6 hp j who can easily be
avo ided or dispatched , depending on the
m ood of the heroes. They then m ove
unop posed through the debris -sca tte red
hall ways and quickly reach the decaying
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grand ballroom that serv es as the cult 's m ain
worship ing area . Here, a chil li ng sight greets
th em . Read th e p layers the fo ll owing :

You peer into what m ust once have
been a splendid ba ll room, but the
frescoes have faded and the floor is
scuffed and covered with deb ris. Further,
it is clea rly no longer a place of joyful
recr eation .

In the dim, fli ck ering ligh t of the four
braziers that stand in the co rners of the
roo m, yo u see a figure in dark robes
standing near the far wa ll. Th e figure
holds a scy the in one ske leta l hand, and
its eyes are t iny green fir es within in a
sk ull that is covered with dark sta ins.
Wisps of smoke and mist are constantly
cur ling and shifti ng aro und the figure, at
once parti ally obscuring him and
defin ing where he can be found in the
shadows.

Hal f a dozen or so indivi duals, each
clad in robes similar to the ones worn by
the ske leton, stand arrayed before him.
Th ey are perform ing the dron ing chant
you could hear as you approached .

Each of these figu res extends an arm
above his head, clutching what appears
to be a holl ow crysta l dagger. The
cha nting grows louder and tendril s of
smoky mi st sepe rate from the figu re.
Th ese whisps grow m ore and more
hu m anoid in shape as they drift toward
the robed figu res. As yo u wa tc h th ey
develop dis tinct counte nances, eac h with
features that are tw isted in unbea rable
agony. As the whisps reac h the chanting
figures, writhi ng in silent torture, they are
suc ked into the daggers, causing the
crysta l blades to glow briefly. You feel
you can almost hear their screams echo
in your mind.

Th e skeletal figure is an avatar of Nerull. He
is here to oversee a sm all port ion of a far ­
reaching plot and is currently assisting the
cultists in binding undead sp irits (w ra iths and
spect res) into the daggers. He senses the
heroes' presence im m ediatel y.

The skull shifts in the shadows of the
hood, and yo u reali ze its green eyes are
fixing on you.
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"More sp irits to feed the hunger of the
shards," it hisses, point ing a boney finger
at yo u.

Th e cult ists whirl around , hold ing their
dag gers aloft. The blades glint a bloody
red in the light from th e gu ttering
torches.

Th e num ber of cult ists in the room is tw ice
the size of the pa rty. Each member of the
party who is vis ib le is attacked by two cult ists .

Cult is ts , hm /f: AC 10 ; MV 12; Fl ; hp 7
each; THA CO 20; #AT 1; Dmg l d4 +specia l
(see blood blades on page 2 1); SZ M (6'
long) ; ML fanat ic ( 19); Int average ( 10) ;
AL N; XP 65 eac h.

The cultists at tack with the blood blades
that were j ust created (these ma gic al weapon s
do one point of damage and drain one level of
live energy per succ essfu l atta ck , see page 2 1
for deta ils) and use them to attack the hero es.
Nonetheless, this com bat should be over
quick ly, with the heroes being largely
unharmed. However, as they fight, the whisps
of mist around the skeletal figure expand and
grow thicker. A dry, raspin g chuckle issues
from the creature as the last cult ist fall s (o r
when a hero moves to attack it ) . It spea ks in a
whisper that seems to reverbi ate inside the
very m inds of the heroes:

"You fight va lia ntly and with passion.
Thank yo u for co m ing to ave nge you r
friend; the strength of yo ur sp irits had to
be tes ted before I sent you on. You are
now an int ricate part of pl ans so large
that yo u cannot hope to com prehend
them , but strong bloo d like yo urs is
needed to tu rn the whee ls of progress.
Rejoice that yo u have been given the
honor to die in this ca use."

Nerull's ava ta r keeps spea king even if the
heroes attack him , ignor ing their blow s as the
m ist swirl ing around him continues to thi cken.

Th e av atar has 90 hit poin ts, is only
harm ed by +2 wea pons or better, and has
100% magic resistance. Th e heroes can
launch as m any at tacks as they are allowed
in the round he is speak ing but , imm ediatel y
at the beginning of the fo llowing rou nd, the
mist aro und Nerull seems to expand to fi ll the
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room as in a silent exp los ion. The m ist only
appea rs to expa nd , however, because the
heroes are , in fact , no longer in the ruined
m ans ion on the ir home world . Th e avatar has
used plane shift to m ove them to the
Dem ipl ane o f Dread. Th ey now fin d
themselves in th e Misty Border. (N erull is a
Great er Power and , as suc h, was able to force
the heroes from th e Prime Material with j ust a
minor exertion of w ill. )

Th e heroes will likely assume that they have
been subje cted to a fog cloud spe ll, but that
m ispercep ti on will be dispatched when they
tr y to fin d their way out of the spe ll's area of
effec t and reali ze the hou se they were in has
vanished.

In the mists

~
he Mi sty Bo rder is one of the most
nigh tmar ish places in the AD& D"
game multiverse, particula rly for

characters who have no idea where they are.
Th e DM should not conceal the fact that the

heroes are no longer where they were (e ither
elsewhere in Ravenloft or, if they are just
entering the sto ry line, in the ruined mansion ) .
However, as they atte m pt to get their
bea rings, the heroes are confronted by
som eone who appea rs to be the ske letal
adversary from the hou se. In fact, they have
encounte red a Mis t ferryma n, one of the
creatures native to the Misty Border.

A figure seperates from the shift ing
shadows. Holl ow eye-sockets framed by
white bone sta re out at yo u from the
fo lds of a dark hood.

"Trespassers," the figure says in a
ho llow, sinis ter voice . Th en , it emits a
strange, undulat ing cry th at sounds
vaguely li ke the sob bing of a frightened
woman and moves to attack with
ta loned , boney hands!

Th e Mist ferr yman 's howl has sum moned
six others of his kin d. As the heroes battle
him, the DM should say that they can hear
holl ow voi ces m oaning in the fog:
"Trespassers .. . tr espassers . . ." Th ey reach
the scene of the co nfl ic t in five rounds and ,
once they are within view, it is cle ar that they
are identi cal to the ske leta l m onstrosity the
heroes are already fighting.



Three of the sum moned c reatures attempt
to surround and destroy a single hero
(chosen randoml y ) , while uttering th e same
sobbing cry with which th e Mist ferryman
got th eir attention. There are no m or e Mist
fe rrymen within range of th e cry, but at thi s
point the OM should call for a fear check by
all the heroes, becaus e of both th e
anticipati on of m ore ferrymen being
summoned and th e chilli ng effect o f the
sound itself.

As th e battle un fo lds, the OM should m ak e
it c lea r th at one hero is being sing le d out
and surro unded. If an y of th e other he roes
make a concerted ef fort to come to hi s
friend 's aid, the OM should make note of
th is. Li ke wise , if a hero wh o defeats any
crea tures attackin g hi m does not assist this
beleaguered comrade, th e OM should m ak e
a note of tha t , too . Extreme heroi sm or
ext reme cowardice during this encounter w il l
hav e an impact on on e of the c limactic
scenes of thi s ad ve nture.

On ce all the Mist ferrymen ha ve been
defea ted , th e Mi sts start to di ssap at e and the
heroes emerge in an unfamiliar countryside.

g

Unwelcome Visitors

illll
heth er the heroes ca me here from
Lekar (t he ci ty in which Death
Unchained took pla ce ) or were

transpo rted by th e Mists, th ey find th emselves
outside the ci ty of Stangeng rad. Refer to Map
1: Fal kovnia /Darkon Border (found on th e
insid e cover). Read th e the fo llowing to th e
pl ayers:

You stand on a wide. paved road that
leads to a walled city. Beyond the city
lies a slow-moving river, its banks
shrouded in clinging fog. A canal has
been dug to form a moat that encircles
the city. Water flows sluggishly through
it, giving an odor of mud and decaying
vegetation to the area. Three arched
stone bridges with crumbling masonry
cross this barrier.

The city looks large enough to be
home to a few thousand individuals. It is
a grim looking place, with buildings of
weather-stained stone. The city walls are
studded with rusted blades and are
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heavily patrolled; sold iers in black armor
and capes can be seen moving along the
battlements. their forms silhouetted
against the murky gray clouds that fill
the skies above.

Outside the city walls. near the bridges
that span the moat. a number of wagons
have been pulled off to the side of the
road. Some are peasant carts. others are
the ornate carriages of the wealthy.
Soldiers move from one to the next.
sometimes climbing aboard to peer at
the occupants of a carriage or prod the
contents of a wagon with the ir pikes.
Occasionally someone is pu lled roughly
down from his conveyance by the
sold iers and dragged away.

The gates of the city are firmly closed
beh ind do ub le portc ull ises. The soldiers
patrolli ng in front of these gates are
turni ng severa l of the wagons back along
the road . It seems that the city has been
closed to all outside traf fic.

As you study the scene. yo u realize
that all of the soldiers. and m ost of the
people assembled outs ide the gates .
have the image of a hawk bra nded on
the ir foreheads.

Falk ovn ia is described in the RAVENLOFT
campaign setting. The lord of the realm . Vlad
Drakov, decreed decades ago that all children
born in his realm must be branded with the
ma rk of the hawk to show their all iegence to
their land and lord. If the heroes shou ld ask a
native why he is branded thus. all they get is a
scared look and the attention of the sold iers .
something wh ich is alwa ys unwanted in
Falkovnia .

Due to its loca tion near Falkovnia 's border
with Darkon, Stangengrad is heavily fortified .
Of its 6.500 inhabitants. nearly 1.800 are
soldiers. members of the army who are
garriso ned here. These sold iers are fierce ly
loyal to the lord of Falkovnia, and are know n
as the Talons.

Stan geng rad 's fortificat ions are impressive.
The ci ty is surrounded by a 20- foo t- ta ll stone
wall whose outer surface is studded with
razor-sharp blades. A m oat directs water fro m
the nearby river around the walls; the m oat
and rive r are rumored to be infested with
m onstrou s fish that swallow m en whole. Th e
truth is that only the river contains these
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ho rrid creatures . Three stone bridges span the
m oat to the southwes t of the ci ty. but the
gates they lead to are each blocked by do uble
port cullises. Each gate (and the br idge th at
leads to it ) is guarded by two squads of
sold iers .

A wider bridge, on the ci ty 's northeast side,
crosses the river itself. Th is gateway to the
city is protect ed by four squads of sold iers .
Beyond this bridge, on the other side of the
river, is a road that lead s into the neigh bor ing
domain of Darkon .

SPl1 Scare

1[wo days before the heroes' arr ival at
Stange ngrad, the Talons discovered
th at a "spy ring" was operating ins ide

the city. Although the sole spy to be captured
revealed littl e about herself du ring her
inquisit ion by the Talons. it was determined
that she had come from the neighboring
do m ain of Darken , a domain that Falk ovnia
has gone to war with on no less than four
separate occasions.

It was immediately assumed that the
captured Da rk oni an agent had been sent by
her m asters to assess Stangengrad 's
fortifica tions. The woman was indeed an
agent of the Kargat (Darken's secret poli ce) .
but her mission was not a m ilitary one.
Rather, she was in Stangengrad to take
delivery of a crysta l skull that had been filled
with sto len life energ ies by m embers of the
Ebon Fold. a secret society of assass ins in the
city of Leka r. She was to have conveyed it
back to her master in Darkon, an officer of the
Karga t named Lewellyn Dachine.

The sk ull was never delivered; it was
captured and/or destroyed du ring the events
of Death Unchained. the adventure that
preceded this one. Not aware of the calam ity
tha t had occurred . the Kargat agent tarried a
little too long in Stangengrad. waiting in va in
for the skull's delivery. She attracted the
att ention of the Talons and was subseq uently
captured . interrogated by torture, and
executed by bein g impaled on a stake in a
public square.

T he sold iers in Stange ngrad have been
placed on alert as a result of the discovery of
this Darkon ian agent. They do not kn ow the
true mission of the captured spy. but they
kn ow that she was to meet other Darkonian
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agents who were to arr ive in Stangengrad in a
few days' tim e. Th ey beli eve that these agents
ma y be carry ing crystal-bladed daggers
sim ilar to the one foun d on the captured
woman. Thus the soldiers are keeping a close
watch in an effor t to cap ture any other spies
who try to sneak int o the city. They harass
any suspicio us looking strangers they
encounter and question them (under torture, if
necessary) to determ ine if they are Darkonian
agents .

If the heroes have arri ved here from Lekar,
they wi ll be keen on entering the city, since
they are hot on the heels of the cult they
batt led in the previous adventure. If they have
emerged from the Mists at th is spot, the ci ty is
an apparen t source of infor m ation in a
unfam ili ar countryside.

Whether the hero es ap proa ch th e gates or
att rac t the attentio n of a squad of so ldi ers
by quest ioning one of th e na tiv es (or simply
by bein g th e only group encounte red by a
pat rol roa ming th e countryside) , they will
find that non e of the Talons will answer th eir
questi on s. In fact , th e squad leader will
order the heroes to be quiet , pointing out
that th ey are alrea dy in viol at ion of
Fa lk ovni an law. If the heroes have j ust
arrived here, they are m ost li kely ca rry ing
weapons, som ething whic h only Falk ovnian
sold iers m ay legall y poss ess. If th ey have
already spe nt enough ti m e in the do ma in to
know to hide their weapons, th e sq uad
leade r accuses them of distur bing th e
peace, vio lat ing cur few, or some othe r
trumped up charge . However, he adds, sin ce
the hero es are obviously fo reigners, he will
ign ore th eir infraction if th ey coope rate with
h im and answer his qu est ion s SWift ly and
honestly .

The follow ing list contains the basic
questions the squad leader asks, as well as
which answers wil l pacify (o r anger) him and
his m en. Th e DM m ay have to improvise
further questions and extrapolate reacti ons by
the Falkovnians based on answers provided
by the heroes.

• "Why hav e yo u come to Stangengrad?
What is your business here?" (Any plaus ible
answer will do .)

• "Have yo u come to Stangeng rad to m eet
someone? What is that ind ividual' s nam e?
Whe re and when were yo u to have m et him?"
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(If the heroes try to lie by m ak ing up a
contact person, they will be detained wh ile a
sold ier is dispatch ed to check on the truth of
the story. If they tr y to exp lain about persuing
a murderous cult m ember, they will be
detained and sent back to Leka r so they can
provid e a full test imony to the authorities of
that city. A non specifi c answer that seem s
plausibl e in light of their fir st answer will not
provok e a reacti on .)

• "A re you carr ying a dagger? Show it to
m e." (Display ing any crys ta l dagger or blood
blade carr ied by the part y wil l result in their
detainm enl. )

• "Are you carrying any weapon with a
crys tal or glas s blade? Show it to m e."
(Displaying an y cry stal or glass weapons
carrie d by the par ty will result in their
deta inment.)

• "Where are you fro m? Are you a resident
of Da rk on?" (If the heroes claim to be
resident s of Darkon , they will be detained.
Any other answer will not prevok e a negati ve
react ion as none of the soldiers are very
fam il iar with the lands outside Falkovni a.)

Should the Falkovn ians decide to "detain"
the heroes, the soldiers attempt to beat the
heroes into unconsciou sness. Their orders are
to ca pture suspected spies and transport them
to Lekar where Drak ov can in terrogate them
personally. However, should the heroes prove
to be too strong for the soldiers, the officer will
blow a shrill whistle in the hop es of attracting
another squad to the fracas ( 100% chance of
one arr iv ing in I d4 rou nds if near the ci ty;
30% of one arri ving in 1d 10 rounds if in the
countrys ide) . He then wades into the fray,
attac ki ng with his sword.

If the heroes do not arouse the suspicion of
the soldiers, the office r does nothing m ore
than order them away from Stangeng rad or
eject them from the city, i f they were
app rehended while trying to sneak over the
walls.

Whether the heroes are taken captive,
escape the pursuing soldiers, or simply foll ow
orders and leave the ci ty, see A Fellow
Traveler, page 13, to co ntinue th e adventure.

It is possible for the party can gain some
information about the tight security measures
around the city. If a successful react ion check
is m ade for one of the off icers toward an
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inq uisit ive hero, the soldier may reveal any or
all of the foll owing facts :

o Two days ago, a Darkon ian spy was
captured inside Stangengrad,

o The spy was fem ale and is believed to be
a shapeshi fter of som e sort , sinc e she was
seen to sprout black feathers during an
unsuccessful escape att empt.

o The spy was waiting to meet fellow
Dark onian agents who were on thei r way to
Stanqenqrad. Th e time and place of thi s
m eetin g are unknown. No other Darkonian
agents have been captured, thus far.

o The spy was carry ing an unusual dagger
with a c rys tal blade. It is believed that her
fellow spies will be carrying sim ilar dagg ers,
and that she would recognize them by this
tradem ark .

Talo n Squad Leader, hm, F5: AC 5 (scale
m ail , shield); MV 11 (lig htly encumbered) ;
hp 35 each: TH ACO 16 ( 14 with Strength
bonus): #AT I : Dm g 1d 10 long sword) ;
SD m agic item s; MR 5%; SZ M (5 '8"-6'6" ) ;
ML elite ( 14) ; ln t high ( 14 ); AL LE; XP 270.

The Talons, hm, F3 (squad of 8): AC 5
(scale m ail.shield) ; MV 11 (light ly
encumbered) ; hp 2 1 each: THACO 16 ( 14 with
Strength bonus); #AT 1; Dmg by weapon ( l d6
short sword or I d3 club); SZ M (5'8"- 6 '6");
ML elit e ( 14 ) ; Int avg ( 10) ; AL LE; XP 65 each.

War Dog ( 1 per squad): AC 6: MV 12;
HD 2+2; hp 9; THACO 19; #AT I ; Dm g 2d4
(bi te) ; SZ M (4' long) ; ML avg ( 10); Int sem i­
(4) ; AL N; XP 65.

Th e uni form of the Talons co nsists of black
sca le mail worn over a qu ilted doublet of
blood -red velvet and black breeches. It also
includes a black cape tr immed wi th red. The
dog- handl er hangs back du ring any
encounte rs, ready to un leash a vicious,
snarling wo lfho und that is trained to tear a
lIeeing vict im to shreds on the utterence of a
one-word co mm and.

The squad leaders are set apart from the
other soldiers by the black iron brace rs they
wear. These bracers, em bossed with the royal
seal of their m aster (a falc on in fli gh t), are
secured on each wrist with a w izard loci,
spell. These bracers are m agical, and act as
gloves of missile snaring.
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a iellow Traveler

1J
n this sec tion, the heroes m eet Vito, a
young Vistana who needs som eone to
help his fam ily. He is also a sou rce of

infomation and guidance for the heroes .
If the heroes were taken captive by the

Falkovnians, they are loaded into a wagon
that is li ttle m ore than a cage on wheels. A
handful o f other other accused spies are
already in the ca rt , and everyone knows they
are on their way to Lek ar and their eventual
exe cutions, a fact any NPC will share with the
heroes bleak ly. Hop efull y, the heroes will
immediately sta rt plotting their escape. As
they do so, they are approached by the young
Vistana , who is a fellow prisoner.

If the heroes escaped the Falkov nia n
soldiers, or were turned away from
Stang eng rad withou t incident, the young
Vistana catc hes up with them on the open
road .

The young ma n's nam e is Vito Romenza. He
was travell ing with h is famil y (who earn their
living as ente rtainers) from Nartok in Darkon
to Lekar in Falkovnia, and passed th rough
Stan gengrad one day before the spy was
captured and the city ga tes closed. The family
chose to travel along a little-used wagon trail
that foll ows the river west to Lekar, pausing to
cam p for a couple of nights and do some
fish ing, It was an unfortunate choice; the
Romenza uetdos were ambushed by bandits
late last night.

Vito was the only one to esca pe: his
grandmother, aunt, and two sisters were all
captured. Unwill ing to tackl e three well -armed
men himself and frantic to find help, Vito fled
back along the trail to Stangengrad. He hoped
to enlist the aid of the soldiers, but the Talons
were too busy with their spy hunting to bother
sending out a squ ad to rescue "a han dful of
insignificant Vistani wo men. " At the same
tim e, the so ld iers were susp icious of Vito.
Depending on the ci rcum stances the heroes
find themselve s in, Vito either fled, or was
captured and tossed in the wagon.

Uncerta in what to do next , Vito co nsulted
the tarokka deck . Th e cards bid him to seek
help from strange rs to thi s land , and offered a
description that m atches that of the heroes.
(The Du ngeon Master wi ll need to m ake up
the deta ils , usi ng sign ificant elements of the
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hero es' appearance.) He has thus approached
them. Read the players th e foll owing :

A teenager with dusky skin and dark
hair approaches you, his face displaying
a mixture of fear and determination. He
looks harmless enough, an unarmed,
unarmored boy in mud-splattered boots
and trousers, wearing a rather ornate
gold shirt with a torn sleeve. A black
kerchief is knotted around his head.

Nervously clearing his throat, he
begins to speak. As he does so, one
hand strays to his belt and begins
absently fingering a velvet pouch that
hangs there. It holds a small, square
object.

"Please, " he says in a voice trembling
with emotion, "I need your help. My
family was attacked last night by thieves .
They've captured our uardos and are
holding my grandmother, aunt, and
sisters hostage.

"I asked the soldiers to rescue them,
but they refused , and now I'm here. 1
have no one else to turn to; none of my
own people are nearby. I was going to try
to attack the thieves myself, but the
cards told me that I would find someone
who would help me if I waited on the
road to Stangengrad. And here you are."

If the heroes ask what the cards are, Vito
shows them his tarokka deck , and expla ins
that he can use it to "see into the future and
ask guidance fro m the fates ." He offers to tell
each of the heroes ' fortunes, if they will help
him to rescue his family.

If the heroes ask for payment in exchange
for the ir aid , Vito can eith er offer one or two
things. If th ey are all prisoners on th eir way to
being exectuted, he can pick the lock on th e
wagon and allow everyone in th e back to
escape and , whether th e heroe s are prison ers
or not , he will offer them an herbal concoction
that is useful in combatting th e effects of
poison. Th ere are three doses of thi s "potion "
back at his camp, assuming th e th ieves
haven 't stolen th em.

In gam e terms, thi s herba l remedy provides
a +2 bonus to any saving throw vs. poison. It
has th e sam e duration as a pot ion , remaining
effective fo r 1d4+ 4 turns and can thus be
consume d before a poison is even

...........
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encounte red . Its formula Is a sec ret; even Vito
does not know all the ingredient s.

Once the heroes agree to help him . and any
escape from the Falk ovn ians has been made
(the DM should permit the escape to succeed,
but make it seem to the players as though
their characters are in mortal danger the
whole time) , Vito ta lk s with great animat ion
(and great love) of his family. Th e boy is very
fond of his stern and scrupu lously honest
grandmother Plishka , hi s devil-may- care aunt
Sophia , hi s quiet and studious eight-ye ar-o ld
siste r Mi sha , and hi s boisterous and flirtat lous
sister Rafina, who at 16 is already a rare
beau ty. He fears for their safety, and wants to
make his way back to the camp with all
possibl e speed.

If the heroes think to ask , Vito can provide
them with a partial descr ip ti on of the bandits.
He kn ows th at there were th ree of them ,
hum ans with a desperate look in their eyes .
He's not ce rtain, but he thinks he saw
"som ething odd" about one of the bandits.
"The fellow's shirt was open, and it seemed he
had a hole right through his chest," Vito says .
"But it ma y ju st have been a trick of the
cam pf ire light. I didn 't get a very good look at
him . Wh at I do kno w for sure is that he had a
m edalli on that was shaped like a human skull.
He kept tw irlinq it around his hand and then
unwinding it. "

If the heroes were transported here from
their homewor ld , they might sti ll have the
m edallion they discovered on their dy ing
friend. If they show it to Vito, he acknowledges
that it looks just like the one the bandit had.
Even if they don 't ha ve the m edall ion , they
ma y still recognize the sim ila r skull motif. Th e
DM should m ake sure there is at least a hint
that the brigands are connec ted to the
incidents at the mansion . Hopefully, the
heroes will decide that they need to find these
cult ists and try to get answers as to where
they are, how they got here, and how they
might get home again .

If the heroes experienced the eve nts of
Death Unchained, th is description of a m an
with a hole th rough his chest sho uld ring a
bell. Members of the Eb on Fold (w ho were
recruited from among the impaled dead and
restored to li fe by their master ) all had a
simila r wound. Vito has provided the heroes
with a lead to the cult ists they were hunting.

HRiver 01 Tears

1[he journey back to the Romenza
enca m pment via the riverside trail
takes four hours. When the heroes

reach the campsite, read the foll owin g to the
players:

Th e wagon trail is little used. its rut s
choked with weeds and brambles. It
winds th rou gh a thi ck forest of m oss­
m atted trees, following the riverbank.

At last the trail opens up into a cle aring
that ove rloo ks the slugg ishly flowing
river. Two br ightly co lored, encl osed
wagons have been pulled off to the side
of the cle aring. Their doors stand open;
there is no sign of movem ent insid e.

Ju st behind the wagons , two horses lie
dead . They seem to have been killed
where the y were teth ered , and one has
been butc hered. Th e roasted remains of
its haunch lie besid e a campfire that has
burned down to ashes.

Clothing and personal belongings are
scatte red eve rywhere: many hav e been
torn or broken . A number of sma ll cages
lie sm ashed open on the ground.

Closer to the river, a number of trees
have been felled. Wood chips and bit s of
rope lie trampled into the mud of the
riverbank .

Th ere is no sign of the thieves. Vito expresses
the faint hope that his fam ily was able to flee
while the ruffians were looting their cam p. He
suggests that the uardos be searched, to see if
there are any clues, and braces himself for
whatever he might find inside.

Vito's grandmother, aun t , and two sisters
were all kill ed by the thieves. Their bodies lie
on the bunk beds where the y were murdered
in their slee p. When the heroes discover the
fir st of these co rpses , read the players the
fo llowing:

pale sunlight stream s in through the
open door of the wag on. illum inating
what at fir st glance appears to be a figure
asleep on a bunk bed . But a closer
inspecti on reveals the horrible truth . The
body of the wo m an and the blankets
und er whic h she lies are marked with a
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series of deep . coin-sized pun ctures . She
is quite clearly dead. Her mouth and
eyes ga pe wide open. s tretched into a
grimace of utter horror.

You ca n see eno ug h of the body to tell
that it is odd ly co lored . Instead of having
the pa le hue of death, the ski n of the
corpse is a bright , che rry red . It looks
od dly smooth and soft. and g listens
s lightly.

If the co rpse is tou ched or moved. add the
following:

As soon as the body is touch ed
(moved) the flesh begins to q uiver, as if
so me invisible hand was sha king it. Then
sk in and tissue liq uefy an d slide away.
Within seconds. a ll that is left a re a
glea m ing white skull and bones. lying in
a pile of gelatinous red blubber.

Now the gory mass begins to steam
a nd hiss . releasing a foul ste nc h into the
a ir. It s lowly shrinks in upon itse lf and
turns the dull. c rus te d color of old blood.
Then it disappears entire ly. leaving only
an ugly stain tha t forms a da rk halo
a rou nd the pa le white bo nes .

Viewing this awful transformation is ca use
for a horror chec k. If Vito is present (as he
certai nly will be . unless the heroes forc ibly
prevent him from enter ing the vardo). he
sc rea ms in te rror and run s outside . He suffers
the effects of a fa il ed horr or check (m ental
shock) and mu st make a successful saving
throw vs . paralyza tion (by rolling 13 or more
on 1d20 ) to regain his co m posure. From this
po int on. whe never Vito sees a sim ilar
tran sformation he must make a hor ror check
(at a - 2 pe na lty) to avoid being plunged ba ck
into a sta te of deep menta l shock.

Whe n Vito at last recovers . he insis ts on
burying the bod ies and say ing a simple.
te a rful blessin g ove r the m . He the n offers to
te ll one of the he roes' fortunes . in payment
for their help (see the section Tarokka
Mea nings for the results ). This do ne. he ta kes
one last look at the camp. Rea d the following
to the players:

With cle nc hed hands and a tear­
st rea ked face. the you ng ma n looks
around at the shattered camp. The n
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so mething rustles in the underbrus h a nd
a trembling smile lights his lips.

"Tick le!" he cries . "Is that you?"
The bush es part. and a tiny. ta illess

monkey wea ring a go ld shirt a nd a black
scarf knotted aro und its head peers out.
Seeing Vito. it rushes forwa rd to clamber
up into the young man's outstretched
arms .

Fresh tears po uring from his eyes, Vito
cradles the monkey in his a rms . "Oh
Tickle. " he moans . "At least yo u are
alive."

Tickle the mon key is Vito's pride and joy. a
runt that he bottie-fed after its moth er died.
The creature now is the Vistana's so le source
of comfort, one he will defend with his life. It
will accompa ny Vito everywhe re he goes from
th is point on. It will a lso (with anno ying
frequency and without any instructions from
Vito ) pick the hero es' pockets. If they try to
prevent it from doing this. it bites them. The
Dungeon Master shou ld ensure that this
happens at least once or twice . since it sets
up two encounte rs tha t occur late r in this
adve ntu re. an d sho uld remember to always
describe the mon key as be ing ta ill ess .

Tickle turns over anyt hing he steals to Vito .
who tries to return th ese items to the ir p roper
owne rs before their absence is noticed . His
cha nce of success is equal to his cha nce at
pick-pocketing. If caug ht "stea ling ," Vi to
co nfesses that his mon key took the item and
ex plains that he was trying to return it.

Tickle (Mammal , Small: Monkey) : AC 8:
MV 9; HD 1+1; hp 4 ; THACO 19 ; #AT 1;
Dmg 1 (bite o r hur led stone) ; SZ T (1' tall );
ML avg (8); Int semi- (3); AL N; XP 15.

Notes: T ickle is trained to pick pocke ts upon
receiv ing a hand signal from Vito. His chance
of success is 30 %.

The camps ite has been looted of va lua bles .
but the three doses of herbal ant i-po ison
remedy ca n be found in one of the vardos.

The re are several clues as to whe re the
thieves went. The ca m p fire ashes and haunch
of horse meat a re s till wa rm . suggesting that
the m urderers depa rted that morning afte r
ea ting breakfast. The wood chips . rop e . and
dra g m arks near the river suggest that they
built and la unched a raft.
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Th e th ieves hav e, in fact, crossed the ri ver
into neighboring Dark on. By the time the
heroes arri ved at the Vistan i cam psite, the
th ieves had already reached the other shore .

Th e heroes co uld bu ild their own raft or
could use some other m eans of crossing the
river. It is about one m ile wide, bu t has a slow
current and can be crosse d by swimm ing .
Th ere is a 5% chance per swim m er
(c um ulative , rolled onc e) that th e swimmers
are attacked by a sma ll schoo l of gian t gar.

Gar, Giant (ld6): AC 3; MV Sw 30; HD 8;
hp 38 each; TH ACO 13; #AT 1; Dmg 5d4
(bite) ; SZ L (8 ' long) ; ML ave rage ( 10);
Int non - (0) ; AL N; XP 2,000 each.

Out 01 the mud
Th e river flow s to the west, thus the thieves

were ca rr ied in thi s direc tion when they made
the crossing. Th ey abandoned their raft on the
Darkon side of the river, about two miles
downstream . A trail of footprints leads away
from the raf t, wes t along the riverbank.

As the heroes foll ow thi s trail, read the
fo llowing to the p layers:

There is something ominously different
about thi s side of the ri ver. The sk ies
have darke ned ove rhead and are fil led
with gloomy, brooding clouds. The mud
of the riverbank squelches underfoot ,
emi tt ing a faint odor of decay with each
step yo u take. Th e reeds along the river
stir and rustle, as if fi lled with whispering
spiri ts.

Somewhere ahea d, thunder gr um bles
in the distance. A drop or two of cold
rain beg ins to fall.

It may be just your imagination, but
yo u are almost certain that you felt
someth ing squi rm under yo ur foot as you
set it down in the mud just now.

Th e Dungeon Master should give the heroes
a moment or two to react before add ing the
passag e that fo llows. Unless the heroes are
able to fly or levi tate, they are going to be
under attack .

It wasn 't your im agi nat ion after all!
Some thing is m oving underfoot, causing
the m uddy ground to heave as if it were
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about to erupt. Now you can see the
foul monstrosity that it is spawni ng.
Rising out of the mud is a creature,
shaped like a hu man bu t entirely
covered in mud. Its eye sockets gape
li ke the b lack p its of the abyss, and in
the rapidly fadi ng li ght you can see ,
beneath the mud, fa int patches of white
that may be death- pale skin or even
bone. The crea ture lurch es toward you,
arms outstretched, as if abo ut to enwrap
you in its foul embrace .

A tota l of 2d4 mud zom bies rise up out of
the mud to attack the heroes. Th ese m onsters
are one of Aza lin's m eans of protect ing hi s
domain fro m invad ers. With Vlad Drak ov
always planning a new invasion strategy, the
mud zom bies provide an effect ive, not to
m ention intimidat ing, fir st line of defense in
out of the way places. A lthough the zom bies
are too slow to gain surprise, the attack is
cause for a fear chec k .

Th e zom bies continue the atta ck until the y
are destroyed. Due to their slow speed, the
heroes can flee from the zom bies, but these
magical creatures are relentl ess in their
pursuit, and stay on the heroes' trail no m atter
what. Eventually the heroes will have to rest
or sleep, and then the mud zom bies will ca tc h
up with them agai n.

Part way throug h the battle, the sk ies
ove rhea d open up and it begins to ra in . Thi s
will eve ntua lly (w it hin 3d4 co m bat rounds)
was h away the zom bies' muddy co vering ,
revea ling the ir ske leta l forms. Unfortunately
for th e hero es, it also makes the gro und very
sli ppery underfoot. During eac h round in
whic h the rain is fallihg , heroes engaged in
st renuo us ph ysi cal acti vity (combat , for
example) must m ake a successful Dexterity
check to keep th eir footing in the mud. If the
ro ll fail s, th e hero sli ps and nearl y fa lls, and
th e zombie ga ins the init iat ive for that round .

Mud Zombie (2d4) : AC 8; MV 6; HD 4;
hp 14 eac h: THACO 17; #AT 1 or 2; Dmg
Id6/ 1d6 (cl aw/ claw) ; SA dis ease, suffocation;
SD i;"'mune to thrust ing weapons, pois on ;
SW water ; MR immune to charm, hold, sleep,
death mag ic, and mind-controlli ng spells;
SZ M (5-6 ' ta ll ); ML fearless (20 );
Int non - (0); A L NE; XP 650 eac h.
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Notes: Wounds cau sed by a mu d zom bie beco me
infected, due to organisms in the mud. Un less
magically treated, these wounds take twice as
long to heal. Unless the victim m akes a
successful saving throw vs. poison, he also
suffers a mild fever that reduces Strength by 1
point for I d6 days.
If a mud zombie successfuily strikes with both
hands in a single round, the victim is held. On
the next round. the victim must roil 1d20 equal
to or under Strength to break free. Failure
results in 1d4 points of suffocation dam age.
Atta cks by piercing or thrusting weapons do
not harm a mud zom bie.
Rain washes away the mud covering in 3d4
rounds. Total immersion in water or a direct hit
by hoiy water (which inflic ts 2d4 points of
damage) washes the mud away in I d4 rounds.
Without its mud covering, the skeletal zombie
cannot cause disease or suffocatio n.

Once the heroes have ei ther defeated or ned
fro m the m ud zombies, th ey can tr y to p ick up
the trai l of the th ieves once more. The heavy
rain and battle have obliterated this port io n of
the tra il, but a short distance further on ,
tracks can again be seen, this t im e heading
inland , into the woods to the north . Whe re
before the heroes were fo llowing th e footprint s
of perhaps hal f a dozen people, now they can
see only a sing le set of footprints . St iil, it is the
only tra il they have to fo llow.

Shelter rrom the Storm
As the heroes fo llow th e footprints, th e

weathe r stead ily worsens. Th e heavy rain
resum es and a co ld wind starts to blow. Read
the following to the p layers:

The rain is falli ng stead ily now. Large,
heavy drops of it sp lash down, turning the
ground underfoot to mud. A co ld wind is
blowing , slic ing through your wet clothes
and chil ling yo u to the bone . So dark are
the clouds ove rhead that it is ail but
impossible to see. Worse yet, the trail you
were following has vanished, obliterated by
the pounding rain. A nash of ligh tnin g splits
the sky and a mere heartbeat later, thunder
rumbles di rectl y overhead with a crash so
loud that it strikes like a physical blow.

Ahea d, th ro ugh th e gloom of the storm,
yo u can see a faint ye ilow ligh t. The
chi ll ing wind shifts , carry ing a hint of
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cinnamon- laced bread and wood smoke.
Then th is promise of wa rmth and co mfort
is gon e, drive n away by the lashing rain .

The smell of bak ing and the light are co m ing
from a cottage half a mi le ahead . If the hero es
think to ask, the tr acks they were foll owing
seemed to have been leading toward it.

Since heroes are by nature suspicious folk,
some coaxing m ay be requ ired to send th em
in the direction of th e co ttage. If need be, th e
Dungeon Maste r ca n stage an attac k by more
mud zom bies (or can have th e or ig ina l m ud
zom bies ca tc h up to th e heroes, reduced by
th e rain to th eir skeleto n-only fo rm, if the
heroes fled from th em rather th an defeat ing
them in com bat) . The obvio us place of refuge
is th e cottage . When the heroes at last
approach it , read th e fo ilowing to th e players:

The lig ht and wood smoke are coming
from a cottage that is nestled deep in the
woods. The place seems innocent enough,
warm light shines thro ugh its windows and
the exterior is brightly pa inted. A sma ll
ba rn stands beside the cottage; bleating
goa ts can be heard within it.

If the heroes look around the gro unds befo re
approaching the hou se, add th e following:

The farm itself seems nor m al : a barn
fi lled with a few dozen goats and abo ut
ten chicke ns, a too l shed, and a small
vegetable garden . There is only one thing
am iss; th e m angl ed ca rcass of a goa t lies
a short di stance from the ba rn in a poo i
of blood. Its throat has been chewed
open. Clea rly some sor t of predatory
animal m an aged to sneak into th e barn
for an easy m eal.

Once th e heroes have kn ock ed on the door,
add the foll owing:

T he door is opened by a k ind ly looki ng
ma n w ith white hai r and a beard.
A romatic smoke curls from a clay pipe
that is clamped between his teeth. He is
dressed in Simple peasant clothing,
woollen pants and a frayed work sh irt.

Lowering his pipe, the old man peers
out into the gloom. "Mama !" he ca lls,
"we have visitors!"
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A wom an with white hai r and a flou r­
smeared apron bustles into v iew behind
him . She is carry ing a tra y of buns in her
mitten -clad hand s; the sweet smells of
cinnamon and sugar rise fro m it. "Wh6 is
it?" she asks, squint ing to see better.

A youn g boy, perhaps twelve yea rs
old, peek s out from behi nd her. His hai r
is damp and freshly combed, and the
smell of bath soa p cl ings to him. He
sta res at you, wide-eyed, hi s shirt half
butt oned . Th e wo man turns and waves
him away. "Layout some extra p lates ,
Erh ard. We have co mpany."

Th e cottage is home to Mama and Papa
Milhausen, and their "son" Erhard. Th e coup le
are in their 60s and raise goats for m ilking; four
dozen of these animals are housed in a barn
bes ide the cottage.

The Milhausens are pleasant and good­
hearted people who adopted Erh ard eight
yea rs ago, after finding him wandering alone in
the woods. All he was able to tell them was
that his parents were k illed by "ev il m en."

Th e Milhausens did not realize it at the time,
but they had taken a wolf- in -sheep 's-c1othing
into their home. Erhard appears to be a norm al
12-year-old human boy but is, in fact, a
wo lfwere. His wo lfwere parents were k illed by
hunters wh o somehow overlooked the cub.

Erhard has, of late, been succum bing to hi s
natural lust for blood. Until quite recently, he
satisf ied it by occas ionally savaging one of the
goats . Th e carcass outside is his doing; he has
ju st had a bath to wash off its blood. If the
heroes spec ifically observe the bath water, they
can see that it has a faint pink tin ge. If they
look in Erh ard's room , they can find, under hi s
bed, a shirt with a bloody front and di rt ­
enc ruste d sleeves.

If questioned, Erhard adm its to findin g the
injured goat and trying to stop its bleeding.
Strangely enough, he didn 't bother to tell his
parents about his discovery. "It was already
dead, anyway," he says with a shrug.

If the heroes ask abo ut the dead goat , Papa
Milhausen tells them that he has "had some
trouble with the wolves, of late."

If the heroes ask about the boy, the
Milhausens sim ply say that he is their son.
Only if it is pointed out that they are too old to
have a son that young will they adm it that the
boy is adopted, but only after sending him out
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of the room . "He doesn't need to be reminded
about the cruel death of his poor parents," they
say. Only if the heroes speci fica lly ask do the
Milhausens admit that they never actually m et
the boy 's parents.

Both Mama and Papa have realized that
Erhard is more than he seems . Th ey 've seen the
wild side of his soul and Papa even suspects that
their little boy is the one who has been killing
their goats. But Erhard has brought love and
warmth into their lives that has been m issing
since their only son was kill ed years ago while
selling milk in the market in Stangengrad (he
was mistaken for a Darkonian spy and
executed) . They wil l not listen to anyth ing the
heroes might say against their "son."

The Milhausens of fer the heroes every
hospi tali ty, everything from a good hom e­
cooked meal to a hot bath and cozy bed for the
night. They are genuinely kind and willing to
share whatever they have. During this respit e,
Vito offers to tell another of the heroes' for tun es.

If the heroes m ent ion the th ieves and the fact
that the trail they were following seemed to be
leadin g to thi s cottage, the Milhau sens look
thoughtful. "That m ust be the fellow I turn ed
away earlier today," Papa Mi lhausen mutters. "I
didn't like the look of him . There was
som ething odd about the way he looked at
Mama and the tense manner in which he held
him self. I saw blood stains on his clothes and
thought he might be up to no good. So instead
of invit ing him in, I gave him a loaf of bread
and sent him on his way."

The thief didn 't m ak e it very far. He became
Erhard 's first hum an kill. Th e boy, in wolf form ,
tore out his throat then buried the rem ains in a
shallow grave a short distance from the
cottage. Even now, the rain is washing the rain
from the corpse.

Before burying the body, Erh ard searched its
pock ets and found a dagger with a holl ow
crysta l blade. He hid this dagger in his room ,
where it is soon to be discovered by T ickle.

Th e Dungeon Master can pla y out the
encounter between the heroes and the
Milhausens for as long as it kee ps the players'
interest. Once that interest is starting to wane,
it 's t ime for T ickl e to m ake his d iscovery. Read
the players the following;

You hear an angry shout from one of
the bedrooms. A moment later, Tick le
comes racing out of that room with



something shiny cradled in his arms. The
boy Erhard runs after him, sha king his
fist. As Tick le leaps into Vito' s arm s for
protection , Erhard skids to a stop and
begins suck ing on a bleeding fing er. "It
bit m e!" he says. pointing at the mon key,
which hisses back at him.

Th e object in the mon key's arms is a blood
blade (see description on page 21 ), It is a
dagger with an ordinary hilt, but with a holl ow
blade, round in cross-sec t ion, that looks as
though it were m ade of crys tal or glass, Two
ounces of dull red liquid slosh around inside it;
the holl ow space inside the blade seem s to be
two-thirds fu ll.

If the heroes think to ask , the blade looks
exac tly the righ t size to have made the
puncture m arks on the bodies of the dead
Rom enza women .

If Erhard is questioned about the dagger, he
reluctantly admits to " find ing it in the yard." If
asked to show where he picked it up, he leads
the heroes outside-only to discover that the
rain has washed the dir t away fro m the corpse
he buried, Read the p layers the foll owing:
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Erhard stops short, sta ring with wide
eyes at someth ing just ahead. Followi ng
his gaze, you see the corpse of a man,
lying in a hollow in the ground. The rain
pelts down on his pale face and torn
throat, washing away the thin coating of
soil that once covered him. His shirt hangs
open; in his chest is a much older wound,
a deep puncture that looks as though it
should have killed the man long ago.

Erhard is deathly ~fraid of haVing his true
nature discovered. He loves the Milhausens ,
considers them his parents , and wants to
spend the rest of hi s li fe with them. He would
never do anything to harm them.

If the heroes accuse him of hav ing anyt hing
to do with the death of the body in front of
them, Erhard will panic and change into his
wo lf for m . All the while try ing to explain
himself to the heroes,

Just then the Milhausen's burst out of the
house plea ding for the heroes to leave their
boy alone. "He's a good boy," they wail. "A ll
he needs is to be taught right from wro ng , like
any other child. We all love one another, that 's
all that reall y m atters," They will do every thing
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they can think of to convince the heroes to let
Erhard live and to keep their "fa m ily secret"
from being revealed to the townsfolk in Nartok
(where they now sell their m ilk) .

The heroes now face a m oral di lemma­
should they tru st the love thi s family has to
ove rco me the boy 's anima list ic nature, or
sho uld they do what they can to save the
elderly coup le from the possibility of Erhard
turn ing on them (eithe r kill him or chase him
off permanentl y )? Their deci sion wil l have
repercussion s later in thi s adventure. Th e DM
sho uld note not only what the group's
dec ision is, but which heroes voted to leave
the famil y alone and whith ones voted to get
rid of Erh ard .

If it looks as though the heroes are going to
attack him, Erh ard bursts in to song. A ll of the
characters within hearin g range must m ake a
sav ing throw vs. spe ll to avoid bein g struck
with leth argy. Erhard then run s away into the
woods, attacking anyone who tries to sto p
him. If he succeeds in escaping, he does not
return. If he fails to escape, then the heroes
will probably ki ll him. Eith er way Mama and
Pap a Milhausen are dev ista ted; they have ju st
lost their only son .. . again!

Mama and Papa Milhausen , hrn /hf', O·
Level : AC 10; MV 12 (unencumbered); hp 4;
TH ACO 20; #AT 1; Dmg 1- 2 (p unch);
SW near-sig hted; SZ M (5 '4" and 5'8");
ML avg (9) ; Int avg (9); AL NG.

Erha rd Milhausen (hum an form) : AC 10;
MV 12 (unencumbered) ; HD 3+ 1; hp II;
TH ACO 20 ; #AT I ; Dm g I (p unch) ;
SA Singing brings on lethargy; SD + 1 or
bett er m agical weap ons to hit; SW wo lfsbane,
co ld wrought iron ; MR 10%; SZ S (4 ' 10" tall ) ;
ML avg (9); Int high (13); AL CN.

Erhard Milhausen (wolf form): AC 3 ; MV 15;
HD 3+ I ; hp II ; THACO 17; #AT I ; Dm g 2d6
(bite) ; SA sing ing br ings on lethargy; SD +I or
bette r m agical weapons to hit; SW wolfsbane,
co ld wro ught iron; MR 10%; SZ S (4' long);
ML elite (14); Int high (13) ; AL CN ; XP 975 .

Notes: Anyo ne who hears a wolfwere's song and
fails a saving throw vs. spell is overcome with
lethargy, which has the same effects as a slow
spell. This effect iasts for 1d4+4 rounds.
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Blood Blades

1Ithe hilt of a blood blade is m ade of
normal me tal, but the blade is m ade
of clea r crysta l. It is shaped mu ch

like th e blade of a stiletto, wi th a long, thin
blade that is rou nd in cross section and
holl ow in the mi ddle. Blood blades are thus
piercing, rat her than slashing wea pons.

A lthough th e blade appears to be made of
a breakable m aterial , it is impervious to
normal dam age. It canno t be brok en by a
shatter spe ll.

A blood blade infli ct s only one point of
damage each time it str ikes. Each
successful hit also drains one level of li fe
force from its vic tim, resulting in the loss of
one experience leve l and a co rresponding ,
permanent loss of hi t points. This loss is
equiva len t to the normal hi t di e for the
victim's charac ter class . (A wiza rd loses Id4
hit points, a rog ue loses I d6 hi t points , etc.)
Any abil it ies lin ked with that experience
level are also lost.

If a victim is drain ed of all life force, his
body undergoes a hideous tr ansform at ion .
A ll sk in, tissue, and intern al orga ns turn to a
substance that resembles gelatino us blood.
As soo n as th e co rpse is tou ched, thi s slides
from the bones (see description on page
15).

Each time a blood blade drai ns a level of
life force , its crystal blade fil ls with half an
ounce of bright red blood in whic h the sto len
li fe force has been conce ntrated. Th is liquid
remains inside th e holl ow blade until the
dagg er can be inserted into one of the fiv e
skull -shaped repositori es current ly inside
the Temple of the Et ernal Order in Nartok .

A blood blade does not dra in li fe force
from a charac ter protected by a negative
plane protection spe ll. Th is spell instead
infl ic ts damage upon the wielder of the
blood blade; see the spell description in the
Realm of Terror book for deta ils .

If a dispe l magic spe ll is cast upon a blood
blade, the dagger becom es non-rnaqi cal .
Th e blade now m ay be broken by either
magica l or mundane m eans, freeing the
blood inside it. But unless the blade is
carefully cracked ope n, this blood will spil l
and be forever lost.
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Each blood blad e can hold up to six levels
of life force (three ounces of blood) . If a
character whose li fe force was stolen drinks
th is blood, his life force is restored, at a rate
of one level per half-ounce of blood
co nsumed. At the same time, any lost hit
points and experience leve ls are regained.

Note: Th is process will not restore life to
the dead.

Dri nking human blood is cause for a
powers check. There is a 1% chance that a
neutra l character will come to the notice of
the dark powers, a 2% cha nce for a good
character, and a 5% chance for any character
whose faith regards blood dr inking as an
unholy act.

It is poss ible for a character to boost his
experience level beyond its original level by
drinking from one of these magical daggers .
For eve ry half-ounce that is co nsumed, the
character goes up one level and gains the
appropriate number of hit points (e.g . 1d6 for
a cleric) . However, using a blood blade in
th is manner results in an automatic fai lure of
the powers check.

If the Dungeon Master has run the previous
adv enture in this series, th e heroes ma y
notice simila rities between the death shards
from Death Unchain ed and th e blood blades
in this one. Physically, the two weapons are
identica l. In fact, some of the blood blades
may at one time have been death shards. At
the end of Death Unchained all the death
shards in the lair were destroyed, but any
that were outs ide the complex remained
intact. Rath er than shattering, these weapons
were magica lly transformed into blood
blades, and now fun ction as described
above.
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rollowing the Dagger

1:he trail of the ki lle rs seems to have
gone cold, but once the blood blade is
in th e heroes' hand s, Vito will tell

them th at he can use it to pick up the trail
again . He does this by using an anci ent
Vistan i divi nation technique whic h allo ws him
to locate an item's owner. (A descr ip ti on of
this abi lity can be found on page 60. )

To use this power, Vito suspends th e blood
blade from a string. He then moves tentatively
in different directions; when he is moving in
the genera l di rection of the ow ner of the
dagger, th e blood blade begins to twirl in a
slo w circ le and he will fee l it softly pulling
towards its ow ner.

By usi ng th is tec hnique, Vito can lead the
heroes north to the ci ty of Nartok. On ce in
that city, he can lead th em to the very door s
of the Tem ple of the Eternal Order (now the
headqu arters of Lo wellyn Dach ine, the "true
owner" of all of the blood blades).

Th e two surviving Ebo n Fold me m bers (t he
thieves who murdered th e Romenza fam ily)
have fled to this tem ple.



approached the
confines of death. J

approached the gods­
below and the gods

above. and J stood beside
and J worshipped them .

Ovid, Metamorph oses

The blood blade m ay lead the heroes
to the Tem ple of the Etern al Orde r in
Nart ok, bu t gett ing inside th is
im pressive struct ure is ano ther matter.
Th e tem ple is open to the generai
public only on evenings when serv ic es
are held. Th e Dungeon Master sho uld
roll 1d6; on a i - 3 , the tempie will be
open the day after the heroes arr ive in
Nartok ; on a 4-5, it will be open two
days after their arriva l; on a 6 , it will be
open three days after their arrival. The
tem ple opens at the sunset; the
serv ices run until m idnight.

At the DM's discretion, one of the
eve nings of worship that occ urs whi le
the heroes are in Nartok m ay
co rrespond with th e Nig ht of the Dead .
Refer to the section describ ing the
Eternai Order, on page 57, for deta il s
on this relig iou s tradit ion.

Un ti l the evening of worship occ urs,
the main entrance to the temple is
iocked up tig ht, and the side doors
ma y oni y be entered by priests (or by
members of the Kargat and the Ebon
Fold ) . Th ese entrances are all iock ed
and m agically warded against
intruders.

A description of the exterio r of
Narto k's Tem ple of the Etern al Orde r
can be found on page 26. The
Dungeon Master should refer to it when
the heroes first spot the tem ple. In the
m eantime, until the heroes actua lly get
insid e, the two encoun ters that fo llow

are designed to keep them busy in
the city itself.
An ove rview of the city of Nartok

is given on page 58. Much of this
information can be

sum marized by Vito, who
has visited th is city on m any
occasions. The DM m ay
paraphrase any of the inform at ion
from that sect ion which is no t in ita lics
but sho uld do so oniy if Vito is
speci fica lly asked fo r information on
the city.

It should be relatively easy for the
heroes to find an inn to stay at
overn ight. Visitors to Nartok are
com monpiace, as the city is on the m ain .,
tradin g route on the road to Falkovnia.

During this break in the action, Vito
offe rs to tell a fortune for another of the
heroes.

At some point shortly after their
arr iva l, have one of Na rto k's cit izens
caut ion the heroes abo ut displ aying
magical item s in public. To allay the
hero 's suspic ions, thi s friend iy wa rn ing
m ight perhaps come from an individual
who was or ig inally from the same
homeiand as the hero , but who now
regards himseif as a "Da rkonian,"
perhaps a bartend er at an inn or a
merch ant in the m arketpiace.

Im m ediately afte r th is warn ing is
give n, the Dungeon Master should alert
the hero to the fac t that he is being
watc hed , from the shadows, by a
m ember of th e Nartok mi litia. Later
that day, the indiv iduai who gave the
warn ing disapp ears and is never seen
aga in. If asked, friends and
acquaintances whisper that the
disap pearance must be the wo rk of
"the Kargat."

If the heroes ask questions about the
prohib ition on magical items , any citizen
of Nartok can tell them that these items
must be turn ed ove r to the temple for
destruction, " lest they be used against
the living by the dead." It is said that if
the item s are not turned ove r, "death's
handmaiden" will come to clai m
them. This warning wil l have
repercussions in the section Deeth's
Handmaiden , on page 24 .
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~
hree co rpora ls of Nartok 's mil itia
noti ce Vito ho lding the blood blade.
Th ey approach the hero es and begin

questioning th em, trying to determine whether
th e unusual looking wea pon is a m agical item
and whether the heroes are carry ing any ot her
ma gical items. If the heroes adm it that the
blood blade or any of the ir possessions are
mag ical (o r act in an evasive and suspic ious
ma nner) the so ld iers order the heroes to turn
these items in at the temple du rin g the next
midnight mass.

At this point, an officer of the Karga t
approaches (the Dungeon Master should use the
wereboar Lars Snegrin, who is described on page
32). Th ink ing that the heroes might be members
of the Ebon Fold, Lars uses that society's secret
sign, a fist drawn across the throat.

Th e DM sho uld act out this secret sign for
the players while speaking in character as
Lars. If any of the pl ayers respond in kind (or
says that hi s charac ter is drawing a fist ac ross
his th ro at ) Lars berates the co rpora ls for
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" interrupting state bu sines s" and sends th em
on th eir way with a cuff or a ki ck . He then
instructs the heroes to "meet me later, at the
side door of the temple." If the characters later
decide to look for Lars at the temple, see
Getting Inside, pag e 27.

Lars then co ntinues on his way to a nearby
pu b, where he spends 1d4 +1 hours dri nking ,
and later returns to the temple. He serenades
th e pub patron s with his ma gica l t in whistle,
caus ing th em great pain, and then leaves in
an angr y huff when they fail to appreciate his
music . (No one dares to chastise him since
he's a m ember of th e Kargat. )

If the heroes try to accom pany Lars to th e
pub, or tr y to m eet up with him th ere later, he
dri ves th em off with shouts and abusive
language. He's in a surly mood and do esn 't
wa nt any co m pany. If the y want to fol low him,
they 'll have to do so in secret.

If the secret sign is not returned by th e
heroes Lars orders the corporals to confiscate
th e dagger "and take it to the temple at on ce."
He then leaves for th e pu b. It doesn' t even
dawn on th e dim-witted wereboar th at the
hero es m ight be more than a match for the
corporals or that he should arre st th e heroes.

If the hero es fight and defeat th e m ilitia,
they can con tinu e on as before. If any of the
milit ia escape , they hurry back to their
headquarters to file a report. Th e militia (and
the ir Ka rgat masters) now will be on the
look out for th e heroes and will tr y to capture
them wheneve r the y are seen.

Na rtok Militia (3) : AC 6 (studded leath er,
shield ) ; MV 12 (lightly encum bered) ; HD 2;
hp 11; TH A CO 19; #AT 1; Dmg 1d6 (short
sword) ; SZ M (6' tall ]; ML steady (1 2) ;
Int avg (10) ; AL NE; XP 35 .

Deeth's Handmaiden
This encounter assumes that the hero es are

staying ove rn ight in Nar tok and that the
m ilit ia have noticed (o r been in formed of) a
magica l item in th e hands of the heroes th at
should be co nfisca ted. This item m ight be the
blood blade or it might be one of th e heroes'
wea pons or possessions.

When a magical item is to be co nfiscated in
Na rtok, the resident imp of the Temple of th e
Etern al Order is sent out to do the collecting.
This imp is the person al "se rva nt" of Jerem ias
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Grim shaw, bishop of Na rtok. (The general
public , of co urse , does not know of the imp's
co nnection with the temple. Th ey beli eve it is
a fiend that co mes directl y from the
neth erworld in which the dead dwell. )

Th e im p per form s its co llect ion duties by
night , polymorph in g into giant rat fo rm to
move freely about the city while search ing for
th e person who m atches the descrip ti on it has
been given. Once it has found that individual ,
it uses its detect magic abi lity to spot the
desired item (and any others that might be in
the vicin ity). It gathers up th ese objects , then
pol ym orphs into its true imp form and delivers
th e co up de grace as the victi m sleeps ,
st ing ing th e ta rget with its poison tail. It then
fl ies rapidly back to the temple under cover of
an inv isibility spell , the co nfiscated magical
item s cla sped in it s arms .

Th e enc ounter with the imp itsel f takes
pl ace at night in whatever dwell ing the hero es
are staying at.

Th e im p fir st sp ies on the heroes in its gia nt
rat for m . (The Dungeon Mas ter should
m ention that the heroes see a rat at some
poin t that evening, blending this fact in wi th
th e genera l description of th e inn. ) Observing
the fact that Vit o owns a monkey, the imp
deci des to use thi s for m when it sneaks into
the target charac te r's roo m.

No te: If the im p 's target is Vito, the DM
sho uld try to ensu re that at least one of the
heroes is sharing a roo m with him. Vito sho uld
not be k il led in thi s encounter.

During its intrusion in to the target' s room,
the imp makes a noise that awakens at least
one of th e heroes there. This charac ter is
likely to mistake the im p for Tick le; th e only
di fferences are th at Ti ckl e wears cl ot hes and
has no tail , wh ile the im p in mon key form
wears no clothes and has a ta il. The
description th at follows is wri tt en to revea l
these clues , but only to a p layer who has been
paying attention!

A clattering noi se awakens you.
Looking around your darkened room, you
see the source of the sound. The monkey
is hanging by its tail from your bedpost ,
idly scratch ing its furr y chest. Th e
creature has knocked a candlestick to the
floor. Peering at you with a m ischievous
grin, it reaches for the (name of magical
item) that lies on the (location ).
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If the hero m ov es to prevent "Tickle" from
taking the m agi cal item, the im p im m ediate ly
trans forms into its tru e form. Read th e
fo llowing to the playe r:

The monkey shudders, as if suddenly
convulsed by fever. It's for m darke ns and
blurs, sprouting tiny, batlike wings, dark
leathery skin, and a wicked looking horn
atop its head. Its face becomes a thing of
nightmare, with beady eyes, a bulbous
nose, and grinning, jagged teeth. Dropping
to a squatting pos ition, the creature lashes
its tail back and forth ; it hisses through the
air like a whip about to strike.

Th e imp immediately attacks the hero ,
seeking to infl ict a poisonous stab wound with its
tail. At the sam e tim e, it lunges for the magical
item that it has come to collec t. If it succeeds in
capturing this item , it im mediately turns invisible
and attem pts to fly away. If necessary, it uses a
sugges tion spell to thwart pursuit.

If the imp is reduced to half of its hi t points,
it immediately flees. It returns the next night,
however-unless the heroes go into hiding.

If the heroes succeed in killing th e imp, th e
Dungeon Ma ster should adjust the statistics of
Jerem ias Grimshaw (see page 29 ) , who
immedia te ly loses four experie nce levels.

Kwelkoth (Imp) : A C 2; MV 6, FI 18 (A) ;
HD 2+2; hp 12; THACO 19 ; #AT 1; Dmg l d4
(ta il st ing) ; SA po iso n; SD immune to cold,
fire , and elec tricity, silver or magical weap on
to hit , regeneration; MR 25%, res ists spells as
7 Hit Die monster ; SZ T (2 ' tall); ML avg (10);
Int avg (10); A L LE ; XP 650 .

No tes: A successful hit by an im p 's tail injects Type
F po ison ; victims who fail a saving throw vs .
poison instant ly di e. Th e imp can polym orph
into giant rat or monkey form, and atta cks
using the natural weap ons of those creatures
(see below ).
Im ps regenerate 1 hit point per melee round.
They can detect magic or become invisible at
wil l. Once per day they can use a suggestion.

Imp in Monkey Form: AC 8 ; MV 9; HD 1+ 1;
hp 7; THACO 19; #AT 1; Dmg 1 (bite) ;
SD im mune to cold, fire, and electr icity, silver or
magical weapon to hit, regeneration; MR 25%,
resists spells as 7 Hit Die monster ; SZ T (1' tall );
ML avg (10); Int avg (10); AL LE ; XP 650.
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Imp in Giant Rat Form : AC 7; MV 12, Sw 6;
HD 1/ 2; hp 4 ; THA CO 20; #AT I: Dm g 1- 3
(bite ); SA disease; SO im m une to cold, fir e,
and elect rici ty , silver or magica l weapon to
hit, regenerati on ; MR 25 %, resists spells as 7
Hit Die mon ster ; SZ T (2 ' long) ; ML avg ( 10) ;
lnt avg (10) ; A L LE; XP 650.

Notes: In its giant rat form, the imp's has a 5%
chance (per wound) of infecting anyone it bites
with a serious disease unless the victim m akes
a successful saving throw VS . poison.

Temple ol the Eternal Order

fll hile the Etern al Orde r pretends to be
a religi on th at is dedi cat ed to
kee pi ng the Hour of Ascensio n at

bay by propitiati ng the dead , it s membe rs
are in fact in leagu e with the un dead. For
th is reason, th e tem pl e is a sinkho le of evil.
Non -evil p ries ts who venture in sid e it suffe r
a - 2 pena lty when turning undead.

Th e layout of the temple is shown on the
poster m ap. When th e heroes fi rst view the
outs ide of the tem ple , read th e following;

You sta nd before a m assive bu ilding .
its wa lls co nstruc ted of dull b lack stone.
Here and there , pa le gray sto nes set
into the faca de are ca rved to resem ble
human faces, ones with wide eyes and
a m outh s th at gape open, as if
sc reaming in morta l ter ror. Cl ing ing to
the wa lls are patches of ivy, ste ms dry
and br ittle and leaves brown and dead.

A huge dome caps the roof at the
m idpoin t of the structure and is flanked
by smaller domes to eit he r side and to
the rear. All are surfaced wit h mottled,
bo ne -wh ite tile. The domes are squat
and odd ly shaped, and bea r a
disturbing resem blance to po isonous
mushr oom s.

Around the centra l dome is a ring of
sta tues that resemb le deformed
hu m anoids-hunch ed, Winged creatures
tha t g la re down with co ld, stone eyes .

The bu ilding is fronted by w ide stone
stai rs that have been wo rn smooth by
the passage o f many feet. Th ese
stai rcases lead to four sets of do ub le
doors. The sto ne fra me around eac h set
of doors has been ca rved to prod uce
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the effec t of a hideous, gapi ng m outh.
Th e doors them selves are made of
smooth, black wood, so polished tha t it
shi nes lik e meta l. Th e hand les are
made of bone and are carved into the
shape of gri nning skul ls .

Smalle r sets of sta irs on either side of
the building lead to sing le doors of
simila r appearance.

The wa lls that support the dom ed
side and rear chambers of the bui ld ing
are set w it h sta ined glass windows.
From the outs ide, it is di ffic ult to see
what these pa nels po rt ray. But the odd
shapes and somber co lo rs of the glass
create an unsettl ing effect.

The m ain (front) doors of the tem ple are
barred and wi ll not be ope ned until th e next
pub li c wo rship is held .

Th e side doors are all lock ed; eac h of th e
temple priests (and the five Ka rgat officers)
has a key. These keys are m ade of bl ack
wroug ht iro n topped with an ivory sk ull.
Th ey also open all of th e locked doors inside
the temple.

Th e locks on the side doors m ay be picked
or the barred doors at the front forced open,
but any fa iled lockpi cking atte mpt (or any
attempt to open a door by bru te for ce)
triggers a sy mbol spe ll th at has been p laced
upo n the door. A glOWing red sk ull appea rs
on the door 's surface; any character lookin g
at it must ma ke a successful sav ing throw
vs. spe ll to avoid suffe ring wrack ing pain s
for 2d 10 turns . During this time, th e v icti ms
suffer a -4 pena lty to their attack ro lls and a
- 2 pena lty to their Dexteri ty sco res.

On the roof , there 'are 32 statues around
the central do m e.Th ey look much like
gargoy les and , indeed, radi at e an aura of
magi c. They serve as the tem ple's "bell s."
On every fo urth ev eni ng , at sunset, th ese
statues open the ir m ou th s and sing in a
ghastly chor us that can be heard througho ut
th e ci ty .

Anyone hearing these vo ices (w hic h sound
like the m oaning of tortured souls) must
m ak e a successfu l sav ing throw vs . spe ll to
avoid bein g affected by a sugges tion spe ll
th at compe ls the character to go to th e
tem ple and parti ci pate in th e eve ni ng service
(see Th e M idnight Mas s , page 36 ).
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The heroes' best option for getting inside the
temple is simply to wait unti l the evening a
service is held, then enter through the main
doors with the throng of worshippers. Even if the
priests or Kargat offi cers are actively looking for
them , it shou ld be easy for the heroes to lose
themselves in the crowd of several hundred
peopl e that packs the tem ple's nave du ring a
service. It shou ld also be a sim ple matter to slip
away from the crowd and hide in another part of
the temple until the service is ove r.

Alternatively, the heroes may take Lars up on
his instructi ons to meet him "at the side door of
the temple." (See the section A Brush With the
Law, page 24 .) Unfortunately, Lars didn't tell
them w h ich side door to meet him at , or when.

Still , if the heroes wait until Lars is back at the
temple (or have the good fortune to be delayed
until that time), they can knock at any side door
and say they are there to meet him. Th ey do not
even need to know his name (which he ma y
have neglected to tell them at their first
meeting). If they simply describe him , anyone
liv ing in the temple will know who they mean.

.,­- {

Th e door is answered by Pio Volten , one of
the temple priests. He opens th e door a mere
crac k, and asks the heroes th eir business.

Pio Yolten , hrn , PI: AC 9 ; MY 12
(unenc um bered) ; hp 8 ; THACO 20 ( 19 wi th
magica l dagg er ) ; #AT 1; Dmg 1d4 +1
(magical dagger): SA spe lls; SZ M (S' I 0 " );
ML steady ( 11); Int avg ( 12) ; A L NE: XP 3S.

MagicaLItems: + I dagg er.
Sp ells (reversed ):
1st-cause ligh l wounds (cure lighl w ounds).

If La rs has not yet returned to the temple ,
Pio will not admit the heroes. He does not
know the secret sign of the Ebon Fold , and
the crystal -b laded bLood bLade means noth ing
to him. He te lls the heroes to co me back later
and shuts the door in their faces .

If the heroes force th eir way inside and make
a lot of noise in the process, 2d4 additi onal
temple pri ests show up within 1d4 rounds to
help to ss them out (use the I st- Ievel Priest
statist ics on page 31 ). If the confrontation is
loud enough, the pri est Dominique Nagy (see
page 30) and the Kargat office r Boris Gjo rki n
(see page 3 1) wi ll arrive to take charge in
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another 1d4 rounds. Each shouts orders at the
priests, co ntradic ting the orders of the other.
Despite thi s obv ious confl ict, they eventua lly
wind up working together to defeat the heroes.
The pri ests wil l tr y to capture trespassers, the
Kargat will tr y to kill them , but both will be
satisfied with driving interlopers out of the
temple.

If Lars has returned from his drinking bou t ,
Pio asks th e heroes to wa it and cl oses the
door aga in, locking it beh ind him. He then
runs to find Lars. Th e wereboar is too
inebriated to com e to the door himself, but he
tells Pio that he m et "members of the Eb on
Fold " in the streets earl ier tha t day.

Wh ether or not the heroes can bluff their
way into the temple depends upon the role­
pla ying abilities of the players. If Pio adm its
them, he escorts them to the room currently
shared by the two surv iving Ebon Fold
members (Room B6).

Only Vilna von Pessack (see page 33) is in
thi s room. Viln a kn ows eve ry mem ber of the
Ebon Fold by sight and immediately reali zes
that the heroes are im postors. He believes
himself to be a vampire, a power ful creature
who is more than ab le to deal with the heroes
on his own. He haughtily dismi sses Pia, invi tes
the heroes in and then beg ins to toy with them ,
ma king vei led threats that hint at his supposed
vampiric powers. Vilna is armed with a blood
blade, but if the heroes are ca reful not to m ake
too much noise, they should be able to
dispose of him swift ly and silently.

Ano ther option for getti ng insid e the tem ple
is for the heroes to sneak in, eithe r by picking
a lock , forcin g one of the barred do uble doors
at the front of the building , or breaking a
stained glass window and cl imbing in. (The
windows are six feet ta ll and three feet w ide,
and are posit ioned 15 feet abov e the ground.)
Or they m igh t use m ore subtle m eans to slip
into the temple, m agic , for exa m ple.

It is up to the Dungeon Master to judge the
success of the incu rsion based upon the
amount of noise m ade by the heroes. If they
are loud and obvious, they are attacked by
2d4 temple priests and po ssibly by
Dominique and Bor is as we ll, who react as
described above.

A ltern ately, the heroes might choose to
watc h th e tem ple. Eventuall y one of the 1st­
level Priests, Pio, will venture out on an
errand . If th e heroes succeed in am bushin g
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Pia , the key that he ca rries can be used to
open any of the tem ple's side doors.

If they are sneaky and silent, the heroes can
exp lore the tem ple at wil l. It 's a large, dimly lit
place, full of shadowy co rne rs in which to
hide. Many of the room s are unlock ed; others
can be entered usin g one of the keys carr ied
by the priests. Sk ip ahead to the section After
Hours in th e Temple, page 40.

Occupants 01 the Temple

1[he occupants of Na rtok 's Temple of
the Etern al Order are divided into two
dist inct factions, Th e fir st is the

priesthood , the fi fteen evil cl erics who conduct
the tem ple's midnigh t m asses and per form
the other duti es of the state religion , This
group is led by Bishop Jerem ias Grims haw,
who is aided by his seco nd -in -command, th e
drow elf Dominique Nagy, and by the m ad
gno m e Bur/in Netherwood. Twelve lay priests,
all human , serve und er them .

Th e second facti on is m ade up of off icers of
the Kargat (Dark en's secret police for ce) and
their m inions . This group includes Lowell yn
Dachine, in charge of construct ing an infernal
machine within the temple, four Iycanth ropes
(Bo ris Gjorkin, Lars Snegrin , Francin e Pavlina,
and Pasha Bella ), and the two surv iv ing
m em bers of the Ebon Fold (Vilna von Pessack
and Jurgen Yar/sbo ro) .

Th e two groups are living in an uneasy
all iance within the temple. The Kargat are
solely interested in accum ulat ing enough life
force to power the infernal machine. They are
using their blood blades to atta ck m em bers of
the congregation and have also desecrated
several of the statuesin the temple by
rep lacing the heads of these statues with
crystal skulls. Becau se the skulls are shielded
by powerful illusions, the priests do not know
what was done to the statues, but they do kn ow
that the Kargat are defiling them each time
they insert a blood blade into a statue's eye .
They are also angry at the authorita rian air s of
the five Kargat officers, who seem to think that
theycan run roughshod over tem ple routine.

Th e priests' primary co nce rn is to fleece the
po pulace of Nartok , co llecting both tithes and
m agical item s from them. In retali ati on for the
Kargat office rs upsetting the orderly activ it ies
of the tem ple, the priest have stopped sharing
the m agical item s they seize with the Karga t.
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negation, which Domini qu e Nagy plans to use
to "cl eanse" the statues.

The Kargat of ficers suspect that the
co nfiscated m agical item s are being hidden
somewh ere within the templ e and are actively
searc hing for them . Th ey have not ye t found
the temple's hidden treas uries , however.

Th~ Prlests
The priests of th e Etern al Order worship the

gods of death and dress in ill-fitting , ash ­
colored robes. Th eir holy symbol (used to
co ntrol th e undead) is a small sick le with a
blad e of pure gold. When co nd ucting services,
the pr iests sm ear th eir faces with white clay,
giving th em a deathly pa llor.

Bishop Je rem ias Grim shaw, hm, P5 : AC 8
(+2 ring ofprotection) ; MY 12 (unencumbered);
hp 32 ; THA CO 18; #AT 1; Dm g 2d6 (ga rotte) ;
SA strangulation, spells; SD spe lls; SW death of
im p; MR 25 % if imp within range; SZ M (5'5" );
ML elite ( 13); AL NE; XP 1,400.
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Notes: Jeremias' sole m elee weapon is the ga ro tte,
a flexib le length of wire wi th a handle at either
end . Jerem ias attacks from behi nd and wraps
thi s wire around hi s vict im 's th roat. A
successfu l attack infl icts 2d6 points of dama ge.
To avo id fur ther damage, the victim m ust break
free. This is done by making an open doors
rol l. One attempt m ay be m ade eac h round .
Each failed atte mpt m eans that Jerem ias is
able to str ang le the victi m for another m elee
ro und, infli ctin g another 1d6 po ints of damage.
Twice per day, Jeremias can use the power
in sp ire fear, which is sim ilar to the 4th level
wizard spe ll fear. As a pr iest of the death god ,
Je remias can contro l the undead; use the
Turning Undead tab le in the Realm of Terror
book.
Jeremias is telepathi cally linked to the im p,
Kw elkoth. Whenever the im p is wi thin one m ile
of J erem ias (within the temple or the
neighborhood im m ediately around it) the
crea ture co nfers some of its powers upon him .
Most im portantly, it allows Jeremias to ac t as a
6th -level priest; when the im p is out of rang e,
however, he acts as a 4t h-lev el priest. See
below for detai ls .

S 12, D 16 , Co 10, I 18, W 16, C 13
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Appearance: Jerem ias is in his m id-50s,
with piercing eyes and a lon g, th in nose. He is
com pletely bald and has jutti ng cheekbones
that give hi s face an almost skeleta l
app earance. He dresses in plain gray robes
and often shrouds his face by pull ing up his
hood. His status as bisho p is ind icated by
sick les th at are em broidered upon his sleeves
in golden thread.

Personality : J erem ias is a som ber
individual; no one can eve r recall having
heard him laugh. He earned the position of
bishop of Nartok by keeping his ow n counsel
and t rusting no one except the imp who
helped him achieve this goa l. He is not well
li ked by the priests at the temple, but he is
feared and respected .

Magical Items: Jerem ias wears a +2 ring of
protection at all times. It is a plain silver band,
set with a series of black , shield-shape d stones.
He also ca rries with him a staff of swarm ing
insects, an oake n staff carved with the im ages
of flies. It currently contains 20 charges; each
time a charge is spent one of the ca rved fl ies
disappears. The staff' s range is 100 feet (if
Jerem ias is at 4th level) or 120 feet (if
Jerem ias is at 6th level) . It produces either 100
or 120 swarm ing fl ies that inflict either 10 or
12 hit po ints of damage before vanishing .

Spells at Level 4 (reversed):
1st- cau se lig ht wounds (cure light

wounds), comma nd, curse (b less) , detect
magic, faerie {ire.

2nd- hold person , obsc urement, silence 15 '
rad ius, wyvern wa tch.

Additional Spells at Level 6 (reversed):
2nd- enth ra ll .
3rd- cause bli ndn ess or deafness (cure

blindness or deafness), feign death .
Special Abili ties: Je remias' telepathic link to

the imp, Kwelkoth, enables him to see through
the im p's eyes, and to use its infravision.

Th e im p conveys both a 25% m agical
resistan ce upon Jeremi as, and the ability to
regenerate 1 hit point per round. When it is
within range, Jerem ias functions as a 6t h- level
pr iest with 38 hit points.

If the im p is not within range, Jerem ias
funct ions as a 4th -level priest with 29 hi t
points.

Should the imp be k illed, Jerem ias loses four
levels of experience, and becom es a mere I st­
level priest. (Use the Temple Priest statistics to
represent Je rem ias' reduced abi lit ies.)
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Dominique Nagy, drow f , P4 : AC 7 (+3 from
three ioun stones); MV 12 (unencum bered):
hp 25 ; THA CO 18; #AT 1; Dmg 1d4 +2 (+2
adam antine dagger) ; SA spe lls: SD spells;
SW bright light ; MR 56%, +2 bonus to saves
vs. m agic, +6 bonus to saves vs. fire;
SZ M (5' ); M L elite ( 13) ; AL CE; XP 975.

Notes: As a draw elf, Dominique can cast the
following spells once per day: dancing lights,
faerie li re, darkness, clairvoya nce, detect lie,
suggestion, and dispel magic.
When confronted with bright light (when within
the radius of a light or conlinual light spell, for
exa mple), Dominique loses 2 points from her
Dexterity and attacks with a - 2 penalty. Victims
of her spe lls receive a +2 bonus to any saving
throws they make against her magic. If the
victim is also within the radius of the spell,
Dominique suffers an add tttona l > l penalty to
her attacks, while the victim gains an additional
+ I bonus to saving throws aga inst her magic. If
she's unable to counter bright light with a
darknessspell, there is a 75%chance that
Dominique will leave the area.
Because she serves the gods of death,
Domi nique has two granted powers. Twice per
day, she can use the power inspire {ear, which
is similar to the 4th-level wizard spell fear. She
can also control the undead; use the Turning
Undead table in the Realm of Terror book.
In addition, as a priestess of Kiaransalee,
Dominique has the ability to use the granted
power animate dead to raise up a maximum of
one corpse per day.

S 13, D 13 , Co 12, I 15, W 13, C 9

Appeara nce: Domin ique has m idnight -black
skin, pointed ears, .and m oon-white hair worn
in a sing le braid. She wears the gray robes of
her order ov er a black velvet tunic, and is
shod in low black slippers. A silver ring on her
left thumb holds a large black stone engrave d
with the image of a curved dagger, sym bo l of
the drow goddess Kiaransalee (details on this
goddess can be found in the book , Monster
My thology ). Th ree ioun stones or bi t her
constantly.

Personality: Dom inique comes from a realm
outside the Dom ain of Dread, but has been living
in Darkon for several years. Like all Darkon ians,
she believes she was born in this doma in. The
one thing she retained from her original
hom eland was a fervent worship of Kiaransalee,
drow goddess of vengeance and the undead.
Like her goddess, Dom inique is always m aking
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secret plans for exacting vengeance upon those
who have slighted her or her deity.

Magical Items: A lth ough they do not radiate
m agic, Dom inique's tunic and slippers
fun cti on as if they wer e a cloak of eluen k ind
and boots ofeluenkind, giving her a 75%
chance to blend with shadows and becom e
nearl y invisi ble. The tunic is fire-resistant,
prov id ing a +6 bonus to all saving throws
having to do wit h fire.

Spells (reuersed) :
I st-command, curse (b less), darkness

(ligh t), detect magic.
2nd-aid, ent hrall.

Burl in Netherwood, gm,.P3 : A C 10; MV 12
(unenc um bered); hp 21; THACO 20; #AT I ;
Dmg bl ind ness (blowpipe); SA spe lls;
SD spe lls; SZ S (3 ') ; ML steady ( 12) ; AL CE;
XP 175.
Note: Becau se he serves the gods of dea th, Burlin

has two granted powers, Twice per day, he can
use the power inspi re {ear, which is similar to
the 4th-level wizard spell fear. He can also
control the undead; use the Turning Undead
table in the Realm of Terror book.
In addition, as a priest of Urdlen, Burlin has the
ability to cast the spell slinking cloud three
times per day.

S 10, D 13 , Co 17,1 13 , W 10 , C 4

Appea rance : Burl in is a scruffy- looking
gnome with uncombed hair, a m atted beard ,
and a frayed, ash robe. The faint odo r of
rotten eggs cl ings to him as a result of his
granted ab ility to cast the stinking cloud spell .

Personality : Burlin is a thorou gh ly nasty
individual who delights in death and
bloodlett ing . He has turned his gnom ish
tin k ering talents toward the creation of
fiendishly cl ever, miniaturized execution
devices, and enjoys test ing these on sm all
animals. He worships the evil gnomish god
Urd len, and dedicates the blood he sp il ls to
that deity (details on thi s god can be found in
the book , MonsLer Mythology) .

Magical Items: Burlin wears a rin g of animal
friendsh ip, which he uses to capture anim als
for hi s experiments . Burl in' s weapon is a
blowp ipe loaded with powder oi th e black ueil
(desc ribed in the Tome ofMag ic). This
m agical black powder causes tem po rary
blindness unl ess the vict im can m ake a
successful saving throw vs. spell. Burl in

carr ies the powder in a pouch, in 12 paper­
wrapped doses that are ready to shoot. Th e
blow pipe has a range of just five feet.

Spells (reuersed) :
I st- cause light wounds (cure ligh l

wo unds) , curse (b less).
2nd- hold person .

Tem ple Priest s, hm/ f , PI ( 12): AC 9 ; MV
12 (unencum bered) ; hp 8 each; THACO 20;
#AT I ; Dm g l d4 (d agger) ; SA spells; SZ M
(5'5-6 ') ; ML steady ( 11) ; Int avg ( 12) ; A L NE;
XP 35 each.
Notes: As followers of the gods of death, these

priests can control the undead; use the Turning
Undead table in the Realm of Terror book.

Mag ical Items: Shared among these pr iests
are a w and ofenemy detection (35 charges),
two +1 daggers, three po tions of healing, and
a neck lace of strangu lation (presented to the
intended vi ctim as a gift of "praye r beads" ).

Spells (reuersed):
1st- cause light wo unds (cure ligh t wo unds).

The Kargat
Boris Gjorkin , werebear m (Lycant hrope) :

A C 2; MV 9 ; HD 7+3; hp 42; THACO 13;
#AT 1 or 3; Dmg 1 + energy drain (b lood
blade) or 1-3/l -3/2d4 (claw/claw/ bite );
SA hug; SD m agical or co ld -forged iron
weapons to hit; SW belladon na; SZ L (6 '6"
tall ) ; ML elite ( 14) ; AL CN; XP 1,400 .
No tes: If both of the werebear's claw att acks are

successful, Boris hugs for an additional 2d8
points of damage. Within the city. Boris is
una ble to sum mon bears.

S 19 , D 15 , Co 16 , 1 12, W 8, C 13

Appearance: Boris is a hulk ing giant of a man
with a low forehead, thi ck eyebrows that g ive
him a glowering appearance , and muscul ar,
hairy arms. Bori s does not so much walk as
lumber. He appears pond erou s and slow, but
can move with great speed when necessary.

Personalily : Boris gives the appea rance of
being gruff and dim-witted but is, in fact, of
average dispos it ion and intell igence. He
always thinks thing s th rou gh carefully before
acting , often crack ing hi s knuckles as he
stands and pond ers a questi on in silence. Due
to hi s chaotic natu re, it is im possible to predict
what his answer m ight be in any situation. He
loves to eat and can pack awa y an incredible
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amount of food . He sleeps soundly ; even
alarm bells do not disturb his slumber.

Magical Items: Bor is carries wi th him a
pouch containing twelve dried berries. When
eaten , these have the sam e effect as berri es
treated with a goodberry spell. He also has a
chunk of magical hone yc omb that acts as a
philter of looe. It is enclosed in a sma ll m etal
box engraved ( in the Vistani language) with
the words: "Sweets for your sweeth eart."

Lars Snegrin , wereboar m (Lycant hrope):
AC 4; MV 12; HD 5+2; hp 31; THACO 15;
#AT 1; Dmg 1 + energy drain (blood blade) or
2d6 (tusks) ; SD m agical or oaken weapons to
hit ; SW camphor; SZ M (5'8" tall) ; ML elite ( 13);
ALN; XP650.

S 17,D 14,Co 18,17, W 9, C 6

Appearance: Lars' gray hair is so closely
cropped that it seems more like stubble. He
has a wide, flared nose, crooked teeth, and a
face th at is stipp led with scar t issue. A scar at
the edge of his lip pu lls his mouth int o a
perpetua l sneer.

Personality: Lars is a bully, plain and
simple. Too slow-witte d to infli ct em otional
abuse, he instead relies upon his fists to
satisfy his sadist ic im pulses. He often
int erprets casua l rema rks as insu lts and
responds accordingly, but with v iolence.

Magical Items. Lars carries a battered and
dented magical tin whistle tha t has some of the
pro perties of a set of pipes of pain. When
played it emits a shrill, off-key whistling sound
that causes intense pain and inflicts I d4 points
of damage per round. Th is noise does not affect
Lars; over the years he has developed a natural
immunity to the whistle's magical effects.

Francine Pavlina , wererat f (Ly cant hrope) :
AC 6; MV 12; HD 3 +1; hp 15; TH ACO 17;
#AT 1; Dmg 1 + energy dra in (b lood blade) ;
SA surprise; SD m agical weapons to hit ;
SW alcohol ; SZ M (4'8" ta ll ); ML steady ( 12) ;
AL LE; XP 270.
Notes: Francine's strength is that she can be

wounded only by magical weapons. Her
weakness is that she is vulnerable to alcohol.
Ingesting even an ounce of it will kill her
instantly. She can summon and control 2d6
giant rats at will. They arrive in 1d4+1 rounds
after being summoned.

S 10, D 17, Co 12, I 15, W 12, C 10

Appearan ce: Francine is a sm all woma n
whose eyes seem to be always squ inting
behind thick glass spec tacles. She is thin and
wiry and wears her hair pulled back in a
severe bun.

Personality: Fran cine seem s perp etually
ner vous and m ov es with quick, sudden
gestures. She speaks rap idl y in a high­
pitched voi ce and often repeats herself.

Magica l Items: Fr ancine wears a ring of
inuisibility, which she uses to spy on pr iests
and fellow Ka rgat members al ike .

Pasha Bella, were t iger f (Lycanthrope):
AC 3; MV 12; HD 6+2 ; hp 26 ; TH ACO 15;
#AT 1 or 3 ; Dm g 1 + energy dra in (blood
blade) or 1d4/l d4 / 2d6 (punch/ punch/ bite);
SA rak e; SD magical or obsid ian-tipped
weapons to hit ; SW ginseng ; SZ M (5' 10"
tall ) ; ML eli te ( 13 ) ; A L NE; XP 975.
Notes: Pasha has the option of raking with her

claws, rather than punching. A rake attack
inflicts 1d4+ J points of damage.

S 18, D 18 , Co 16,11 2 , W 8, C 13 ( 18 )

Appearance; Pasha is a stun ningly beauti ful
wom an with dark, lustrous sk in and long
brown hair that is streaked with highlights of
gold. She dresses in elegant silks and enjoy s
wearing go ld rings and bracelets.

Personali ty : Pasha moves with flui d grace
and always seems perfectl y poised. Her
m ann ers are im peccable- but they hide a
co ld heart, for Pasha is unable to care about
anyo ne but herself and her two newborn cubs
(see Pasha 's Secre t , page 44 ). She is utterly
without com passion and wil l always act in her
own best interest. .

Magical Items. Pasha is wearing a ring of
human influence, which boosts her Charisma to
18 when dealing with humanoids. She can also
(once per day each) use the ring to charm or
cast a suggestion spell upon an unsuspect ing
vict im. (Normal saving throws apply.)

The Ebon told
Desp ite the defe at of their order in the

adventure Death Unchain ed, a handful of the
assass ins who belonged to the Ebon Fold
surv ived. Two of them made it as far as
Nartok and now have taken up residence in
the Temple of the Eterna l Order.

These Ebon Fold mem bers were or ig inally



2l 'f)oormaQ ~o 'f)cath
~

MS 25
RL 05

I

!
J

normal mor tal thieves who died at the hands
of the Talons of Falkovni a by being impaled on
stakes. While they were brought back to life by
the necroma ncer Ladislas Sintesti, their former
m aster, the spell he used did not trul y heal all
their wounds. Their bodies work perfect ly well,
but the injuries they sustained at death merely
stopped bleeding, they did not heal over. As a
result , each member of the Ebon Fold has a
fist-sized hol e that pierces his torso.

Orig ina ll y fearless servants of evil, Vilna and
J urgen became dem oralized at the loss of
their m aster. Th ey now follow the orders of the
Ka rgat , but only grudgingly, for th e Kar gat
have not promised them etern al life as their
former ma ster did.

They still ca rry with them the m agical
dagge rs that originally were known as death
shards. These crys tal-bladed dagg ers have
undergone a transforma tion, and now function
as blood blades (see page 2 1) . Once Vilna
and J urgen are alerted to the fact tha t the
blood inside these daggers can be used to
increase their energy levels (hit points and hit
dice, but not the associated skills) they will
likely betray their new masters and seek to
use the blood blades for their own benefi t.

Vilna von Pessack, hm , T3: AC 7
(Dexterity bonus) ; MV 12 (unencumbered );
hp 11; THACO 19 ; #AT 1; Dmg 1 + energy
drain (blood blade); SA backstab; SZ M
(5 ' 10"); ML unsteady (6 ); AL NE; XP 120.

pp 20 OL 15 F/RT 05 MS 45
HS 35 DN 15 CW 60 RL 05

Notes: When attacking from behind, Vilna has a
THACO of 15. In addition, the target's shield
and Dexterity bonuses to AC are negated.

S 14, D 17, Co 12,1 17, W 14, C 17.

Appearance: Vilna is a handsom e, charm ing
m an who dresses in elegant cloth ing,
including a black hat and cape.

Personality : Vilna 's death and resurrection
have driven him m ad. He is delusional and
beli eves himself to be a vam pire. He often
swoo ps arou nd a room with his cape
outstretched, insisting that he is a bat. He also
likes to bite his vic tims on the neck .

Jurgen Yarlsboro, hm , T3: AC 7 (leather
armor); MV 12 (unencum bered); hp 10;
THACO 19 ; #AT 1; Dm g 1 + energy drain

))

(blood blade); SA bac kstab; SZ M (5'6");
ML unsteady (6) ; AL CE; XP 120.

pp 10 OL 10 F/ RT 05
HS 30 DN 15 CW 60

Notes: When attack ing from behind, Jurgen has a
THACO of 15. In addition, the target' s shield
and Dexterity bonuses to AC ore negated.

S 16, D 11, Co 10, I 1, W 12, C 10.

Appearance: Jurgen is an un kem pt
individu al , with scruffy clothes and uncombed
hair. He is sho rt but muscular.

Personality: J urgen 's death and resurrection
have driven him m ad. He suffers from
hall ucinati ons, and sees ma ggots everywhere;
he is constantly going through the motions of
pluck ing them off his skin and out of his food.

The Infernal Illachlne
In Death Unchained, the heroes enco unte red

a secret society (the Ebon Fold) whose
members were using m agical daggers to steal
life energy and channel it back to a crystal
skull. A lette r within the lair of the Ebon Fold
ind icat ed that thi s skull , once full , was to be
deli vered by a courier in Stang engrad to
someone nam ed Lowellyn Dach ine.

Th at skull was one of six th at were created
to power an experimental m agic al devic e that
Lowell yn has constructed (using plans drawn
up by his m aster, Aza lin) in the Tem ple of the
Etern al Order in Nartok .

As thi s adventure begins, th e inferna l
mach ine has at last been co mple ted. Five
crys tal skulls have been deli vered to the
temple by other agents of the Kargat. The loss
of the skull fro m Falkovnia, however, has set
the experim ent back a li ttl e. Now the Kargat
at the tem ple (and the two sur viv ing Ebon
Fold m embers) must work overti me to steal
the additional li fe force necessary to full y
charge the infernal machine.

Th e li fe force is sto len using blood blades
and is depos ited in crystal skulls within the
temple. These skulls are magica lly connected
to a go lden coffin at the heart of the temple.
As soon as enough energy has been sto red
within the skull s, Lowell yn will lock hi m self in
the co ffin and activ ate the infern al machine,
transform ing himself into a powerfu l creature
that is sim ilar to a li ch in m any ways.

The infern al machine may be an
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awesomely po werful m agical devi ce , but it is
m erely a p ro totype for a larger magical devi ce
currently under co nstr uc tion in II A luk . Th e
Iich lo rd Azali n pl an s to use this m or e
powerful device to tr ans form himself into a
dem ilich . He hopes that this will allow him to
escape the co nfines of the Demiplane of
Dread .

A lthoug h the infernal mach ine is located
wit hi n their temple, the pr iests of the Eternal
Order do not know its true purpo se; th ey do
not even know abou t the cr ystal skulls.
Lowel ly n's Ka rgat minions do know about th e
sk ulls, but th ey kn ow precious little about the
mach ine, only that it is ex treme ly powerful ,
highly magical , and reserved for Low ell yn 's
use exclusively. If something were to happen
to Lowell yn , however, they just might try to
use the machine to ga in power fo r
themselves.

T he disruption of tem ple rou tin e and the
offic ious , authorita rian manner of the Kargat
have earned th e ire of the priests, who have
the ir own agenda to fulfil l ( lini ng the ir
pockets) . Only the fact that the Lowell yn is
hi mself a pr iest of the Etern al Order is causing
the other pries ts to submit to this intr us ion.

The erllstal Skulls
T he five m agi cal crysta l skulls that serve as

the reposi tor ies for the life force sto len by the
blood blades are hidden within th e Temple of
the Eternal Order in Narto k . Each has been
placed ato p a statue whose head has been
rem oved. Thi s handiwork was then concealed
using a powerfu l spe ll (devised by A zalin for
just th is pur pose) , which gives the illusion tha t
the statue was who le and sti ll in its or iginal
form. Th is il lusion is pe rmanent. It cannot be
di spe lled and is does not disappear whe n th e
illusionary "head" of the sta tue is to uc hed or
struck .

Characters with Su pra -Ge nius Intelligence
(19 or better) are not affected by the illusion
and ca n see the crystal sk ulls. Th e skulls ca n
also be seen by cha racters who use m ag ical
aids suc h as a gem ofseeing or the spe ll tru e
seeing. Only those cha rac te rs wh o have been
to ld that the "head" of the statue is no th ing
more tha n an illus ion m ask ing a cr ystal skull
ca n attem pt to disbe lieve the illusion tha t
hides it. Even th en , th e attempt to disbe lie ve
is m ade with a - 2 penal ty.
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The statues were felt to offer the safest
h idi ng p laces for th e crysta l sk ulls, since only
pr iests of th e Eternal Orde r are pe rm itted to
enter the alcoves that hold them; the pu blic
m ay approach an alcove to pray before ·the
statues, but m ay not pass thro ugh its
arc hway. Now that the c rysta l sk ulls are in
place, not eve n the priests are allowed to
app roach the statues, a situatio n that great ly
vexes the pri ests.

A ll of the statues inside th e alcoves are
simila r in ap pearance. When the he roes first
inspect one, read the players the fo llowing
desc ript ion;

Th e alc ove hol ds a statue of fiendish
ap pearance; a horned, ske letal head
and gaunt rib ca ge that is carved so that
it appears to be draped in du ll bla ck
ro bes. The eyes are set with gli ttering
gla ss and seem to fo llow yo ur eve ry
m ove , and the hands hold a raised ,
gilded scythe that seems ready to slice
through any who dare invade thi s
unho ly sanc tuary.

If the heroes look through a gem of seeing
at any of the statues that bears a crysta l sk ull
(o r m anage to disbe lieve or co unte rac t the
illusion placed upon it ), read the fo llowing to
th e p layers :

Th e head of th e statue disappea rs li k e
m ist. In its place is a gl ittering, c rystal
sk ull with deep eye sockets . Th e sku ll is
fi ll ed with a bright red liquid tha t slos hes
gent ly insid e it as if st irred by an
inv isibl e hand .

Th e li fe energ ies sto len by the blood blades
are deposited inside a crysta l sk ull by
inserting th e shaft of a blood blade into eit her
of the sku ll's eye sockets , which are deep
eno ugh to accommodate the full length of
the blade. (The illu sion m akes it look as
tho ug h the blade is bein g inserted in to one of
the sta tue's eyes .) Th e tr ansfer of li fe for ce
tak es only one rou nd, afte r wh ic h th e blood
blade is empty and rea dy to stea l m ore li fe
force .

Each of the skulls is protected wit h an
avoidance spe ll. Only crea tures hol d ing a
blood blade m ay freely approach one of the
sk ulls. Any other living creature atte mpting

,5

to touch one of the sk ulls m ust firs t m ake a
successful saving th ro w vs . spe ll to ap proach
within one foot of it.

Note: Since the skull is fixed to the heavy
stat ue and does not move away from the
character, creatures attempting to move
within one foot of a crysta l sk ull wil l be thrown
forcefu lly away by a magical force.

Should the skull be touch ed, an alarm spell is
triggered. The alarm can be heard th roughout
the nave and its adjoining rooms, but cannot be
heard in the rest of the temple. It cont inues
pealing for four turn s- or until a blood blade is
inserted in the eye of the skull, an act that
immediately silences (and resets) the spel l.

Each skull is also protected by a thi rd spell.
Th ese spells have a permanent durat ion, and
are triggered when th e skull is tou ched or
m oved in any way.

Skull 1 (Alcove A2) is protected by the
spell burn ing hands, wh ich produces a fan­
shaped flame that inflicts 1d3+20 points of
damage to anyone stand ing in the alcove. A
successful sav ing throw vs. spe ll reduces thi s
to ha lf damage.

Skull 2 (Alcove A 3) is protected by the
spell chill touch, which infl icts I d4 po ints of
dam age and reduces the vic tim's St rength by
I . The lost Strength will return at a rate of I
po int per hour. A successful sav ing throw vs.
spe ll causes the durati on of the Strength loss
to be halved; the poi nt of Strength returns in
half an hour.

Skull 3 (Alcove A5) is protected by the
spe ll shocking grasp, which infl ic ts I d8+ 15
poin ts of electrica l damage. A successful
sav ing throw vs. spe ll reduces this to half
dam age.

Skull 4 (Alcove A6) is protected by the
spe ll blindness. The v ic ti m is st ruck wit h a
permanent bli ndness that ca n only be cured
by a dispe l magic spe ll. As a result, the
vic tim suffers a -4 penalt y to h is attack ro lls,
while opponents ga in a +4 bo nus to attack
ro lls . A successful saving throw vs . spe ll
resul ts in the v ic tim suffer ing reduced
eyes ight rather than co m plete blindness . He
can see dim ly and suffers only a - 2 pen alt y
to attack roll s, wh ile opponents ga in a +2
bonus to the ir at tack roll s.
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Skull 5 (A lcov e A8) is protected by the
spell feign death. Since the vic tim touched the
skull , he is deemed to be a "willing victim"
and falls into a deathlike trance for 1 hour.
(The Dungeon Master should tell the player
th at his character w ill die unless a successful
saving throw vs. spe ll is ma de. Th e DM should
then make the saving throw in sec ret and
simply tell the pl ayer tha t the ro ll failed
regardless of the actual resul t. That way, all
the heroes will be fooled into thinking that the
"death" is real. ) The deathlike trance ca n be
negated using a dispel magic spell.

Finally, eac h of the skulls is im m une to
destructive spe ll s and magica l effe cts (except
for those speci ficall y described bel ow) by a
spell creat ed by Azalin specifically to protect
these cry sta l skulls. The spell works the same
way as a permanent globe of invulnerability
except that it has the ab il it y to p reve nt even
high- level spe lls from penetrating. Th e skulls
have also been m ade impervious to damage
from weapons, eve n magical weapons.

To ap proach and tamper with a cry stal
sk ull, a ser ies of fou r dispel magic spe lls are
required: on e to negate the avoida nce spell ;
one to negate the alarm spell ; one to negate
the thi rd prot ective spell ; and one to eliminate
the ma gic that protects the skull from magical
or mundane attack . The fi rst three castings
permanent ly dispel the firs t th ree protective
spells; the fourth dispe l magic, however,
merely drops th e skull 's magica l defenses for
Id4 ro unds.

During this time, th e sku ll becomes
vulnera ble to att ack. It may be broken open
by in fli cting 12 or more points of damage to
it , or by appropriate spells (a shatter spell , for
example) . If the heroes don 't succeed in
brea king the skull open in time, the m agical
protection aga inst spells and mundane
atta cks resumes. Another dispe l magic
casting will be required to negate this effect
for another 1d4 ro unds.

When a cry stal skull is bro ken open, it
shatters apart expl osively, inflicting 1d6 po ints
of damage to anyone within a 1O-foot radiu s
(this means anyone within the alcove that
houses it) . At the same time, any blood blades
within range also shatter. An y character holding
one of these weapons when it shatters suffers
cuts to his hand from the broken shards,
resulting in an addit ional 1d4 points of damage.

The li fe ene rgies tr apped ins ide the skull
(and any shattered daggers) are lost when the
blood inside them is splattered in every
direction. Truly desperate ch aracters may try
to lap up th is blood from the floor, but they
m ay, at the DM's discresion, suffer di sease
(fro m ingesting di rt) or internal injury and
peritonit is (from swall owing tiny shards of
crystal) as a resul t. They will also have to
make a po wers check to avoid the
repercussions of drinking blood, as describe d
on page 22.

If a rod of cencelietion is used against a
crystal skull , the sk ull saves as an arti fact.
The rod has no effect on a roll of 3 or higher
on 1d20, and will never have any effect
against it. (The same rod m ay be tried on
ot her cr ystal sk ulls , however.) Should the
saving throw fail and the rod dra in the skull of
its magic, th e explosive results described
above oc cur.

A wa nd of negation ca n be used in the
sam e manner as a dispel magic spell against
a c ry stal skull. Each charge expended has a
75 % chance of st rip ping the skull of one of its
magical protection s.

A sphere ofannih ilation wil l com pletely
destroy a crystal skull.

Hmong the ilock

)S elo w are two encounters to be used
during the services at Nartok 's Temple
of the Etern al Order. The first m erely

describes the interior of the Tem ple as it
would appear to the heroes as they walk
am ong the regular wo rshipers. The second is
an encounter with the Kargat which takes
pla ce during th e ser vice (and whi ch will give
them some clu e th at something extrem ely
unusua l is going on in the Temple).

The midnight mass
On evenings of worship, when the sta tues'

dirge peals out, the residents of Na rtok drop
wh at the y are do ing and head for the temple.
Many are ab le to res ist the magical summons ,
but several hundred will heed the call.

The heroes m ay succum b to the suggestion
or m ay join th e worshippers of thei r ow n free
wi ll . When they enter the temple, read th e
fo llowing:
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Th e peopl e of the city fil e silently up the
weathered steps and into the tem ple. As
they pass through the double doors
whose frames are carved to resemble
gigantic m ouths, they seem to be
swa llowed whole by the hun gry black
building.

Just insi de the do ub le doors stand
three stone fonts fill ed with water. Th e
sides of the fonts have been carved into
a twisted ma ss of huma noi d c reatures
who cl aw and scrabble at one another as
if tr ying to cl im b to the top of the font.
Th e wate r inside is murky and reddish
brown , as if fouled by 'm ud. Occasio na lly
a bubble rises thro ugh it ..erupti ng on the
surface wi th a faint belch that em its a
smell rem iniscent of clotted blood.

Each of the people fi ling into the
temple drops a sing le silve r co in into the
font as he passes by. These sink without
trace .

Each of the fonts in the tem ple holds unholy
water. Th is fou l substance, made from blood ­
saturated m ud, wil l inflict I d6+ 1 points of
damage upon any pa lad in who to uc hes it.

Each font also holds hundreds of silver
coi ns that can be rem oved by any charac ter
daring enough to stick an arm into the water
but non-evil characters who touch the wate r
(o r who are splashed by it ) must m ake a
saving thro w vs. po ison . Unl ess th is roll is
successful, th at character's sk in eithe r turns
an odd co lor, puckers up as if sca rred , or
sp rou ts coarse black hai rs whereve r the wate r
tou ch ed it. Thi s effec t can on ly be rem oved
with a remove curse spe ll , and these stigmata
will alert the priests to the attempted thieve ry
of the temple's tithes .

A little further inside the tem ple, ju st
past corridors that lead away to the right
and left , are ca rve d wooden screens.
Th ese have been inlaid with ivory to form
a scene in which ske leto ns rise fro m thei r
graves. So reali sti c are these life-sized
ske letons that their eyes seem to follow
the viewer. Th eir outstretc hed hands
seem ready to grasp at the clothing of
any unwary passe rsby.

Th e na ve of th e tem ple, the wide ais le
and ope n area under the cen tral do me , is
fill ed wi th shadows and the whisper ing
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sounds of shuffl ing feet. To either side of
the ais le is a row of co lumns that glow
with ligh t. A lthough the il lumination is
we lcome, the co lumns themselves are
ghastly. Each has been co nstructed from
hum an sk ulls, arranged one on top of the
other to form a gruesome cyl inder.

Inside eac h skull, a squat ye llow
candle burns . Its dim ye llow light shines
fitfully ou t th rou gh the eye sockets and
nose of the skull, fiickering as the crowd
passes by. The candles em it a faint but
fou l odor, vag uely remin isce nt of the
smell of burning flesh .

The worshippers seem to be avoiding a
number of wide rectangular stones that
have been set into the floor. Each of these
stones bears an inscription that the
passage of time has long since blurred
beyond legibi lity. Judging from the shape
of the stones and the respectful ber th given
them by the peop le, these are sepulchers,
resting places for the dead . It is impossible
to be cer tain , given the scuffing of so
many feet, but you th ink you hear the faint
sounds of something scrabbling at the
underside of one of these stones.

Half of the sepulchers are empty, but the
others each hold a sing le skeleton (t he DM
should dec ide whic h sepl uc hers are empty and
which are occupied) . Th ese undead creatures
can be contro lled by any priest of the Eternal
Orde r who makes a successful control undead
ro ll (simila r to a turning undead roll) .

The priests ofte n refer to these sepulchers in
their services, using them as exam ples of how
the dead are always seek ing to arise from
their tombs and trade places with the Iivinq.
They te ll the co ngregation that the corpses
are "sea led" inside their tem ple tombs by the
"power of faith ." This is useful in convinc ing
the lay worshipper that the priests of the
Etern al Orde r really do have th e power to ho ld
back the Hour of Ascension.

At th e Dun geon Master's discretion, one of
the ske letons may ri se out of its sepulcher and
attack the crowd during the service. The
priests make a big show of driving it back into
its tom b (in fact controlling it and orde ring it
back below). Thi s " trium ph over the powers of
death" is worked into the even ing's service , a
well -choreog rap hed m inor miracl e, courtesy
of the priests of the Etern al Orde r.
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A num ber of black, wrought-i ron
candeiabras ill uminate the area und er
the temple's ce nt ral dome. Each is
studded with spi kes . upon wh ich squat
ye llow ca nd les have bee n impaled. Most
of th e light. however, is prov ided by th e
rays of the setting sun, which slan ts in
through the stained glass win dows of the
west transept.

Five large windows decorate the
rou nded wa ll underneath this side dome.
Fo ur of these windows depict the same
scene: fig ures of screa m ing humans,
elves and dwarves who are being
attacked by skeleta l hands th at have
emerged from the eart h unde rfoot. Th e
fift h, central window depicts a pr iest,
hands outstretched, forcin g the dead back
under the ground by the power of his
fa ith. The rays of the setting sun cast an
eerie halo about this fig ure, shining
through its eyes and turn ing them the
co lor of blood.

Overhead, the interior of the central
dome is painted with what look like black,
boi ling clouds, pierced by jagged streaks of
lightn ing. The clouds form subtle patterns
that give the im pression of faces that stare
down at those below wi th mouths
distended into grimaces and howls.

Th e focal point of the nave is a wide
sto ne altar that looks as though it has
been pieced tog ethe r fro m the shatte red
remnants of many tombsto nes . Across
the fro nt, a single line of text has been
deeply insc ribed: "We cla im the dead,
lest the dead claim us."

Behind th e alta r stands a woman with
black skin and stark white hair, wea ring a
pr iest's gray robe. Bes ide her, stand ing
on top of the alta r and survey ing the
assembled wo rshi ppers with his hands
on hi s hi ps, is a gnome who is simila rly
ga rbed . The face of each is smeared with
a cha lky wh ite substance that gives th eir
sk in the pa llor of death.

Serv ice s begin at sunset and last until
m idnight, when Bishop Jeremias Grimshaw
arrives to lead the faithful in a prayer that
suppo sedly keeps the Hour of A scens ion at
bay. The serv ice as a whole is ab out th ree
hours long, and is co nducted by th e twe lve
lesser pr iests und er the direction of the drow
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elf Dom iniq ue Nagy (see page 30) and the
gnome Burlin Nether wood (see page 3 1) .

While these two lead the co ngregation in th e
singing of m ournful hymns and the recitati on
o f pr ayers, th e other priests stand in front of
the scree ns leading to th e rear nave or
circulate amongs t th e wo rshippe rs. Between
the pra yers and songs, the faith ful are urged
to pay th ei r t ithe of one sil ver piece and to
approa ch th e altar and lay upon it any
m agical items th ey have for "destruction" by
the pr iests . (After the last of the congregat ion
leaves, thes e magica l items wil l be co llec ted
fo r sto rage in one of the temple treasuries.)

During the length y serv ice the nave of the
temple is pa cked w ith people. Since th ere are
no pews in th e temple , they must all stand or
shuffle abou t for the ent ire rit ual ; it is almost
impossib le for th e fourteen priests in
atte ndance to keep an eye on eve ryone. It
shou ld be relatively easy for the hero es to slip
aw ay and exp lore other pa rt s of the tempie,
either returning before th e serv ice ends or else
hid ing until after th e service is over. A ttempts
to slip through the locked double doors th at
lead to th e rear nave, however, wi ll be notic ed
by the priests, wh o will prevent th e heroes
fro m proceed ing.

Un til the serv ice has reach ed its midni gh t
cl imax, Bishop J eremias Grimshaw rema ins
in his chamber (Roo m H). Lowell yn Dach ine
is in the rear nave (Area K) , in specting th e
infernal ma chi ne.

B Stab in the Dark
The Kargat officers are also busy during th e

service . Li ke the priests, th eir goal is to use
the co ngregat ion to lu rth er th eir ow n ends . in
this ca se, however, th e wo rshippe rs pa y with
their lives rather than with a silver co in.

During the serv ice , off icers of the Kargat
m ingle wi th th e crowd. Th ey quietl y single out
vic t im s wh om they escor t, one by one, to a
quiet area (Room B6 ) for the pu rpose of
"answering a few questions about a police
m atter." Here, each vic tim is dispa tched by
Eben Fold m em bers, Vilna von Pessack and
Jurgen Yarls boro, who use their blood blades
to m ake ba ckstabbing attacks .

Afte r three NPC wo rshippers have been thu s
dispatch ed , one of the heroes is selected to be
the next vic t im . Read the fo llowing to the
p layer of th at hero :



A hulking giant of a man with a low
forehead, thick eyebrows, and muscular,
hairy arms pushes his way toward you
through the crowd. Glowering at you, he
lays a heavy hand on your shoulder.

"Come with me." he growls. "I want to
ask you some questions. A murder has
been committed ."

The large man is Boris Gj or k in (see page
3 1). He doesn't offe r any ex p lana tion , j ust
insists that the hero co m e with him. [f th e hero
refuses to accompany him, Bori s identifies
himself as an officer of th e Kargat. If th e hero
still refu ses to com e alo rlg quietly, Bori s is
visibly surprised. He's used -to fear fu l
compliance on the part of hi s v ic t im s.

Boris is sav vy enough not to ca use a scene
in the middl e of a te m ple serv ice. If th e hero
puts up too much resistance or if the other
heroes step in , he apol ogizes and says he
must hav e mista ken th e hero fo r someone
else.

Realiz ing tha t th e hero is a potent ia l
troublemaker, Bor is asks one of the othe r
Kargat officers to deal with the problem. A
short t ime later (u nless th e hero has sli pped
away from th e ser vi ce) Pash a Bell a (see page
32) tr ies to charm th e hero into
accompanying her to Room B6.

If th is doesn 't work, th e Kargat officer
Francine Pavlina (see pag e 32) approaches
under cover of invisib ility and stab s the hero
with her blood blade. Even th ou gh she
becomes vis ibl e wh en attack ing , on th e nex t
round she slips back into th e t ightly packed
crowd of wo rshippe rs, using her m agical rin g
to become inv isible once more. She rep eats
thi s process until sh e herself is inj ured.

The targeted hero m igh t accompany one of
th e Kargat officers to Room B6 , or the heroes
m ight instead observe Boris leading an NPC
v ictim the re. Wh en this happens, read the
following to the players (modifyi ng the
description to fi t th e situatio n) :

You follow the lumbering giant of a
man (the stunningly beautiful woman)
back toward the main entrance of the
temple . He (she) turns to the right, down
a side corridor, and opens a door in one
wall . It leads to an austere-looking
bedroom. dimly l it by candles that are
guttering low in large wrought-iron
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ca nde labras . A co rpse li es on the fl oo r
near o ne bed, and the sme ll of blood is
th ick in the ai r.

"This is what I wa nted to ta lk to you
about," the man (woma n) says. "A
murder has been co mmitted . I'm hop ing
that you can help me find the killer."

The Dungeon Master will have to tailor the
descr iption of what happens nex t, accord ing
to whether it is a hero or an NPC worshipper
who is to be the fourth victim .

If an NPC worshipper is the chosen victim,
that individual enters the room a nd Boris
follows and then closes th e door. The heroes
hear the sounds of a scuffle. By the time they
can react, the vict im is dead.

If a hero is the chosen victim, what ha pp ens
next depends upon whether or not the hero
moves into the room to inspect the body. If so ,
the Kargat office r steps in behind and close s
the door, and the two Ebon Fold members
immediately spring out of the shadows to
ba ckstab with their blood blades. If the hero
refuses to ente r th e room , Boris (or Pasha )
changes into werebear (or weretiger) form
an d sho ves the he ro inside .

There are a tota l of three bodie s in this
room (or fou r, if th e Ebon Foid members have
just killed an NPC). They resemble the
Romen za corpses fou nd earlier. All ha ve skin
that is a smooth, gliste ning red , mark ed with
seve ral coin-s ized punctures . If to uch ed , the
gelatinous sk in s loug hs off, emits a foul
ste nc h, an d d isinteg rates, leaving only bon es
(as descr ibed on page 15 ). As before, the
sight is ca use for a horror check.

If the heroes seem about to overco me the
two Ebon Fold m embers, Bor is (o r Pash a )
attempts to escape by slipping o ut th rou gh a
secret door in one wall. If he (or sh e ) is able to
esc ape back into the crowd of worshippers
that pack the na ve of the temple , the other
Kargat office rs will rece ive a description of the
strangers who dared to sta nd up to them. The
next tim e any of the Kar gat spo t these hero es,
they will im media tely know them to be
enemies.

As a res ult of this encounte r, th e heroes
may recover as ma ny as three of the blood
blades and sho uld be able to de d uce that the
two Ebon Fold members whom they followed
to this temple have othe r, more powerful
a llies.
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Biter Hours In The Temple

1C
he encounters that follow are des igned
to introduce the heroes to some of the
inha bitants of the temple and to allow

the heroes to discover magical items and othe r
objects that will be useful during the climax of
this adventure (see The Golden Coffin, page
48). They are assumed to occur at some time
other than during one of the masses, eithe r afte r
the worshippers have left or on a day when there
are no se rvices . These enco unters also provide
clues that will help the heroes to discover the
true purpose of the blood blades, the crysta l
skulls, and the infernal machin e itse lf.

The heroes ca n slip in and out of the temple
as man y tim es as they a re ab le, taking refu ge
bet ween explorations so mewhere in the city of
Nar tok. They ca n either attempt to sneak into
the te m ple whe never they like or enter with
the local worshipers every fourth night, whe n
a mass is held .

As lon g as the heroes are ca reful, they
sho uld eventua lly be a ble to learn wha t is
rea lly go ing on inside the temple . (This
adventure requires th at the he roes use the ir
heads, rath er than cha rge blindly into the
temple a nd tak e on the multi tude of ev il NPCs
who inhabit it.)

Sho uld the heroes need motivation , Vito
plead s with the m to remember the fate that
be fell his family, begging th em to ex punge this
evil at its source . He co ntinues to te ll fortunes
for the heroes , provid ing them with clues, thus
the Dun geon Maste r should endeavor to kee p
him a live . Vito will.accompany the heroes into
the temple , but won' t take any foolish
cha nces. '

As the he roes explore the Temple of the
Eternal Orde r, the Dun geon Master is
reminded th at th is co mplex is inhabited by 22
people . These NPCs mu st leave the temple to
ea t, th us not a ll may be on hand at any g iven
moment, but m ost will be (a nd if things get
violent they ca n eas ily ca ll for c ity m ilitia to
ba ck them up). The heroes therefore ca nnot
wa nder throu gh the te mple brazen ly; they will
ha ve to be s neaky. Their best option is e ithe r
to hide whenever a priest or Karga t officer
passes by o r, pe rha ps , try to pass themselves
off as temple priests, Karga t officers, or Ebon
Fold members . They proba bly won't fool the
rea l members of the gro up they'r e
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Room B3
Room B4
Room B5
Room B6

Blood Ollerlng
Th is encounter can be set at any of the

alcoves that co nta ins a statue whose head has
been replaced wi th a crysta l sk ull. It assum es
that the heroes are watching from a place of
co ncea lment. Read the players th e followin g:

A moment ago , the nave was empty.
Suddenly, as if she m ater ialized out of
thin air, a sma ll woma n has appeared.
She peers quickly aro und through th ick
spec tacles , then ma kes her way
hurriedly to one of the alcoves in which a

Burl in Netherwood (Priest)
2 1st -level Priests
Pasha Bella (Ka rgat)
Dominiqu e Na gy (Priest)
2 1st-leve l Priests
2 I st-Ieve l Priests
Jerem ias Grim shaw (Bishop )

Room D 1
Room D2
Room D3
Room D4
Room D5
Room D6
Room H

In add ition to these rand om encounte rs, a
number of set encounters follow. While each
places one or m ore NPCs in a part icul ar
location, the Dun geon Master sho uld feel free
to replace one NPC with another (especia lly if
the one described has already been
elim ina ted) or to move the encounter to
another area of the temple.

The furnishings of the temple are sparse
and functional: rough -hewn wooden tab les
and chairs and a few simple beds with cotton
m attresses and woo llen blankets. The room s
are illum inated by candles that are set int o
black wrought -iron candelabras that stand
about chest -high. The floor and walls are
stone, occasionally covered by a dark carpet
or wall hangings embro idered with various
im ages of death (tom bstones, ske leto ns,
sickles, shrouded figures, etc .) .

The ce ilings of the nave and rear nave (the
m ain op en areas of the temple) are 50 feet
high . The centra l dome adds another 40 feet
to thi s height, while the sma lle r side and rear
domes add 30 feet to the ceiling height. Th e
rooms and alcoves all have 20 -foot -high
ceili ngs.

A ll of the locked doors (both interior and
exterior) can be opened by the keys carried
by the priests. Each of Kargat officers carr ies
a sim ilar key. Th e Ebon Fold m em bers do not
have keys.

Sleeping Quarte rs;
Room B I Lowellyn Dach ine (Karga t)
Room B2 Boris Gjorkin, Lars Snegrin,

and Francine Pavlina (Karga t )
2 I st -Ievel Priests
2 I st-Ievel Priests
2 1st -level Priests
Jurgen Yar lsboro and Vilna von
Pessack (Ebon Fold )

If the heroes are spo tted by an NPC, the
Dungeo n Master will have to ad-lib the
enco unter, m od ifying the reaction of th e NPC
according to the appearance and actions of
the heroes. Remember that each fact ion of th e
NPCs has its own agenda.

The priests would like to find out what the
Kargat are up to and sabotage their
experiment ; getting the heroes to do this
wo uld provid e the "plausible deniability" they
need to get away with it.

The Kargat officers (except for Lowell yn
Dachine, who has more important things on
his mind) want to find the temple's treasuries
and loot the valuables they hold. They will
appeal to the heroes' greed and suggest a
partnership, then stab them in the back
later-literally, with a blood blade.

While the occupa nts of the temple can be
found anywhere , the most likely plac e for an
NPC to be encountered is, of course, in his
own room. There is a 30 % chanc e that the
heroes will enco unter the following people
wheneve r they ente r the roo m s listed below
(see poster m ap for room location s).

impersonating , but they m ay foo l those of the
op posing faction. (It would not be as difficult
to tr ick a Kargat offi cer into believing that
they are pr iests, for example).

Th e only "wandering monsters" in this •
sec tion are the occ upants of the tem ple. Each
turn that the heroes spend explor ing the
tem ple, the heroes have a 20% chanc e (non­
cumulative) of enco untering one of the
following NPCs (roll I dI O):

I ) Bishop Jerem ias Grimshaw
2) Lowellyn Dachine
3) Dominique Nagy
4) Bu rlin Netherwood
5) Lars Sneg rin or Bor is Gjorkin
6) Pasha Bella or Francin e Pavlina
7-10) 1d4 1st -level Tem ple Priests

11
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statue of the death god is housed.
Approaching the statue, she draws a

dagger whose c rysta l blade is fi lled with
a slos hing red liquid. Stand ing on tiptoe,
she reaches up and slides the blade
neatly int o the statue's eye. When the
dagger is withd rawn a mom ent later, it s
hollow blade is empty. Th e woman takes
a step away fro m the statue , sheathes
the dagger, and then vanishes.

Th e woman is the Kargat officer Francine
Pavlina, a wererat (see page 32) . She has just
transfe rred life force from her blood blade into
a crystal skull. Th is done, she slipped her ring
of inv isibility back onto her finger and
scu rri ed away.

Statue Sabotage
This encounter can be set at any of the

alcoves that conta ins a statue whose head has
been rep laced with a crystal skull. It assumes
that the heroes are watch ing from a place of
conc ealme nt. Read the players th e fo llowing:

A woman wearing the ash-gray robes
of a priest and carrying a sma ll sickle
with a gilded blade hurries through the
tem ple, cas ti ng furt ive glances ove r her
shoulde r. Her sk in is m idnigh t-black ,
causing her to blend with the shadows,
but her hair is a stark, bone white .

Th e woma n slips inside one of the
alcoves that opens off the nave and
reac hes out a hand towa rd the statue
that is hou sed there. Befo re she can
touc h the sta tue, her hand is thrown
back, as if by an unseen fo rce .

Reaching in to a pouch at her hip, the
woman pu lls out a crysta l. Rais ing it to
her eyes, she peers through it. She then
grunts and puts the crysta l away again .

Next, th e wo ma n murmurs what
sounds like a prayer; the only words you
can make out are a nam e, "Kiaransalee ,"
and a wo rd in the common tong ue,
"vengeance." The woma n then tu rns
from the stat ue and hurries away with
gr im determ inatio n.

Th e woman is Dominique Nagy, a dro w elf
(see page 30). Th e ma gi ca l crystal she ju st
used is a gem ofseeing; it enabled her to see

th rough the illu sion th at surrounds the statue
and revealed the presence of the crystal skull.

Un less the hero es inter fere, Dominique goes
to her bedroom (Room D4) and slips through
the secret door in its wa ll into one of the
tem ple's tre asuries (Roo m E2). From its trove
of magical item s, she selec ts a wand of
negation. She plans to use the wand to
sabotage th e crysta l skull.

Dominique leaves the gem ofseeing inside
the treasury and hurr ies back to the statue.
Unfortunately, before she can test the wand,
Lowellyn Da chine spots her and orders her
away from the statue. Dominique returns to
her room and repl aces the wand in the
treasur y, deciding to wa it for a better
opportunity.

If the heroes are quic k and steal thy, they
can follow Dominiqu e and peek in through the
door of her room to learn the locati on of the
secret door that leads to the treasur y. If they
can snea k into this treasury, they can loot it.
Th e pri ests wi ll probabl y blame the Kargat ,
unl ess the heroes have prev iously been
spo tte d lu rking in the temple.

If th e heroes instead choose to overpower
Dominiqu e they can gain either the gem of
seeing (if they jump her before she goes to
her roo m) or the wand ofnegation (if they
attack as she is return ing) . Shou ld they attack
Dominiqu e in the treasur y, she can m ake use
of th e m agical item s it houses, or can flee
th rou gh its seco nd secret door to safety. If she
esca pes and then m eets the heroes at a later
point in the adve nture, she will go to any
length to wreak her vengeance upon them .

Do m inique does n ot realize that the crysta l
skulls are par t of the infernal machine and
probabl y wo uldn't ca re if she did . She believes
the statues of the death god are images of her
deity, and wishes only to "clea nse" them of
thi s desecr ati on .

(For m ore inform at ion on the appea rance of
the statue and charac te ristics of the crysta l
sk ull , see The Crystal Skull s , page 34.)

Contents of Temple Treas ury (Room E2) :
1,200 gp , 17,900 sp, 200 cp, wand of
neqei ior: (40 charges). gem ofseeing, elix ir of
madness, potion ofgaseous form, potion of
polymorph self. potion of ventriloquism, scro ll
ofprotection from undead, staff-spear, gloves
of m issile snaring, scroll : 5th- leve l priest spell
atonement.
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abattoir Experiments

This encounter is set in one of the chapels
(Room C2) and the bedroom of Burlin
Netherw ood (Room D1 ). It assumes th at the
hero es are watching from the na ve of the
temple. Read the pla yers the fo llowing:

A ti ny, ev il look ing gnome in the ash
gray robes of a priest pauses ou tside a
locked door, then ope ns it wi th a key. He
quickly slips inside and closes the door
behind him.

From inside the roo m you hear the
sound of brea king glass . After a m oment
or two the gnome emerges aga in ,
holding a cloth sack. Something squirms
inside it. Chuckling with evil glee , he
hurries away.

Th e gnome is the pr iest Burlin Neth erwood
(see page 3 1) . He has just released a rat from
one of the three m agical sta ined glass
windows in the chapel. Th ese functi on in the
same m ann er as a mirrors of life trapping (as
described on page 232 of the D UNGEON

M A S TER" Guide) and were orig inally placed in
the temple to rid it of verm in, bu t wound up
malfun ct ionin g and now capture any li ving
crea ture that stands direc tly in front of the
window s within 30 feet of their inn er surfa ce.
Burlin rel eased the rat by hurling a stone and
shatte ring a pane in one window. He then
scooped up the rat that this action released
and stuffed it into his sack.

If the hero es ente r the chape l, read the
foll owing to the players:

The alta r in this chape l is a smaller
vers ion o f the one in the nave of th e
temple , and is also made out of broken
tom bstones. In the wall behind it are
three sta ined glass windows. Th ey are
differe nt from the other windows in the
temple, which all show scenes of the
dead rising from the ir graves. These
windows instead each depict a dozen rats
in tortured poses , as if they were
performing a macabre dance.

Seve ral of the panes in one window
have been broken. It seems that
someone has tak en a dislike to the
images and has shattered them.
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Any heroes who ap proach to within 30 feet
of the windows (w ho enter m ore than 10 feet
into the roo m) and stand directl y in fro nt of an
unb roken pane must m ake a successful
sav ing th row vs . spell to avo id becoming
trapped within a w indow of life trapping. Th e
vic tim appears as an im age within the stai ned
glass and can be released by breaking the
win dow.

Burli n was able to avo id the li fe trapping
effects because he kn ows the wi ndows'
com mand wo rd.

While it is possible to break individual rats
out and leave the rest of a window intact ,
breaking a window that holds a hero shatters
the ent ire window. A dozen rat s are released
along with the hero . Th ey are rave nously
hungry and immediately attack anyone in the
roo m. During the resulting m elee, there is a
good chance that other characte rs will wander
into th e range of a stil l -intac t window of life
trapping.

Note: The windows of life trapping do not
affect undead creatures , nor do they affect
Death . Th e priests all know of the dan gers
they pose, but the Kargat and Eb on Fold do
not.

Rat (Com m on) (12 per window): AC 7 ;
MV 15; HD 1/ 4 ; hp 2; THA CO 20; #AT 1;
Dmg 1 (b ite); SA disease; SW fear fir e;
SZ T ( 1' long) ; ML unreli abl e (4); Int animal
(1); AL N; XP s.
Notes: The bite of a rat has a 5% chance of

inflicting a serious disease unless the victim
makes a successful saving throw vs. poison.

If the heroes inste ad fo llow Burlin, he
hurries back to hi s room (Room D 1). Here, he
places the rat into one of hi s m in iature
devices. Read the fo llowing to th e players if
they follow Burlin back to his room (or if they
encounter him there on ano ther occasion):

This bedroom is crowded with tables,
eac h of whic h holds a variety of tiny
m etal- and-wood contraptions. Most
seem to be min iature exe cution or
torture devi ces of one k ind or another;
you can recognize a tiny gu illotine, rack ,
and an iron m aiden.

Sitt ing at one of the tables with his
back to yo u is a gnome in gray priest' s
robes. He has ju st strapped a squirming
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rat into a spring-loaded device. Touching
a button, he activates it. In an eye-blink ,
the rat is torn into four pieces. Gouts of
red splatter the walls, and the smell of
fresh blood fills the air. The gnome
chuckles in delight. and raises a blood ­
splatt ered hand as he speaks: "Drink
well of this blood, 0 Urdlen , and grant
me your blessings. "

Among the devices on the wo rk tab les is a
miniatu re version of th e go lden coffin . It is an
exact repl ica , bu t is non-ma gical. Burlin built
it in an effort to figure ou t the function of the
infernal machine. His cu rrent theory is th at
the coffin is some sort of execution cham ber
that suffocates its vi cti m s. A dead rat lies
inside it.

If Burlin is attacked by the heroes, he uses
his blowpipe to blind them (see his description
on page 31). If the battle goe s poorly, he fle es
through the secret door at th e rear of his
room, inadvertently revea ling the location of
on e of the temple 's treasuries. He grabs th e + ]
dagger of venom on his way through the
tr easu ry and exits through the far secret door.
He returns in 1d4+2 ro unds wi th 2d4 1st -Ievel
Tem ple Priests (see page 31) . If the heroes
tarry too long in the treasury they will be
forced to fight their way out of this area.

Contents of Tem ple Treasury (Room E1):
2 ,000 gp , 5,600 sp , 400 cp , potion of
clai rvoy ance, elixir of health , potion of
in visibility, potion of undead control
(skeletons), +] ring of protection, + ] dagger
of venom (holds three doses of Type 0
poison) , boots of dancing, robe of vermin,
scroll: 3rd-level priest 'spell remove curse.

,
Pasha s Secret

When the weretiger Pasha Bella was
assigned to accompany Lowell yn Dach ine to
the Temple of the Eternal Order in Na rtok , she
did not tell her superiors that she was soo n to
give birth. Pasha also kept this secret from her
fellow Kargat officers. Once her two cubs
were born, she hid them from the priests , who
would regard the presence of newborns in a
temple dedicated to death as blasph em y.

Of the Kargat officers , only Pasha insisted
that a lock be insta lled on the doo r of her
room (Room D3). She has hi dden her tw o



51 'Boormau 1:0 'Bcath
v.

newborn cubs in a basket unde r her bed.
In this enc ounter, a priest discovers Pasha's

secret. The heroes may be hiding in an
adjoining m eeting room (Room F l ) when its
secret door is opened, or m ay be watching in
the hallway as a priest picks the lock on
Pasha's door. Read the pla yers the foll owing:

After glancing once more over his
shoulder, the priest eases the door open.
He peers intently into the room, listens a
moment, then crouches to peer
underneath something. Suddenly he
tenses.

"Blasphemy!" he cries. One hand
clasped over his mouth as if he were
about to be suddenly ill, he turns from
the doorway.

If the heroes stop the priest, he is too
shaken to give them a coherent acc ount of
what he has just seen. If the heroes let him go,
the pri est is immediate ly confro nted by Pasha
Bella (see page 32 ). Realizing that her secret
has been discovered , she shifts into weretiger
form and tears the pr iest to p ieces. She then
tries to charm the m ore powerful heroes into
keeping quiet about the incident. If they seem
about to revea l her secret or attack her cubs ,
she fights to the death to defend them .
A lte rna tively, she m ay scoop up the cubs and
flee the temple (leaving their basket and
blankets behind).

If the heroes imm ediately search the
bedr oom, Pasha may k ill the priest in the
hallway or outer room, qu ickl y and quietl y,
without the heroes noti cin g. She then enters
her room in human form , once aga in try ing to
charm the heroes.

Read the foll ow ing when the heroes
discover the cubs :

A basket is hidden under the bed.
Inside it , something is squirming. The
creature is crying softly, making a sound
reminiscent of the mewling cries of a
newborn kitten.

There is more movement, and now you
can see what the basket contains : two
human babies, their tiny hands grasping
at the blankets that cover them. Each
has soft brown eyes and downy hair that
is a lustrous golden color and silky in
texture.
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Harming a newborn child (even a weret iger
cub) is cause for a powers check . It is ranked
alongside the murder of an innocent ; any hero
who participates in th is act has a 10% chance
of attracting the attent ions of the dark powers.

Depending upon the heroes' actions , Pasha
may or ma y not tru st them to keep her secret.
If she suspe cts that they will tell the pr iests or
Karga t, she m ay flee the temple with her
cubs. Even if she thinks that the heroes wil l
keep her secret , she moves the cubs to a new
hiding place as a safeguard . A t the Dungeon
Master's discretion, this new hiding place ma y
be within the temple (especia lly if any of the
other bedrooms have been left vacant due to
the deaths of other NPCs). Th is seco nd area
now also beco mes a sanct uary aga inst Death
(see the chapter The A scension, page 48 ).

i'orbidden Knowledge
This encounter takes piace in the hall way

outside the scrip torium (Area G) . It assum es
that the heroes have a good view of this area
or can at least hear the verba l exc ha nge. Read
the following to the piayers:

The double doors at the center of the
hallway open, and an extremely tall,
skeletally thin man steps out through
them. He has a high forehead, receding
hairline, and is dressed in the ash-gray
robes of a priest. Rings glitter on his
fingers.

At the same moment, another man in
priestly robes rounds the corner. Seeing
the first man emerging through the
double doors, he comes to an abrupt
halt.

"You there!" the thin man says
imperiously. "Where do you think you're
going?"

"I j-just wanted to replenish the c­
candles in the scriptorium, your
worship," the second man stutters.

"Give them to me," the first man
hisses. "No one, not even the bishop, is
to enter this room." Snatching the
candles, he opens the door and
disappears back through the double
doors as the second priest scurries away.

After a moment, the thin man emerges
once more through the double doors and
strides away.
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The heroes have just witnessed an
exchange between Lowellyn Dachine and one
of the temple' s 1st -Ieve l priests. Unbeknownst
to e ithe r m an , o ne of the candles, which
Lowellyn has just placed on one of the
ca nde labras in th e sc riptori um, is ma gical. It
ca n be disting uishe d from the othe rs by the
gro und-up crysta l it conta ins, whic h lends a
glitte r to its waxy surface.

This ca nd le was inte nded as an attack on
Lowellyn. A few rounds after it has been lit, it
emits an aromatic scent th at affect s anyone
who sme lls it in th e same manner as a
feebLem ind spe ll. Unfortunately for the priests
who plotted this reven ge, Lowellyn lit the
ca ndle and immediate ly left th e room .

Any heroes ente ring the sc riptorium and
approa ching within 10 feet of th is ca nd le
(located to the northwest of the tabl e) while it
is burning must m ake a successful saving
throw vs . spell to avoid its magical effect. The
ca ndle burns o ut after two hour s .

Rea d the following to the players whe n the
heroes ente r the scripto rium:

The walls of th is room are lined with
shelves; these hold co untless books ,
sc rolls , and stacks of paper. A single
tabl e at the far end of the room is fl anked
by two large wroug ht- iro n ca nde labras.
Ca ndles burn bright ly, casting a war m ,
ye llow glow upon the pape rs th at have
been spread out across the ta ble.

The book s and sc rolls in the scriptor ium are
non-magical texts that discu ss va rious
matters co ncerned with deat h and dy ing:
emba lm ing pract ices, funera l rites , the
dissect ion of co rpses, and so on. Amo ng
these is a s ing le ma gica l tome , a boole of vile
darkness. Fortunately, the text was
imprope rly co pied and thus is less poten t tha n
normal. Goo d-a ligne d priest s who look inside
the book mu st make a successfu l savi ng
throw vs. poison or s uffer 6d6 po ints of
da mage, they must ad dition ally make a
successful saving throw vs . spe ll or be driven
insan e. Good-align ed cha rac te rs who are not
priest s suffer 5d4 points of da mage if they
handle the book a nd , if they read it, mu st
make a successful saving throw vs . spell to
avo id be ing transformed into ev il cha racters.
Ot he rwise, the tome has none of the othe r
effects of a book of vile darkness.
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The papers on the table include a rough
sketch of the infernal machine (see descript ion
on page 48) . Sc rawled on this document is the
following cryp tic note: "Five receivers in
alignment. One transmitter missing. Align two
receivers toward one skull?"

There is a lso a half-finish ed let te r on the
tabl e, besi de a pot of ink and a quill pen . (At
the Dun geon Master's discret ion , the heroes
may inst ead find this lett er in Lowellyn's
bedroom (Room 61. ) Whe n the heroes read
the letter, read the following to the players:

'To myjilithfu[Jather, from his
humbfe servant Loweffyn:

Yvfy uork; in 'J{artot( L, progressing
we[[ 'The machine L, complete and is
neath] cliarged' to capacity. :~I ojficers
need take onfy ajew mote fives bcjore
the e;rperime1lt can Oegill .

I await, witli eager anticipation, the
hour in Which I call cmerge,
transionncd, from this prototype. I
await, witli euengreaterjoy and
anticipation, the Jay on wliicli you shal!
ascendfrom the master depice. great
s/ia[[be our power then! great shail'oe
thefear of the mortals we command!

Is the construction (if" the second
deuicegoing accordinq toplan? Have
anyffaws been discouercdthat tuould.
warrant change.." to tire device we have
constructedhere? ,

fuMe from the ross (if" tlie s/(]lil; we
have hadonfy minorproblems. 'TIre
temple priests resent our presence, out I
[eeiconfideni tha t theirpettyjea[ousies
wilTnot Jefay our . . . .

master and Servant
This encounter assumes tha t the heroes have

a good view of the area or at least can hear the
verbal excha nge . It ca n be se t e ithe r in the
ves try (Area J ) or in the area outs ide its double
doo rs. The vestry is a crowded room that holds
a mu ltitude of priests' robes and pots of white
clay that the priests smear on the ir faces prior



2l 'Boormay 1[0 I)cath

Contents of Temple Treasury (Room E3) :
12,000 gp , 1,000 sp, 800 cp , potion of
cl imbing, potion of extra healing, sweet water
(ca n turn the unhol y water in one font into
holy water), scroll of protectio n from

Ly canthropes (we rebe ars), +2 shield, horn
of fog, scro ll: 4 th -level wi zard sp ell remove

curse.

Unl ess the heroes intervene , J eremias
orde rs the priests to place th e sacks in the
vestry, th en return s to his bedroom (Room H).
T he two 1st - level pr iests shru g, then follow
the im p into th e vestry. Th ey shut the do ors,
then open the secret door at th e rear of the
room and place the sacks of co ins inside the
treasury (Room E3) . A few minutes later, the
double door s open and th e priests leave.

Each sack contains 70 sp.
If the heroes ente r th e vestry, Kwelkoth m ay

eit her attack th em (poss ibly wit h the
assistance of the two 1st -leve l priests ) or may
talk to them . It recognizes magical tre asure
when it sees it , and m ay try to trick or
th reaten the heroes into surren dering any
m agica l items they are ca rrying .

Im p: AC 2; MY 6, FI 18 (A) ; HD 2+ 2; hp 12;
THACO 19; #AT 1; Dmg 1d4 (tail st in g) ;
SA poison; SD immune to co ld, fire, and
elec trici ty, silver or magical wea po n to hit,
regeneration; MR 25%, resis ts spe ll s as 7 Hit
Die m onster; SZ T (2' tall ) ; ML avg (1 0) ;
Int avg ( 10); A L LE ; XP 650.
Notes: A successful hit by an im p 's tail inj ect s Type

F poison; victims who fail a sav ing throw vs.
poison insta nt ly die. The im p can polymorph
into gian t rat or monkey form, and attacks
using the natural weapons of those crea tures
(for details see page 25).
Im ps regenerate 1 point per melee round. They
can use detect magic or become invisible at
will . Once per day they can use a suggestion
spell.

\ '
\
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to serv ices . It has two
secre t doors, one leading

to one of the tem ple's
treasur ies, the other to

J eremias' bed room.
It is also the lair of

the im p,
Kwelkoth,

who resides

/

here when not
stealing m agical
items from the
citizens of Nartok.
Th e im p regards the
adjoining treasury as its .
personal cache and wants
to increase it.

Bishop Jeremias
Grimshaw m ay believe that
he is the master and the imp is
his servant, but actua lly th ings
are the other way around. The
imp m ight appear sma ll and weak ,
but it is very much in control.

Read the fo llowing to the players:

Two gray-robed priests approach
the double doors of the vestry, which
stand open. Each is carrying a leather
sack that clinks slightly, as if there were
coins inside. The sacks are slightly
damp.

Before they can enter the vestry they
are halted by a thin, bald man in his mid­
50s who is wearing a gray priest's robe
embroidered with golden sickles.

"Are those the tithes?" he asks. When
the priests nod, he adds: "Take them to
another room. This one is too close to
the Kargat."

The priests bow slightly, and turn to
comply. Before they can leave, a small,
bat-winged creature scurries out through
the double doors to confront them. It is a
creature of nightmare, with a horn on its
head and a barbed tail that lashes back
and forth.

"Stop!" it hisses . It points back through
the doors. "The treasure belongs in here."

The thin priest's face clouds with barely
suppressed fury. "Kwelkoth!" he barks.
"You are my servant. I order you to ...."

Suddenly his face goes slack. "Yes," he
whispers. "The treasure belongs in here."

17



ear , beauteous
Death ! the jewel of
the just,

Shining nowhere. but
in the dark .

What m ysteries do lie
beyond thy dust,
Could m an outlook that mark!

Henry Vaughan

Th e climax of thi s adv ent ure occurs
when the infern al ma ch ine is at last
activa ted. As soo n as someone cli mbs
(o r is placed) insid e the go lden co ffin at
the ma chine's heart , the charac ter
beg ins an irreversib le transformati on
into a powerful, li ch -Iike creature
kn own only as "Dea th."

In the most likely course of events,
Lowellyn Dach ine becomes "D eath, "
but it is possib le that ano ther character,
even one of the heroes, w ill wind up as
the victim of this fiendi sh experiment!

There are three diffe rent ways in
which the cl im ax can play itself out

Scenario 1: Lowell yn decides that
the time has come to test the infernal
ma chine. Perhaps all of the crys tal
sk ulls have been filled to capac ity or
perhaps the heroes hav e been
successful in dest royi ng one or m ore of
the sku lls and he wants to use the
ma chine before any further damage is
done.

Lowellyn gathers all of th e Kargat
off ice rs and Etern al Ord er pr iests
togeth er in the rear nave. He knows
that when he emerges transfo rmed he
will be hun gr y for life force. He wants
p lenty of victims cl ose at hand. He has
not share this particu lar detail with hi s
co-conspiritors.

During the test ing of the machine the
do uble doors leading to the rear
nave (normally ke pt lock ed) are left

open. Since eve ryone's
attention will be focu sed on
Lowell yn , it sho uld be easy for the
heroes to sneak into the rea r nave
and see what is go ing on.

Scenario 2 : Th e heroes may choose
to stay away from the nave and fa il to
witness the creation of Death . Th is is
the least desirab le of the three
poss ibil it ies, but it m ay be how events
will play them selves out for cautious
parties.

Scena rio 3: Stea lthy heroes ma y
gain access to the rear nave and
exam ine the go lden coff in and the
in fern al ma ch ine before Lowellyn
Dachine arrives. One of the heroes m ay
be m agically com pe lled to cl imb into
the co ffin and cl ose the lid (see the Th e '"
Hero's A scension, page 50, for the
reason why) . Thi s action activates the
infern al machine. Wh en the co ff in
opens , the heroes wind up in a
sho wdown with a m em ber of their own
party who has been permanent ly
transform ed into the creature kn own as
Death . Th is showdown will also incl ude
Low ellyn Dachine, who will come
running as soo n as he realizes that the
infernal mach ine has been activa ted.
At the Du ngeon Master's discretion,
other m embers of the Karg at or the
pr iesthood may accompany Lowellyn.

The Golden eollin

1[he heart of the infern al
ma chine is a go lden coffin ,
located in the temple's rear

nave. Read the fo llow ing when the
heroes first see it :

Situated di rectl y und er the rear
dom e of the temple is a strange
device. It looks lik e a huge coffi n ,
either gilded or made entirely of
gold . Th e lid is closed.
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The surface of the co ffin is covered in
stra nge red sy mbols. These seem to be
constantly shifting and rearr anging
th em selves, fl owi ng across the surface
li ke riv ule ts of blood , then reshapi ng
themselves into co herent form once
more.

Clear g lass tubes pro trude stra ight
out from th e ends and sides of the
coffi n for a foot or two the n curve
upward to end at about ches t height.
Each te rm inates in a circular pi ece of
frosted glass that has a hol e at its
center. Each of these concave p lates is
oriented in a slightly different di recti on.
but all are genera lly fac ing toward the
south.

Th e glass "plates" each point toward a
different crys tal skull in it s h idden locati on
(see page 35) . Wh en the infern al mach in e is
activated (b y cl osing the li d of the golden
co ffin when a living hum an or demih uman is
wit hin ) , rays of m agical energy shoot out
from th e crysta l skulls, ente r th ese receiving
di shes, and are funnelled down throu gh the
tubes into th e co ffin it self.

By peerin g through th e holes at th e cente r
of th e plates, the heroes may be able to
m ake an ed uc ated guess as to the
appro ximate location s of th e fi ve cry sta l
sk ull s.

The co ffin (incl ud ing both th e go lden box
and the glass tubes and "plates" att ac hed to
it ) has had th e same magical pr otection s
placed upon it as the crystal sk ulls ha ve: a
perm anent avoidance spe ll , a permanent
alarm spell . and a m ore powerful version of
th e g lobe of inv ulnerability spe ll. Two d ispel
magic spells must be cast to permanent ly
negate th e first two spells. Th e th ird
protect iv e spe ll , however, is impossible to
negate, excep t with a wish spe ll. Li k e the
crys tal skulls , the golden co ffin cannot be
harmed by weapo ns , eve n m agic al ones .

Dachlne's ascension

~
f Scenario 1 is bein g used, it starts
while th e heroes are exp lo ring th e
churc h . Read the followin g to th e

p layers, om itt ing fro m the description any of
th e NPCs who m the heroes m ay have
alre ady elim inated:

1Q

You hear the m urmur of voices and
see a large group of peop le heading
toward th e locked double doors that
sec tion off the rear of the temple.
Leadi ng the gro up is a ta ll , th in man
wea ring the ash-g ray ro bes of a priest
of Death and a ro und cloth cap on his
head . Surroundi ng him , and obviously
act ing as either hi s bodyg uards or
pe rso nal attenda nts, are fo ur
indiv iduals: a hu lk ing giant of a m an
wi th a glowering express ion, a small
wo man wit h spectacles who look s
arou nd nervously, a stubble- ha ired m an
whose face is crisscrossed with sca rs,
and a stunning ly bea utifu l woman
dressed in elega nt silks.

Im m ediatel y beh ind th is group is a
ba ld m an in his 50s, an importa nt
church officia l, judgi ng by the golden
embroidery on the sleeves of hi s robe .
He is fo llowed by a co llection of a dozen
or so temple priests, includi ng an elven
wo man with jet-black skin and pa le
white hai r and an evil - looking gnome
who has to jog to keep up wi th the
others.

In the rear, and hurr yi ng to catch up ,
are a mismatched pai r, a short, sc ruffy
looking fellow, and a ta ller m an dressed
in expensive, ta ilored cl ot hes.

Th e group includes Lowell yn Dach ine ,
Bi shop J eremias Gr imshaw, all of the temple
pri ests, the four Kargat officers, and th e tw o
Eb on Fold members.

If th e heroes sneak into the rear nave
beh ind th is procession (an easy task , as long
as they don 't m ak e a lot of noi se) , they can
watc h the NPCs gather in a loose c ircle
aro und the go lden coffin . If thi s is th e
her oes' fir st look at the co ffin , read the
description of it on pa ge 48 th en add the
foll owing:

The man who was leadin g the group
strides up to the go lde n coffin and
opens it. As he turns to face the others,
his four attendants arrange them selves
in a loose ci rcle around him, as if to
prevent the othe rs fro m approach ing.

The leader hol ds up a hand for
silence. "The moment of the ascens ion
is at hand!" he cries in a vo ice th at
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qu avers with excitement. "You shall
behold the power of Death! " Th en he
turns and steps into the co ffin. Laying
down inside it, he begins to cl ose th e lid
upon himself. A s he does, a loud
humming fill s the air.

If th e heroes m an age to kill or incapacitate
Low ellyn befor e he can shut th e coffin li d ,
one of th e Kargat office rs or priests hauls
him out of th e co ffin and takes hi s p lace.
Th e other assem bled NPCs fight to the death
to prevent th e he roes from di sru pting th e
test any furth er. The DM sho uld manipulat e
th e situatio n so at least one characte r ente rs
the co ffin , even if it m eans br ing ing in m or e
NPCs. Th e heroes ca n 't be eve rywhere and,
eve ntually, an NPC wi ll manage to fulfill hi s
master 's w ishes and ac t iva te th e infernal
mach ine.

If the heroes are not in t he nave when
eithe r Da ch in e or one of the other NPCs
ente rs th e golden co ff in , ei the r because th ey
are fo llowing Scena rio 2 or fled immedi ately
when th ey saw the mach ine, th ey witness
th e effect of the infernal mach ine from
elsewhe re in th e temple. The fo ll owin g text
describes what th ey see, and it sho uld be
read to th e pl ayers:

You hear a loud humming noi se that
stead ily increas es in vo lume. It seem s
to be coming from th e rear of th e
churc h, from th e area beyond th e
doubie doors that now stand open.

Sudden ly, brilliant red rays of light
flash across th e na ve of the temple.
Th ey orig inate fro m seve ral of the
statues of Death and are beaming
toward the northern end of th e temple,
passing without inter rupt ion th rou gh
wa lls and other so lid matter. Th e beams
of light are th e co lo r of freshl y shed
blood and crea te an om ino us hi ssin g
noi se as they sli ce through the air.

It is impossible to im pede or refl ect th ese
rays of "li ght ," since they are m erely th e
visual co m po nent of th e li fe force bein g
transferred from th e crysta l skull s to th e
rece iving di shes on the go lden co ffi n. Sho uld
one of the se rays tou ch a livinq crea ture , th e
effec t is th e same as being stabbed with a
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blood blade; a po rtion of th at creatu re's life
force is sucke d out of his bod y and
co nveyed alon g th e beam to the co ffin . (The
victim suffe rs one po int of dama ge and loses
one energy level and all spe lls and abilit ies
ti ed to that level, see pag e 2 1.)

If th e heroes don 't go to th e back of th e
church to investi gat e th e targ et of th e ray s,
th e DM sho uld ski p to the sec t ion labeled
Death Ascendant (page 54) .

The Hero's Bscenslcn

~
f th e Du ngeon Ma ster p lans to use
Scenario 3 , one of th e hero es will be
t ransfo rmed into the creature called

"Death."

Th e DM sho uld have all th e heroes make a
sav ing throw vs . death m agic when th ey fi rst
see the infern al ma chine . A djustm ents to
th is ro ll wil l be m ade based on who acted in
a parti cu larl y hero ic or coward ly manner
during th e co nf ronta t ion when the heroes
first ente red Rave nlo ft (during th e In t he
Mists sec ti on) and how th e heroes resol ved
th e problem wi th the Milhausen fam ily
(during th e She lter From the Storm
secti on ). Hero ic cha racte rs, and those who
vo ted to leave th e Milhausen family in
peace, roll th e save with a +2 m odifier.
Cowa rdly cha rac te rs, and th ose who vot ed to
chase off or kill Erhard, receive a - 2
m odifier. If the end result for the Milhausen s
wa s that th ey lost th eir son, all the
characters receive an addit iona l -1 m odifier.
Any heroes who fail this ro ll ha ve their
minds clouded by the evil that permeat es
this area. The co ffin 's auoidance spe ll is
inste ad felt as an e ttrec tion spell by th ese
individuals, wh o have an overw helm ing
desire to cl imb inside the co ffin , l ie down ,
and shut th e lid. Thi s tr iggers th e alarm
spe ll.

If m ore th an one hero is affected, they
ma y eve n fight one ano ther for th e
"priv ilege" of being sealed inside th e co ffin .
However, th ey might also just climb in thei r
toge ther, th is depe nds on th e person alities of
the indi vidual hero es. They ma y see th e urge
to get into th e co ffi n as a co ntes t between
them or as a cooperative ende avor.

Da chine and all th e rem aining NPCs arrive
in th e nave three ro unds after the alarm spe ll
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has been triggered. If the affec ted heroes
take longer than tha t to ente r th e inferna l
machine (e ither becau se they are fight ing
among th emselves or becau se th ey are
bei ng restrained by th eir co m rades), th e'
Karg at officers and the priests try to sto p the
heroes while Dachine quick ly leaps into the
co ffin , and the sce ne p lays out as described
above in Dachine's Ascension.

If a hero is the on e transformed into Death,
he becomes an NPC and is for evermore
under the Dungeon Master 's co ntro l. Shou ld
m ore than one hero be sealed ins ide, both
are lost. Th e DM should give Death one
extra hi t point for each experie nce level of
th e seco nd charac te r sealed inside, including
Da chine. (Death is described in det ail
below.)

The Translcrmuflon

e nee one or m ore chara cte rs ha ve
entered the golden co ffin, th e
irreversib le process of creat ing a

being that is virutally death incarn ate has
begun and th ere is no sto pp ing it. Read the
follow ing to the pl ayers im m ediately after
the golden co ffin ha s been cl osed:

Sudden ly, brilli ant red rays of light
flas h into the room, passin g witho ut
interruption th rough walls and other
so lid matte r, even th rough th e people
who stand in th eir way. These
ind iv iduals cry out in pain , and sink to
the floor on their knees.

Th e beams are the co lo r o f fres h ly
shed blood and c reate an om ino us
hissing noi se as th ey slice thro ugh the
air. Each one focuses on one of th e
glass plat es attached to th e co ffin,
turning it a vio lent crimson colo r. T hi s
hu e tra vels down th e tube and into th e
coffin itself, turning the go lden m et al a
dusky red .

The period of time requi red by th e infernal
ma chine to complete th e transformation of
th e individ ua l ins id e it is up to th e Dungeon
Master, but it should be long eno ugh to give
th e heroes th e il lusion tha t th ey might be
able to halt the transformation. Th e DM
should rem ember, however , th at th e
tran sformat ion will run its co urse no m atter
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what th e hero es do. Hopefu ll y, th e futil ity of
their ac tions will make the emergence of
Death ev en m ore horrifying .

If the heroes immediately turn and flee,
however, add th e following befo re th ey are
abl e to exi t th e rear nave:

Suddenly, the hu mming noise stops
and beam s of blood- red li ght van ish.
Now all is sti ll except for a fai nt
creaking noi se.

Suddenly, the lid of the coffin fl ies
open. Ins ide the coffin a da rk mist is
sw irl ing. Sw ift ly, it coa lesces around
three white objects, a sk u ll and two
skeletal hands, and takes on a ghostly,
human form. No legs support the
ap parition; it fl oats a few feet above the
open coffin, an occasional flake of cold
gray ash dri fting down from it to the
fl oor. A fai nt wind st irs the ash,
ca ress ing your skin with a br ittle chi ll
that sends shivers down your spi ne.

Now dim red fla mes come to life
inside the skull's eye sockets and the
head turns. As the c reature stares at
yo u wi th a bu rn ing intensity, one of its
ske leta l hands begins to drift away from
the body, remain ing connected to it by
a tend ril of shadow and m ist. The hand
floats slowly toward you, fingers
graspi ng as if ready to seize you in a
deadly grip!

A t th is point, it is important that th ere be
other characte rs in the room other th an the
pl ayer characte r hero es. If need be , th e OM
should have one or m ore addit io na l NPCs
arrive to invest igat e the noi se and th e rays of
lig ht. On e of th ese newcomers is Death's
first v ic t im. Add the fo ll ow ing (c hang ing th e
text to fit the particular NPC) and ask the
heroes to make a fea r check :

The ske leta l hand pauses, then drifts
toward (NPC). As it fastens upon the
man's throat, he screams in agony, as if
h is very spirit were being sundered from
his body. As the ske leta l hand re leases
th e man, he fa lls to the floor. Sightless
eyes stare vacantly at the ceiling and
the body lies contorted with the
st iffness of a sudden and most
unnatural dea th .
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Death
Neutra l Evil
A rmor Class
Movem ent
Level/H it Di ce
Hit Points
THA CO
No . o f Att ack s
Dam age/ Attack
Spec ial A ttacks
Spec ial Defenses

o St r 18
FI 6 (A ) Dex I 8

10 Can 18
5-50 Int 17

1 I Wis 18
2 Cha 3
1d4 + 1 (body tou ch )
vam piric energy dra in
fear aura; co ld aura ;
im mune to charm,
sleep, enfeeblement ,
po ly morph spell s,
im m une to cold and
electrici ty based
att acks, and to death
magic

Speci al Weaknesses b irth sy m bo ls
Magic Resistance 50%

Combat : Weapo ns pass harm lessly
throug h Death's mist- and-shadow bod y. Th e
only so lid po rt ions of the c reature are its
skull and ske letal hand s, which are A rmor
Class 0 and whic h m ay on ly be dam aged by
m agica l wea po ns. Any weapo n strik ing the
skull is affected as if it were th e victim o f a
crysla lbri lt/e spe ll. Non-rnaq ica l weapons
immedi ately sha tte r while m agi cal weapo ns
shatter un less the wie lder can m ake a
suc ce ssful save based on the we apon's
mag ical bon us. (For eac h + J of bonus, th e
weapo n has a 5% chance of sav ing.)

Death proj ect s an aura o f lear. Those who
look up on Death m ust m ak e a success ful
saving throw vs. spe ll or flee in terror for 4d4
rounds. Death also proj ec ts an au ra of co ld;
the room pa lp ab ly chills when Deat h is
present. Anyone ap proaching within 15 feet
of Death must make a saving thro w vs.
death m ag ic or be chille d to the extent that
he suffe rs the sam e effects as produced by a
slow spe ll. Th ese effec ts ce ase when the
characte r m oves beyond the 15- foot ran ge.
Any characte r actua ll y tou ching or passing
throug h th e m ist -and-shadow po rtion of the
body suffe rs I d4 + 1 po ints of dam age from
thi s br ief co ntact w ith the Negati ve En ergy
Plane.

Deat h att ac ks by detach ing it s ske leta l
hands from its "body" and send ing them
floa ting toward its intended targets. A
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successful touch by one of these hand s (use
a norm al unar m ed com bat attack) instan tly
dra ins li fe for ce.

If the victim m akes a success ful saving
throw vs. death m agi c , on ly half of h is total
li fe force is lost; th e vic tim is reduced to half
o f his fo rmer ex perienc e level and hit po ints
(ro unded down). Any level-l inked ab il it ies
are also lost. These effec ts are per m anent ,
and m ay only be reversed with a wish spe ll.

If the sav ing throw is not successful, the
victim is instantly slain as all of the life force
is drawn from his bod y. A fte r lying still for
one round, the co rps e rises as a zom bie
unde r Death 's contro l at the begi nn ing of the
next m elee round.

While Death is attack ing , a lon g, thin
stream er of mist and shadow co nnects i ts
sk eletal hands to its body. If thi s co nnectio n
can be eve n m omentaril y disrupted (fo r
exam ple , by a wea po n or other object
passin g through the streamer) , Death loses
co ntrol of the hand fo r th at round and cannot
use it to attack . Th e hand im m edi ate ly
withdraws in to it s body, but on the next
roun d a new streamer is form ed and the
att ack is res umed . (For the purp ose of
determ in ing whether a weapon passes
th ro ugh the stream er, its Armor Class is 3 .
Successful hits do not dam age Death.)

The att ack ca n also be interrupted by a
character who uses a portion of his ow n
body to di srupt the strea mer (passing a hand
through it , for ex am ple) . Th at characte r,
however, suffers 1d4 + 1 points of dam age
from m ak ing contact with Death 's bod y.

Death is not und,ead, so it cannot be turned.
It has the abil ity, however, to auto m atically
contro l any undead crea ture within the
temple, ind uding both the zom bies it creates
from the co rpses of its victims and the
skeleto ns in the sepulchers . The heroes m ay
attempt to tu rn these undead creatures (thus
temporar ily breaking Death' s hold ove r them
for the du rat ion of the turn ing) or to destroy
them . But this is a difficu lt task . In addition to
the sinkhole of ev il affect fou nd with in the
tem ple (w h ich results in a - 2 penalty to
turn ing attem pts ), if Deat h itse lf is present
while the turn ing is being attem pted there is
an additiona l - 2 penalty.

Death can see even in absolute da rk ness
and m oves by slo wly fly ing . It leaves a fain t
trail of co ld ashes in its wake.
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Hit Points: Deeth's initia l hit points are
based on the nu mber of crystal sk ulls th at
were sti ll func tional at the time of its
eme rge nce from the co ffin. For eac h intac t
skull that sti ll held li fe force-sat urated blood .
Death ga ins 10 hit poin ts. Thus. if all f ive
skulls were function al when it eme rged from
the coffi n. Death wo uld hav e 50 hit points .

If all fiv e crysta l skulls are destr oyed
before Death emerges. it begins with j ust 5
h it points.

Th ese hit poin ts are distributed betw een
the two ske leta l hands and the sku ll. Each of
the ha nds has one-fifth of the sta rting hit
points while the sk ull has the remaining
three-fifths . Thus eac h ske letal hand wi ll
have 1-10 hi t points. wh ile the sk ull will
have 3-30 hit po ints .

If a skeleta l ha nd is destro yed (reduced to
o or fewer hit points) th e fragments fly back
to Dea th 's bod y and swi rl aro und inside it.
Here. they reasse mble in to a hand once
m ore. This hand eme rges from the body
aft er 1d4 +2 ro unds with the same number of
hit points with which it sta rted .

Shou ld the skull be destroyed . the hands
break into p ieces and fall to th e floor.
Neith er th e sk ull nor th e hands will reform
fro m th is point on. Death is reduced to a
mist -and-shadow body wi th glowing red
eyes where the skull was once suspended. It
is still capable. however. of inflicting dam age
(via the tou ch of its body) and sti ll remains
in control of any zom bies and ske leto ns
within the temple. And now th at it no longer
has any solid co mponents to its body. it can
pa ss th rou gh wa lls like a ghost.

Death feels an insati able need to drain th e
life for ce from other crea tures . Its hi t poi nt s
steadily increase as it uses its energy drain
attack. which ha s vampiric qua lit ies. On
each successful attack . th e hit poin ts
drained from a victim are transferred to
Death . These additional. temporary hit
points are concentrated in the skull . They
rem ain there for one day. afte r which th ey
are lost . thus making Death's hu nger for life
for ce t ru ly insatiable.

Speci al Weaknesses: Death has a
pa rticu lar abhorre nce for any thing
assoc iated with b irth. The cry of a newb orn
crea ture (huma n or anima l) ca uses it
exc rucia ting pain . forci ng it to im m ediately
cur tail any attacks and to lose th e

co ncentration necessary to control its
zombies. T he forceful presentatio n of an
object associa ted with bi rth (a ba by's
bla nket . for example) drives it back as if it
were an un dead crea ture that had been
tu rn ed.

Denfh ascendant

1[he hero es m ust now face what is
pe rhaps the dead liest foe they have
ever encountered. a being who

almost li tera lly is death incarn ate.
Th e remainder of this adventure shou ld be

run as a prolonged chase. Death may be
slow. but its pursu it is relentl ess. Its sole
purpose is to consume the life force of every
being inside th e tem ple and its hunger can
never be satia ted. Wor st of all , it need never
rest nor sleep .

Because it has so lid co m po nen ts (the
skeletal hands and skull). Death ca nno t pass
th rough wa lls or other solid objects. alth ough
it can use its hands to open doors or to ca rry
and use a key. It can also order its undead
minion s (the zom bies it creates from those it
slays and th e ske letons in the sepulchers) to
tear down any barricades the heroes might
set up. These minions can also be used to
at tack the heroes in an effort to herd them
toward Death.

The Dun geon Master should keep track of
the nu m ber of skeleto ns and zom bies
available for Death to co ntrol. Th ere is a
to tal of 16 ske leto ns in side sepulchers within
the temple ; once these have been destroyed
by th e heroes (o r .driven out of the temple by
turnin g them ) th ey ca nno t be rep laced . The
total number o f zom bies ava ilab le to Death
is lik ewise lim ited by the number of NPCs
and heroes with in th e temple fo r Death to
slay. Once again. those zom bies destro yed
or driven out of th e tem ple by th e heroes are
not rep laced.

Skeleton: AC 7; MV 12; HD 1; hp 5;
THACO 20 ; #AT 1; Dmg 1d6 (uses bony
hans! as cl ub) ; SD immune to cold- based
attacks. p iercing weapons inflict only half
damage; SW holy wa ter; MR imm une to
charm. hold. sleep spells ; SZ M (6' tall ) ;
ML fea rless (2 0); Int non- (O); AL N; XP 65 .
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Zombie : AC 8: MV 6: HD 2; hp 10 : THACO
19: #AT 1; Dmg 1d8 (pum mel); SW holy
water; MR immune to co ld-ba sed attacks
and charm, hold, sleep, a nd death magic
spe lls: SZ M (characte r's height); ML fearl ess
(20); Int non -(O); AL N; XP 65.

Notes : Zombies are slow-moving and
st rike last in any combat round.

Faced with Death 's relentless pu rsuit, th e
heroes m ay attempt to flee the te mple .
Unfor tu na tely, at the moment that the
trans for mation occurred, th e Temple of th e
Ete rn al Order was cu t off fro m the rest of
Dar kon by Ravenloft's Mists . Ou ts ide ev er y
doo r and window is noth ing but thic k,
swirlinq fog . Any c haracte r who tries to flee
into it winds up back at the tem ple agai n
after ta king only a few steps into th e Mists.
There is a bsolute ly no escape, eithe r for th e
heroes or for the s urviving priest s and
Kar gat membe rs who are tra pped in th e
temple with them. (Kind Dun geon Masters
m ay allow he roes who flee into the Mists to
wind up at a different door to the te mple
tha n th e one by whic h they ex ited . Th e Mists
can thus be used as a means of tem por aril y
e luding purs uit by escaping to a differ en t
part of th e te mple .)

Dea th a nd its undead mini on s ' consta nt
pu rsu it s ho uld be ex tre mely un nerving and
frighte ning . Ske letons should leap o ut of
their sepulc hers to block th e he roes ' pa th ,
and NPCs whom the heroes sa w s la in
(perhaps even slew themselves ) return as
zombies to purs ue them once more . The
heroes may be a ble to strike a tempor ar y
alliance with the priests or Kargat while
fighting Death, but the se individu al s will
break this truce when the first opportun ity to
betray th e heroes presents itself.

There is , however , a tempor ar y ref uge .
Death will not ente r Room D3 , the bedroom
whe re Pash a Bella had hidden her newborn
cubs . Death shuns this a rea because th e
force of Birth is so strong he re. Even its
und ea d minion s recoil , and will not enter this
room.

If the heroes a re having d ifficulty figuring
this out, the Dungeon Mas te r ca n have Vito
discover Deat h's odd av ersion to th e room.
The Vistana can th en use th e tempor a ry
respite offe red by this a rea to perform a
tar okka reading a nd reveal Death 's
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weakness . The DM sho uld stack th e deck of
ca rds to give the appro pria te result: The
Innocen t. (See page 4 for th e reading .)

Note: If Vito has be e n s lain , th e heroes
ins tead find thi s ta ro kka ca rd in the room,
an d one of the m hear s the vo ice of Vito's
s pirit whispering in his ea r.

Having discovered Death 's weakness, th e
heroes ca n use it to drive Death from th e
temple. This may be accom plishe d th rou gh
a d ra matic presenta tion of e ithe r a newborn
weretiger cub or of any item associate d with
it (b aby blan ket s or basket , fo r example) .
When this ha ppens , re ad th e following to th e
player s:

With a howl of anger and pain , the
embod iment of Death ree ls back from
the item (ch ild) in your ha nd. It flings
up its skeleta l hands to sh ield its eyes,
which have already faded to a d ull red
g low. Flee ing as qu ick ly as it can, the
crea ture le aves a wh irlwind of co ld ash
in its wake .

At las t, d riven to one of th e temple's
ou ter doo rs , it flings open th e door and
retreats int o the mist th at s urrounds the
te mple. Its howl of ang uish gradually
recedes , as the Mists cla im the
creature.

Now th e Mists beg in to clear. In
a no the r moment, you ca n see the
streets of the city once mor e. All
a ppea rs calm: the cit izens are going
a bo ut the ir daily rout ine as if nothing
o ut of the ord ina ry had ha ppen ed. The
creature known as Death has vanished
utterly, as if it had never been.

B!termath

jRaving d riven Death fro m th e Temple
of th e Ete rnal O rde r, th e heroes have
complete d thi s adventure. If they

have a lso defea te d a ll of the members of the
Kargat , Ebon Fold , a nd priesthood (or if
these NPCs we re conveniently killed by
Death ) the heroes are free to loot the
temple 's treasuries .

If m embers of the pr ies thood s urvive , the
heroes might be able to persuade them to
a id in th e "mopping up" of th e remaining
Kargat and Ebon Fold officers . Th e pr iests
are a ng ry, afte r a ll, at the results of
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Lowell yn 's experiment and wi ll wa nt
reven ge. They 'll be equa lly qu ick to bet ray
the hero es afterwa rd , however, sinc e the
dead can te ll ca n no tal es to Azal in

If the DM is not p lanni ng on runn ing the
th ird adv entu re in thi s series (Death
Triumphan t, whic h w ill be pa rt of the Requi em
boxed set) , the tem ple m ay have ap pea red
somewhere on th e heroes homewor ld,
pe rhaps eve n on the grounds of the m an sion
wh ere th ey started thi s advent ure . Likewi se, it

is le ft up to the DM to decide
whether Death has been

des troyed or not.
DMs who are running

the entire series (or
who wis h to devise a
sequel of the ir ow n,
w ith th e heroes
pitted ag ainst Death)

should put the hero es
on the trai l of surviving
Kargat officers (and
the ir Eb on Fol d
accom plices) as the
villi an s flee in the

di rection of
II A luk. This
pu ts th e
hero es in pos ition
for the thi rd ad venture
in thi s series. (DMs who
are running th e Grim Harvest campaign need
to be aware th at Death did sur vive, and will
reappear in Death Triumphant.)

As for th e blood blad es and crystal sk ulls ,
al l hav e los t thei r m agi cal properti es. T he
sk ulls are m ere hunks of g lass and the

cr ysta l-bladed dagg ers are too
frag ile to use as wea pons. A
dagger will st ill do one poin t
of damage, but the bla de
br eaks th e fi rst t ime it is
used.
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Likewise,
the m ag ical

power that once
in fused the go lden

coffin has also diss ipa ted.
The coffin itsel f has transm uted

from go ld into wor th less lead and the gla ss
tubes and plates att ached to its are easily
bro ken now that the coffin 's ma gical defenses
have va nish ed .

T he infernal machine was only intend ed to
be a one -shot expe rim ent, after all , and thus
its parts have all becom e expe ndable.



o when the last and
dreadful hour
This crumbling •

pageant shaJI devour.
The trumpet shaJJ be

heard on high.
The dead shaJJ live. the living die.
And music shaJJ untune the sky.

J. Dryden

Darkon is a land of contrasts. Its
people are of m any different races, and
practice the customs of a thousand
different lands. Yet al l believe that they
were born and raised in Dark on. They
po int out the graves of their
"ancestors" and weave long and
sometimes contradic to ry tales that
exp lain why these adopted ancestors
are of a different race and lineage than
their own.

At the same time that they revere
these ancesto rs, the inhabitants of
Darkon fear them . There is a
widespread belief am ong the populace
that the dead must be honored and
propit iated, lest they rise up from their
graves durin g the Hour of A scension to
exc hange places with the living. This
belief has given ri se to a popular
say ing : "We cla im the dead. lest the
dead cl aim us."

According to legend, Darkon was
or ig ina lly a realm of the dead . These
once-free -roa rn inq spirits were
displaced by the arr iva l of the living,
and now brood, deep in their to mbs,
awa iting a chance to rise up and
recl aim what was once theirs. This evil
day lies at some point in the near
future and is believed to be kept at ba y
on ly by the worship and appeasement
of the god s of death .

Th e source of th is m yt h is the lord of
the domain himself, Azalin, an ev il

and powerful lich. The people he
governs believe him to be no m ore

than a m orta l wizard. Many have
seen the effects of his

spells, but att ribute them
to other source s. On several
occas ions he has raised the dead
to do his bidding ; once, when Darkon
was invaded by soldiers from '
neigh boring Falk ovni a, Azalin raised
an ent ire arm y of un dead from the
bones of those who had fall en in
prev ious battl es. No t realizing that
Azalin was responsible, the people of
Dark on assigned these inexplicable
and terr ify ing "ascendancies" to a
m agical property of the land itself.

The Eternal Order

<8 ver t ime, the local be liefs were
codified into a religion.
Elem ent s from various fait hs .»:

were incorporated, but all were based
on the worshi p of the sam e co re gro up
of de iti es: gods that represented the
force known as death.

Azalin was quick to turn th is
fledgl ing reli gion into a for ce to serve
his own interests. He nam ed the
religion the Etern al Order and financed
the co nstruc tion of a series of tem ples,
some grand and som e sm all. He
staffed these with a corps of priestly
bureauc rats who had proven both th eir
depravity and their depend abili ty.While
these evil priests do have some
m agical powers (which they beli eve
are granted by the gods of death) , the
relig io us serv ices they conduc t for the
Darkonian popul ace are a sham and
are designed to salve the fears of the
pop ulace. They are also a means of
lining the coffers of the tem ples.

Th e ri tuals of the Etern al O rder give
its priests som e contro l ov er the
undead, but they do not protect the lay
worsh ipper in any way. The dead
co nt inue to rise up from thei r graves
when A zalin bids them to do so.

Neverth eless, Darkon ians are
com pe lled by law to worship eve ry
four th evening at a temple of the
Eternal Ord er. Mass begin s
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at sunset and ends at the stroke of midn ight.
known as "the hour of unb alance." Unless the
populace pr ays under the gUida nce of p riests
(and un less th ey eac h pay a tithe of one silver
pie ce each time they visit the temple). the
pen dulum wil l start to ti p . and the dead sha ll
come one step closer to the land of the living.
So long as the people wo rship. th is dread ful
event shall not happen within thei r lifet im e. or
so th ey are told.

On the eve ning dur ing which the final m ass
of the m onth is held. Darkonians obse rve the
Nigh t of the Dead. It is ce lebra ted by layi ng
food and drink on th e graves of one's
"ancestors" at sundown.

One of the trad itiona l offerings is a bottle of
wine th at co nta ins a single co in . usually of
copper. but som etimes (in the case of wea lthy
fam ili es) of go ld or pl atinum . The only way to
obta in thi s co in is to smash the bottl e.

Whil e a great dea l of money ca n be
co ll ected on the Night of the Dead . only the
very dest itute or desperate are wil ling to seek
their fortune in th is way. It is said that an yone
who smashes a bottle receives. fo r one week.
all of th e bad lu ck of the fam ily that placed it
there. Smash ing several bottles co uld result in
m onths or even years of misfortune. In
add it ion . should the bot tl e be smashed before
midni ght . it is said that the miscr eant will be
cursed with an eve n grea ter calam ity. perh aps
even dea th.

The eitlJ 01 Ilcrtok
Note: The italicized passages contain

information for the Dungeon Master only. All
other passages may be reed to the p layers as
the DMsees fit.

Nartok is a moderate-sized city. home to a
pop ulation of 7.500. More than half of th ese
are human. although there are a fai r number
of elves . dw arves. haltlinqs, and gnomes living
in th e city as well.

Unlike th e cit ies of neighboring Fa lkovnia ,
Nartok has no obvious fort ifications. No wa ll
or moat surrounds it. and only a handfu l of
mi litia patrol its streets.

Azalin has little need for fortificalions w hen
he can ra ise the dead from the city 's
graveyards and tombs whenever they are
needed to come to the city's defense.

Nartok lies at the edge of one of Da rken 's
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vast forests. and is suppo rted by lush
farm land to the north. It is both sprawling and
cos mopo li tan . with seve ral m ark etplaces. a
variety of architectural sty les. and a number
of "e thn ic quart ers" that vari ous rac ial groups
have cl aimed as th eir own. and in which racial
langu ages are spoken.

Due to the mixed background of Darkon's
people. the heroes are cerlain 10see many
elements that remind them of their homeland.
The people. however, identify themselves as
"Derkon ien." Only a handful. those
newcomers who came to Dar/con less than
three months ago. can remember their original
homelands.

If th e heroe s wish to resupply. th ey can find
just abo ut any non-magica l item th ey are
looking for at th e pr ices listed in th e Player's
Handbook. Magical item s. however. are sold
onl y in secret. only to people who can be
trus ted not to report th e sale to th e Kargat .
and at prices that are at least twi ce th e usual
cost. Th ey are never open ly used in public.

This is due to the fact that. by order of
Azalin himself. all magical ilems that are
broughl into Dar/con become the property of
the state. Powerful or unique items are
conveyed directly to Azalin; lesser magical
items wind up in the hands of the Kargat or
the priesthood.

The Kargat (and those among the city
militia who act as the ir eyes and ears) are
typically responsible for locating magical
items. while the priests of the Eternal Order
are responsible for proViding a venue for their
collection and for faking their "destruction."
There is. however, mucti infighting over the
eoentuet d isposition of the spoils.

In Nartok. th e priests of th e Etern al Orde r
are responsible for th e co nfiscation of magical
items. On eve nings when midnight m asses
are held . they encourage th e populace to
vo lunta ri ly surrender any suc h items to the
temple for destruction . Th ose who refuse are
ca utioned th at th ey m ay face "a visitation by
death's handmaiden " as a result. The
exp lanation give n by the pries ts is th at th e
deadsend one of th eir m essengers to co llect
the item s. in prep aration for the co m ing war
against the living.

Those w ho ignore this warning are ferreted
out by Nartok 's militia. who are always on
ttie watch for illicit magical items . The militia
is under orders to report these items to the
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Vito Romenzc

deck once owned by hi s m oth er, in a velvet
pouch that hangs from his belt.

Background: Vito 's father died seven years
ago, the vic tim of a bear m auling during an
atte m pt to capture one of the bear' s cubs.
Vito 's m other died five years ago, after
contracting a disease during a journey
thro ugh Falkovni a. Orphaned, Vito and hi s
two younger sisters (Rafina and Mi sha) came
under the care of their aunt Sophia. Later,
their paternal grandmother Plishka (who
disapproved of the wa y Sophia was raising the
children) also began travell ing wi th the fam ily
in her vardo, teaching her own brand of
discipline and honor.

Th e Rom enza fami ly tradit ion all y m ade their
living as ente rtainers, specializing in an imal
acts . A fter the unfortuna te death of Vito 's
fath er, they turned to sm alle r, less dangerous
creatures, primarily m on keys. Vito thus is
extremely proficient at Anim al Handling ( 17)
and Animal Training ( 18) .

Current Sketch: Vito's aunt Sophia was once
a sk illful thi ef. A fter "retiring" to raise her
sister's three orphaned children, she began
teaching her nephew a few of the tri cks of that
trade. Vito's grandm other, however,
disapproved of stealing, and so Vito had to
hide his skills. He instead began teaching them
to his pet , a m onkey named T ickle. If Grandma
Plishka caught the animal in the act of lifting
something from a spec tato r's pock et, Vito
could plead ignorance of the m onk ey' s antics.

Combat: Vit o's sole weapo n is the sling, but
he is quite profici ent in it. His "backstab"
ab ility takes the for m of a surprise sling shot,
m ade from behind and aimed at the ta rget' s
head . If the sling bullet connec ts (roll to hit
norm all y, usin g the +4 m od ifier for rear attack
and ignoring any shield and Dext erity bonuses
the ta rget has) there is a chance that the
target has been knock ed uncon sci ou s.

If Vito's to hit roll was exactly on the target
number, there is a 5% chance that the victim of
this attack will be knock ed unconscious. For
each point by which the to hit roll excee ded the
target number, add another 5%. Even if thi s
percentage roll succ eeds, however, the target
can avoid being knock ed uncon scious by
making a successful saving throw vs. paralysis.

Note : If the target is wearing a helm et, the
chance of being kn ock ed uncon scious is a nat
5%.

Special Abili t ies : In add ition to being able
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4t h-Level Thief, Neutral Good
Armor Class 7 Str
Movement 12 Dex
Level/H it Dice 4 Con
Hit Points 13 Int
THACO 19 Wis
No. of Attacks 1 Cha
Damage/ Attack I d4 + 1 (sling)
Speci al Attacks surp rise attack with

sling
n il
nil

temple 's bish op, who then sends an imp to
confisca te the item.

The real power in Nartok li es not in the
hands of its m il it ia, or the baron who is the
city's figurehead . It instead is held by the'
Kargat, the secret police of the domain.

The vampires, Iy can thropes, and ruffians
who make up the ranks of the Kargat wear no
uniform, but are recognizable by the power
tha t they w ield. They have access to magical
items, but rarely use them in pub lic, th us
keeping up the facade that these items are
collected and des troyed.

The general popu lace recognizes the dreaded
nam e "Kargat" at once ; whispers quickl y
spread when a mem ber of this secret po lice
force is suspec ted to be in the area, or when a
troublem aker or dissenter suddenly disappears
in the dead of night , never to be seen aga in.

Special Defenses
Magic Resistance

Vito Rom enza is a handsom e, dark -skinned
young m an in his late teens. He has bushy black
eyebrows and a hint of stubble on his chin, but
his head is com pletely bald . According to his
family, his hair fell out on the night that his
m other died, revealing a pale, star-shaped
birthma rk on the boy's head. His grandmother
believed that this "third eye" m arked the
awakening of the boy' s div inatory powers. Vito 's
proficiency at fortune tell ing in recent years
seems to have borne out this statement. Vito
keeps this mark hidden under a black kerchief
that is knotted tightly ove r his head.

Vito dresses in cl othing approp riate to a
Vistani entertainer, loose black trou sers, high
poli shed boots, and a shirt of go lden cloth. He
ca rr ies his m ost valued possession, a tarokka

5Q
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Specia l A ttacks
Specia I Defenses
Magic Resistance

to tell fo rtunes using the tarokka deck (see
the section Run ning Th is Adventu re, page 3),
Vito has another rare Vista ni div ination tal ent.
Th rou gh his power of tr ue seeing he is ab le to
locate the righ tful owner of any object he has
in his possession.

Vit o m erely suspends the item by a string,
ho lds it in front of him , and turns aro und like
the need le of a co mpass. When he faces th e
general directi on of the ow ner, the item will
beg in to tw irl in a slow circle and tug soft ly, as
if it is try ing to lead Vito by the hand. Thi s
power does not give a precise locati on, it
simply " feels righ t" whe n he sta rts movin g
toward the owne r. If Vito tra vels following the
guid ing influence of th is power, he will
eventually find the object's owner.

The "owner" o f an object is defined as th e
person to whom the object rightfully belongs,
rather than to the last person who possessed
the object or to anyone only temporarily
bor rowin g or usin g it.

Th is is a very rare ab il ity, even among the
Vistani , and is ph ysica lly dem and ing to
per form. Vito ca n use th e ab ili ty for no more
th an six hou rs at a time. Before using the
power aga in, he must either sleep for one
hour, rest for two hou rs, or spend four hours
doing noth ing more stren uous th an walk ing .

If he tries to use th e power aga in before
rest ing sufficiently, Vito must make a savi ng
th row vs . paralyzation eve ry turn the power is
bein g used. If he succeeds, he m ay co ntinue
to use th e power. If he fail s, his eyes roll back
in his head and he fall s to the ground
uncon sci ous. He wi ll not awaken for 5- 8
( l d4+ 4 ) hours, at wh ich po int he may again
use th e power safely.

llowel11jn Dachlne
10th -Level Priest , Neutral Evil
A rmor Class 10 Str 9
Movement 12 Dex 10
Level/Hi t D ice 10 Co n 9
Hit Points 41 Int 17
TH A CO 16 Wis 18
No. of A ttacks 1 Cha 9
Dam age/ Attack I d6 + I (scylhe of

withering)
spe lls
spells
10% (am u let of magic
resistance)
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Lowellyn Dachine is extrem ely tall and
ske letally thin. A ltho ugh he is 6 '6 " tall , he
weighs just 160 pounds. His chest seems
holl ow, his ribs ca n clearly be seen. His jutting
cheekbones give his eyes a dark and sunken
look. His forehead is high , and is emphas ized
by his reced ing hairlin e.

Lowell yn dresses in robes of ash gray that
hang ioosely on his emaciated frame. He
wears simple cloth slippers that slide ov er
sto ne floors with a whispe ring sound , and a
round , gray cloth cap. His bony fingers are
richly orn amented: each bea rs a go ld or silve r
ring, many with stones carv ed wi th the
symbols of th e various gods of death.

Background: Although he does not realize
it. Lowellyn is the product of one of Azalin' s
fiend ish experiments. Unable to reta in new
magica l kn owledge, Azalin sought out a way
to sto re it outs ide of himself. Using a powerful
w ish spe ll , he caused a number of wo me n in
his do main to become m agically impregnated
with clones of himself. Many of these childre n
died in the wo m b and others were born as
m onstrositi es, but a handfu l survived and
proved to be as keen -witted as the anc ient,
undead wizard himself.

As these ch ildren grew to adulthood, Aza lin
encouraged them to study magic in all of its
m yriad forms. His pl an was to use a helm of
telepa thy to harvest th e magical knowledge
they had gathered . But once aga in , his efforts
to c ircumvent Ravenloft's hold up on him were
thw arted . He co uld gain only fleet ing
glim pses: th e hard-won knowledge slipped
through his m ind like water th rough a sieve.

Th e spawn of Azal in , however, have had
other uses. Because th ey are fanatica lly loyal
to the Iich lord, Aze llri places them in
posit ion s of power. On e of th em, Lowellyn,
will test the infernal mach ine, Azalin 's latest
attempt to escape the Demip lane of Dread
(see the section Th e Inferna l Machine on page
33 for details ).

Current Ske tc h: Lowellyn is a rar it y in the
ranks of the Kargat, Darken 's secret po lice
force. While most of th e high-ranking officers
are vampires, Lowell yn is a mortal human.
A nd in add ition to being a Kargat office r, he
is also a pries t o f the Etern al Order. He thus
serves both th e state relig ion and the state's
sec ret po lice fo rce.

Combat : Lewellyn 's m ost power fu l attack
is h is poison spe ll, whic h all ows him to
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poison an opponent w ith th e tou ch of a hand.
Un less the vic tim makes a successfu l saving
throw vs. poison , he di es in one turn.

Lowell yn also uses a number of reversed
cu rative spells to infl ict wounds of vary ing
sev er it y and to render his oppo nents blind .
He prefers , how ev er, to keep opponents at
bay usi ng ranged sp ell s such as command or
hold person.

Lowell yn usuall y lets his m inion s do his
fighting for him , often using the spe ll imbue
with spell ability to grant them limited
magical powers.

If forced into close co m bat, Lowell yn uses a
modified betkskin spe ll that gives hi m the
tough , leathery sk in of a mummy. (Th is gives
him AC 3, instead of the AC 4 usuall y granted
by this spell; the saving throw bonus granted
by th e spe ll remains th e same.) He fights wi th
his badge of office, a scy the that functions in
a manner simi lar to a staff of w it hering . This
+1 magica l weapon infl ic ts 1d6+1 points of
dam age . It also contains 25 charges , which
ma y be expended at a rat e of one per round ,
each time th e weapon strikes. Each tim e a
charge is expended, th e victim is either aged
10 years, or suffers an additio nal 1d4 + 1
points of damage (the effect is chosen by the
w ielder of the scythe of Withering). Th ese
effe cts m ay be avoided if the vic t im ma k es a
succ essfu l saving th row vs . spe ll.

Du e to his high Wisdom score , Lowell yn
has a +4 bonus whe n m aking sav ing throws
aga inst i llusions and other spe ll s th at affect
the mind.

Spe ll List (reversed) :
1st-cause light wo unds (cure ligh t

wounds), comma nd, curse (bless) , dar /mess
(ligh t) . detect poison, putrify food and drin k
(p urify food and drink).

2nd-bar/eskin , charm person or mammal ,
en thrall , hold person , silence ]5 ' radius,
spea k with anima ls.

3rd-animate dead, cause blindn ess or
deafn ess (cure bli ndness or deafness) ,
con tinua l da rkness (con tinua l li ght) , speak
with dead.

4th-an imal su mmoning l, cause serious
w ounds (cure serious w ounds), detect lie,
imbu e with spell abili ty, poison (neutra lize
poison ).

5th- cause critica l w ounds (cure critica l
wounds), raise dead.

Special Powers : As a priest of Death , ~
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Lowellyn ha s th e abi lity to inspire fear up to
two times per day. This ability is similar to
the 4th- level wizard sp ell fear.

As an evil priest, Low ellyn also has th e
ability to com m and the undead . This abili ty
rep lace s the usual priest abili ty of turning
undead, and uses th e same table to
determine effectiveness, found in th e Realm
of Terror sourcebook. Within the Temple of
the Et ernal Order (which is a sinkho le of evil)
Lowell yn gains a +2 bonus to his attempts to
control undead.

Magica l Items: Lowellyn wears an am ulet
of magic resistan ce on a chain around hi s
neck . This skull- shaped pendant of polished
black ob sid ian gives him a 10% resistance to
spe lls. This amulet is fragile, howev er.
Should th e resistance ro ll produce a number
in th e 95-00% range, th e amulet shatte rs and
loses its magic .

On his wrist, Lowell yn wea rs a m agi cal
bra celet that is wo ven fro m black and white
hai rs, taken from a hag and drow respectively.
This bracelet fun ction s in the sam e manner as
a rod of absorp tion, stori ng m agical energy
which Lowell yn can use to cast his spells
witho ut th e loss of spe ll m emor y. He can thus
cast spe lls over and over aga in witho ut
pausi ng to re-m em ori ze them. One charge is
expended for eac h level of the spell being cast.

This bracelet of absorp tion current ly holds
33 spell levels. Lowell yn has alr eady
expe nded 17 spe ll levels fro m it , and thus it
no longer ab sorbs sp ell s cast at him.

On e of Lowel lyn 's m any rin gs is set with a
"stone" that is actually a co ncentrated potion
of gaseous form in pill fo rm . If co rne red and
with no othe r m ean s of escape , Low ellyn can
bit e this p ill from th e ring and swallow it ,
transfor ming to gas eous form for 1d4+4 turns.
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